


A maxim which eloquently describes the Brother 
HR-5. 

Less than a foot across, it's nonetheless loaded with 
features. 

· The little P-rinter that's low o n decibels. 
There's one thing the HR-5 won't give you. 
Earache. 
For the annoying 'clickety clack' many printers 

produce is mercifully absent 6om the HR-5. 
Quietly efficient, it delivers high definition 

dot matrix text over 80 columns at 30 characters per 
second (maximum} 

Text or g!'.!!P.hics wit h ease. 
The HR-5 also has something of an artistic bent 
Being capable of producing uni-directional 

graphics and chart images together with bi-directional 
text What's more it will hone down characters into 
a condensed face, oi extend them for added emphasis. 

At home with home co mP-uters. 
Incorporating either a Centronics parallel or 

RS-232C interface, the HR-5 is compatible with BBC, 
Spectrum, Orie, Dragon, Atari and most other home 
computers and popular software. 

Perfectly portable, the battery or mains operated 
HR-5 weighs less than 4 lbs, and has a starting price 
of only £ 159.95 (me VA"T). 

Which is really something to shout about 
,- --- -------::::-, 
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ESCAPE FROM the mansion 
with a ruby and gold bar to prove 
your worthiness to the father of 

the woman you love. There is a time 
1imit by which you have to eat the fruit 
of life and this is approximately forty 
minutes. 

For Love was written for the 48K 
Spectrum by Mark Chapman, of Brack­
nell, Berks. 

10 LET LLIFEs1 : LET LIFE•2000: 
BORDER 6 : PAPER 7: INK 0: GO SU 

8 1000: POKE 23058 , Bi DIM RC2>: 
DIM 0(30) : DIN C<5) : DIM 0<10,2> 

20 RESTORE 9050: LET R<l>•l: F 
OR F • l TO 301 READ OCF) 1 NEXT F 

30 L ET L • O: LET EN•O: LET N• O: 
LET E•01 LET S• O: LET W•O: LET 

U• O: LET D"'O: GO SUB <R(1>•10>+1 
000 : LET H•O 

4 0 FOR F • 1 TO 30 : IF OIF> • Rl ll 
THEN GO TO 60 

50 NEXT F : GO TO 90 
00 IF H• O THEN PRINT INK 1_;' 

"VDU ALSO SEE : " 
70 LET H• 1: RESTORE 9040 
80 FOR G• l TO F: READ C:f: NEXT 

G: PRINT C:t:: GO TO 50 
90 LET T• l: PRINT AT 19, 0; '" ) ­

" : LET A:f•"" 
94 IF LLlFE•O THEN GO TO 100 

95 IF FN AO >LIFE Tt-EN GO TO 
9950 
100 FOR G• l TO 1001 LET 9$ • INK 

EY:f : IF 9$ < > MN THEN GO TO 11 
0 

105 NEXT G: GO TO 94 
110 BEEP • 01, 10: IF CODE 8$..,12 
THEN GO TO 160 
120 IF CODE 8$ • 13 AND A$ < > "" 
THEN GO TO 200 
130 IF CODE 8$•13 THEN GO TO 

100 
135 IF LEN A$ ) 29 THEN GO TO 1 

00 
140 LET A$,..A$+8$: PRINT AT 18, 

T1B•; .. _ .. 
145 IF INKEY:t" < > "" THEN GO 

TO 145 
150 LET T•T+l : GO TO 100 
160 IF A$ • " M THEN 00 TO 100 
170 LET T•T-1: LET A:f•A$1 TO T-

00 
1025 LET E•4: LET W• l: IF 011,21 
• 1 THEN LET EN • 119 
102b RETURN 
1030 PRINT '" VDU ARE AT THE NOR 
TH ENO OF A HALLWAY. A DOUBLE 00 
OR IS PROPPEOO PEN. EXITS ARE NORT 
H ANO SOUTH." 
1034 JF 012,2) • 1 THEN GO SUB 30 
00 
1035 LET N•19 : LET S• l 19: RETURN 
1040 PRINT . " YOO ARE IN A LONG 
EAST/WEST CORRIDOR.A DOOR IS 
IN THE T HE SOUTH WALL. " 
1044 IF 0(2,2>•1 THEN GO SUB 30 
00 
104:5 LET E•tu LET W•21 IF 012,2> 
• l THEN LET EN • 5 
1046 RETURN 
10 50 PRINT '" VDU ARE IN A CLOAK 

ROOM WITH A WASHROOH ANO TOILET 
. A DOOR IS THE EXIT." 
10 55 LET L•4: RETURN 
lObO PRINT ' .. VDU ARE AT A JOIN I 

,------------- .. JNB OF THE CORRIDORS. YOU CAN O 
1) 

180 PRINT AT 18, T; "- " 
185 IF INKEY$ <> "" THEN GO 

TO 180 
190 GO TO 100 
200 LE T 0$ • "' •• 1 LET FF • l : CLS : 

PRINT ">"; 11'1>< l;A:f : IF A:f( LEN 
A:fl <> "." THEN LET A$ a A:f+"." 

21Q RESTORE 90001 FOR F•FF TO 
LEN A$ 

220 IF ASIF) • " .. OR A$ (F>•" ... T 
HEN GO TO 240 • 

2:SO NEXT F1 GO TO 290 
240 IF A:fCFF TO F- 11 • "" THEN O 

O TO 230 
250 LET B:f•AS(FF TO F-1)1 FOR G 

• 1 TO 40: READ C:f 
260 IF C:f • B:f THEN GO TO 280 
270 NEXT G: LET FF • F+l I GO TO 2 

10 
280 RESTORE 9010: FOR H,,.1 TO 0: 
READ C : NEXT H: LET 0$ • 0$+ STRf: 
C : LET FF • F+l: GO TO 210 
290 RESTORE <f020: FOR F• l TO 37 

: READ CS 
:SOO IF C:f • D$ THEN GO TO 3 3 0 
3 10 NEXT F 
320 PRINT '" T HERE IS NO SUCH CO 

MNANO. M: GO TO 90. 
3 30 GO TO ff * l00J + 3000 

1000 CLS : PRINT INK 2;" FOR 
THE LOVE OF A GIRL" 

1005 PRINT · " HEL L O. VDU HAVE FAL 
LEN DEEPLY INLOVE WITH A RICH Gl 
RL BUT AS VOUARE POOR , VDU HA VE 8 
EEN SET A TASK TO PROVE VOUR 
LOVE. M 

1006 PRINT " VDU MUST FINO A RUB 
Y ANO A GOL DBAR AND THEN ESCAPE 
FROM THE MANS I ON OF DOOM. GOOD 

LUCK AND HAPPY ENDINGS." 
1007 PRINT '' "TO ELL.EN BV MARK 

CHAPMANa" : PAUSE 1 OOO! GO SUB 9 
9 3 0: CLS : RETURN 
1010 PRINT ·" VDU ARE STANDING A 
T THE MANSI ONOOOR. IT IS VERY BIG 

ANO IT LOOKSHEAVV. FOUR LARGE ST 
EEL BOLTS HOLD Tt-lE DOOR FI RML 
V SHUT. FACINGNORTH,AWAY FROM THE 

DOOR,15 A FLIGHT OF STAIRS.CO 
RR I DORS GO EAST AND WEST . " 
1015 LET W=21 : LET Ea2 : LET N•11 
8: RETURN 
1020 PRINT '" VDU ARE IN A LONG 
EAST / WEST CORR I OOR. A DOUBLE O 
OOR IS IN THE NORTH WALL. " 
1024 IF 0(1,2) • 1 THEN 00 SUB 30 

O WEST ,SOUTH OR NORTH." 
1065 LET W• 4: LET N•l61 LET 5•7: 

RETURN 
1070 PRINT ' "' VDU ARE AT A TURN I 
NO IN THE CORRIDOR. YOU CAN 60 

NORTH OR EAST. " 
1073 LET E• 122 
1074 I F 0(3,2)•1 THEN LET EN•8 

1075 LE T N•b: RETURN 
1080 PRINT ' " VOU ARE STANDING I 
N A GUEST ROOM WHERE PARTIES 
WERE HELD. EX ITS ARE WEST AND 
NORTH. " 
1085 LET Wz7: LET N=9: RETURN 

1090 PRINT . " VOU ARE IN AN OPEN 
BALLROOM. EXITS ARE NORTH ANO 
SOUTH . " 

1095 LET N•lO: LET 5 • 8: RETURN 

11 00 PRINT . " YOO ARE IN A GALLE 
RV.PICTURES STILL HANG FROf"! THE 

WALLS. THE GALLERY IS VERY LON 
G ANO THIN. EX ITS ARE NORTH,WES 
T AND SOUTH." 
1105 LET N•12: LET W•11: LET 5•9 
: RETURN 
1110 PRINT '" YOU ARE IN A SHORT 

CORRIDOR . T WO DOORS ARE IN TH 
E WALLS." 
1113 IF 0<5,2>•1 THEN PRINT • •• 
THE DOOR TO THE NORTH IS OPEN." 

1114 IF 014,2)""1 THEN PRINT '" 
THE DOOR TO THE SOUTH 15 OPEN." 

111 5 LET E• 10: I F 015,2) • 1 THEN 
LET N•14 

1116 IF 0(4,2)•1 HIEN LE T 5 • 13 

1117 RETURN 
1120 PRINT '" YOU ARE JN A GAl"IE 
ROOM ANO THE STUFFED HEADS OF GA 
M€ HANG ON THE WALL.EXITS ARE 
SOUTH ANO WEST . " 
1125 LET W•15 : LET 5•10: RETURN 

113 0 PRINT '" VDU ARE IN A STUDY 
• A DESK JS I NTHE CENTRE OF THE R 
DOM ANO A FEWCHAIRS ARE ARRANGED 

AROUND JT." 
1135 LET L • ll: LET N•tl: RETURN 

1140 PRINT ... VDU ARE IN A LIBRA 
RV. TALL BOOK SHELVES LINE THE RO 
01"1 WITH MANY BOOK STILL UPON THE 
1'1." 
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114:i LET L • ll: LET S• tl: RETURN 

11:50 PRINT •" YOU ARE IN A SMALL 
HALLWAY.A DOOR IS IN FRONT OF 
YOU ANO THE HALLWAY CARRIES ON 

TO THE SOUTH ANO EAST." 
11":54 LET E""12: GO SUB 30001 LET 
5 • 120: LET EN• 18 : RETURN 
1160 PRINT '~ YOU ARE AT THE ENO 

OF THE CORR 1 OOR BUT A DOOR 
IS IN THE WALL . EXIT SOUTH." 

l 16S LET LIFE • 20001 GO SUB 3000: 
LET EN • 17: LET 5 • 6: RETURN 

1170 PRINT ... YOU ARE JN A PARLO 
UR BUT IT IS EMPTY. l SUGGEST YOU 

LEAVE rJUICI<: AS IT SMELLS JN HER 
E." 
117:i LET LIFE • FN AO + lOt LET L • 
161 RETURN 
1180 PRINT '" YOU ARE IN AN OLDE 
R CHILDS PLAY ROON." 
1185 LET L • 15: RETURN 
1190 PRINT .,. YOU ARE AT THE END 

OF THE CORRIDOR.A DOOR IS 
IN THE WEST WALL. EXITS ARE sour 
H. " 
1195 LET S • 3: GO SUB 3000: LET E 

N 2 201 RETURN 
1200 PRINT . " YOU ARE IN A LOUNG 
E . THE ROOM IS BIG AND LOOKS VE 
RY COSY." 
1203 IF DU0, 2 ) • 1 THEN LET 0•7b 

1204 IF 0(10 , 2) • 1 THEN LET EN • 7 
b 
120 5 LET L • lY: RETURN 
1210 PRINT .. , YOU ARE IN A LONG 
EAST / WEST CORRIDOR . A DOOR IS 
IN THE SOUTH WALL. .. 
121 4 IF 0(6,2) • 1 THEN GO sue 30 

00 
121 5 LE T E• t: LET Ws23 
1216: IF D(b,2) • 1 THEN LET EN •2 
2 
121 7 RETURN 
1220 PR I NT ' " YOU WALK IN TO THE 
ROOM AND THE DOOR SWINGS SHUT BE 
HIND YOU. YOU LOOK AROUND TO NOT! 
CE SKELETONS OF THE LAST PEOPLE 
TO ATTEMPT THE DUEST. " 
1221 PRINT '" YOU TRY THE DOOR B 
UT IT WILL NOT MOVE. IT LOOKS A 
S IF THE SAl"IEPERJL HAS CONE YOUR 

WAY." 
122 ~ GO TO 9960 
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1230 PRINT ' " YOU ARE IN A LONG 
EAST/WES T CORRIDOR.A DOOR IS 
IN THE SOUTH WALL. " 
1235 GO sue 3000: LET E• 211 LET 
W• 2 5 : LET EN.024: RETURN 
124 0 PRINT • " YOU ARE IN THE KIT 
CHENS. A STOVE IS STILL WARM ANO A 

SAUCEPt\N IS ON IT. " 
124 ~ LET L • 2 3 : RETURN 
1~ PRINT • " YOU ARE AT THE JOI 
NlNG OF THE CORRIDORS. YOU CAN G 
O NORTH, EAST OR SOU TM. " 
12!55 LET 5•26: LET N• 27: LET E• 2 
31 RETURN 
1260 PRINT ' " YOU ARE AT THE TOP 

OF A FLIGHT OF STEPS ANO A CORR 
IDOR GOES NORTM. M 

126 5 LET 0 • 36 : LET N• 2:51 RETURN 

1270 PRINT '" YOU ARE IN A SHORT 
NORTt-4/SOUTH CORRIDOR.A DOOR IS 

IN THE EAST WALL ... 
1275 GO SUB 30001 LET EN• 281 LET 

N•29: LET Ss25: RETURN 
1280 PRINT • " YOU ARE IN THE DIN 
ING ROOM.A LONG TABLE JS JN TH 
E ROOM BUT THE WALLS ARE BARE. 

1285 LET L • 27: RETURN 
1290 PRINT . " YOU ARE JN A SHORT 

NORTH/SOUTH CORRIDOR. A DOOR IS 
IN THE EAST WALL . .. 
1295 LET N•31; LET 5•271 GO SUB 
3000: LET EN•30: RETURN 
1300 PRINT '" YOU ARE JN A WASHR 
DON WITH A TOILET . IT SMELLS HO 
RRI9LE." 
1305 LET L • 2qz RETUR N 
1310 PRIN T ' " YOU ARE IN A TURNI 
NG IN THE CORRIDOR . YOU CAN GO 

EAST OR SOUTH. " 
13 15 LET 5 • 29: LE T E• 32: RETURN 

1320 PRINT · " YOU ARE IN A T,URNI 
NG IN THE CORRIDOR. YOU CAN GO 

WEST OR SOUTH." 
1325 LET 5 • 33: LET W• 31 : RETURN 

1330 PRINT • " YOU ARE AT THE ENO 
OF A VERY SHORT CORRIDOR.A DO 

OR IS IN THE WEST WALL.EXIT TO T 
HE NORTH. M 

133:5 LET N•32 : GO SUB 3000r LET 
EN• 34: RETURN 
1340 PRINT . •• YOU ARE IN A SEWIN 
G ROOM. ALL LOOKS TO BE IN A WO 

RKING STATE." 
134 :i LET L • 33: RETURN 
13:50 PRINT •" YOU ARE JN THE BRO 
OH CUPBOARD. EXIT UP." 
13:5:5 LET U• l18: RETURN 
1360 PRINT ' .. YOU ARE AT THE BOT 
TOM OF SOME STEPS IN A BASEMENT 
• THIS ROCH ISFULL OF JUNK.A DOOR 

JS THE EXIT." 
136:5 LET U• 26: LET L • 37: 130 SUB 
3000: RETURN 
1370 PRINT '" YOU ARE IN A BASEN 
ENT CORRIDOR. THE CORRIDOR GOES N 
ORTH AND TWO DOORS ARE TO THE WE 
ST. ANO EAST ... 

1371 IF 0<7,2)•0 THEN PRINT "ON 
LY . THE WEST DOOR IS OPEN." 
1372 IF 0<7,2) • 1 THEN PRINT "80 
TH DOORS ARE OPEN. " 
1373 IF D<7,2) • 1 THEN LET E• 3B 

137:5 LET N•39 1 LET W•36t RETURN 

1:510 PRINT ... YOU ARE IN A CIRCU 
LAR ROOM. A BIG HOLE I S ABOVE 

YOU." 
1:51:i LET LJFE • 2000r LET N• 52r LE 
T W• 501 RETURN 
1:520 PRI NT '" YOU ARE IN A DUSTY 

ROOM. YOU ARECHOKINB ON IT SO LE 
AVE FAST." 
1~25 LET LI FE• FN A0+101 LET S• 
:11 : LET L•:511 RETURN 
1:S30 PRI NT '" STEPS GO UP AND A 



~ !·--------------
DOOR IS TO THE SOUTH." EAST ANO WEST" 0 1535 LET Sm~: LET U•48t RETURN 

c:, 
1540 PRINT •" YOU ARE IN A SMELL 
y ROO". EYes ARE LOOKING AT YOU. 
TH I NK OOICK AND MOVE EAST OR SO 
UTH." 
l:545 LET LIFE • FN AO+lO: LET E• 
55: LET 9 • 48: RETURN 
1550 PRINT '" YOU ARE JN A Pt-lOTO 
GRAPHERS DARI< ROOM. A BOOKSHE 
LF LOOKS OUT OF PLACE IN THE ROO 
M." 
1555 LET LIFE • 2000: LE T E•54t LE 
T L•54t RETURN 
1560 PRINT '" THE WALL CLOSES . " 

1565 LET RUl • ll'h GO TO 2190 
1570 PRINT '" THE BOOKSHELF HOVE 
S BACK." 
1575 LET R(lJ&:55: GO TO 1550 
1580 PRINT '" YOU ARE IN A SECRE 
T ROOM BEHINOTHE BOOKCASE." 
1585 LET L•:57 : RETURN 
1:590 PRINT • " YOU ARE IN A BEDRO 
OM. THE WALLS ARE BRIGHTLY DE CORA 
TED AND IT ALL LOOKS VERY COHF 
DATABLE." 
1595 LET L"'b01 RETURN 
160 0 PRI NT '" YOU ARE IN A COARI 
DOR. THE SOUTHIS A DEAD ENO BUT D 
OORS ARE IN THE EAST ANO WEST S 
IDES.EXIT IS TO THE NORTH." 
160:S LET N•b3: LET £•611 LET W•5 
91 RETURN 
1610 PRINT · N YOU ARE IN SPARE S 
ED SEDROOJ'1 FOR IMPORTANT GUEST 
S. A FOUR POSTER BED LOOKS VE 
RV ELEGANT. A DOOR IS THE EXIT 
BU'r ANOTHER DOOR GOES EAST." 
1615 LET E•621 LET L•60: LET W• 6 
0 : RETURN 
lb20 PRINT '" YOU ARE JN THE GUE 

STS PRIVATE BATHROOM. THE DOOR 1 
S THE EXIT." 
1625 LET W•61: LET L•bl: RETURN 

1630 PRINT '" YOU ARE AT A Tl..lRNI 
NG IN THE PASSAGE.A DOOR JS I 
N THE WEST WALL. EX ITS ARE EAST 

AND SOUTH . " 
1635 GO sue 30001 LET EN•64 : LET 

S• bO: LET E•67: RETURN 
1640 PRINT ' .. YOU ARE IN A BEDRO 
Ol't.A FOLDAWAYBEO IS AGAINST THE 
WALL." 
lb45 LET L•631 RETURN 
1670 PRINT '" YOU ARE ON AN EAST 
/ WEST LANDINGWITH AN OPEN DOOR T 
O THE SOUTH." 
lb7:i LET W•63 : LET E•1231 LET EN 
•681 LET 5•69: RETURN 
1680 PRINT •" YOU ARE IN A SITTJ 
NG ROOt'I fi:OR THE GUESTS OWN USE. 
THE FLOOR IS CARPETED STILL ANO 
WARM. ,. 

168!1 LET L•671 LET N•67 : RETURN 

1690 PRINT •" YOU ARE ON AN EAST 
/WEST LANOJNGWITH A DOOR TO THE 
SOUTH. " 
1695 LET W•123: LET £ • 711 GO sue 

30001 LET EN • 70r RETURN 
1700 PRINT . " YOU ARE IN A BEDAO 
ON WITH BARE WALLS. IT IS DAMP AN 
O COLO." 
1705 LET L•69: RETURN 
1710 PRINT '" YOU ARE AT A CROSS 
ING IN THE LANOINO.EXlTS ARE N 

ORTH, SOUTH, EAST AND WEST. " 
1715 LET N•72: LET S•BO: LET W•6 

9: LET E• 77: RETURN 
1720 PRINT ' " YOU ARE OUTSIDE A 
DOOR.EXIT TO THE SOUTH." 
1725 LE T 5•71: GO SUB 30001 LET 

EN•73: RETURN 
1730 PRINT • " YOU ARE IN A SEDRO 

ON . A WARDROBE 1 S IN ONE CORNER . " 
1734 IF Ot8,2) • 0 THEN LE T EN• 74 

1735 LET L•72: RETURN 
1740 PRINT ·•• YOU ARE INSIDE THE 

WARDROBE. IT IS EHPTY.EXlTS ARE 

1745 LET E•73: LET W•75: RETURN 
1750 PRINT '" VDU ARE IN A SMALL 
ROOM HIDDEN THROUGH THE WAROR09 

E." 
175:S LET L • 73 : RETURN 
1760 PRINT ' " YOU ARE IN HOLE UN 
DER THE FLOOR" 
l 7b5 LET U .. 1101 RETURN 
1?70 PRINT "" YOU ARE OUTSIDE A 
ODOR. EX IT TO THE WEST. " 
1775 LET W•71: GO SUB 3000r LET 
EN•781 RETURN 
1780 PRINT '" YOU ARE IN A 8EORO 
OH. THE ROOM IS BARE AND LIFELES 
S." 
1785 LE T L • 7 7 1 RETURN 
1800 PRINT ',. YOU ARE AT THE BOT 
TON OF SOME STAIRS.EXITS ARE UP 

AND EAST." 
1805 LET U•991 LET E•71: RETURN 
1810 PRINT '" YOU ARE IN A MAIDS 

ROOM. THE BED IS TID Y AND THE ROO 
M IS VERY NEAT." 
1815 LET L•88 : RETURN 
1820 PRINT ' " YOU ARE IN A MAID S 

ROOM WHICH IS VERY UNKEMPT. " 
1825 LET L • 87: RETURN 
1830 PRINT • " YOU ARE IN A BUHL 

ERS ROOM. A NIRROR HANGS ON THE 
WALL . '° 

1840 LET L•86: RETURN 
1950 PRINT • " YOU ARE AT A TURNI 
NG IN THE LANDING.EXITS ARE E 
AST AND SOUTH" 
18::55 LET E• 1021 LET S"'Bb: RETURN 
18b0 PRINT '" YOU ARE ON A LONG 
NORTH/SOUTH LANDING. A DOOR IS I 
N THE WEST WALL. " 
1865 LET EN•83: LET N• 851 LET S• 
871 GO SUB 3000: RETURN 
1870 PRINT '" YOU ARE ON A LONG 
NORTH/SOUTH LANDING . DOORS ARE T 
O THE EAST AND WEST. BOTH ARE O 
PEN." 
1875 LET E•91 : LET W• B2: LET N•B 
6: LET 5 • 88: RETURN 
1880 PRINT '" YOU ARE AT A TURNI 
NG IN THE LANDING. A DOOR IS I 
N THE WEST WALL.EXITS ARE NOllT ' 
H ANO EAST." 
1885 LET N• 87 : LET E• 89 : GO sue 

3000: LET EN • Bl: RETURN 
1890 PRINT '" YOU ARE OUTSIDE A 
ODOR.EXITS TOTHE WEST." 
189 5 LET Wa88: 00 SUB 3000: LET 
EN• 941 RETURN 
1910 PRINT '" YOU ARE IN THE COO 
KS SLEEPING QUARTERS . " 
1915 LET L • 87: RETURN 
1920 PRINT '" YOU ARE IN THE LAU 
NORY ROON BUTTHERE 15 NO LAUNDRY 

TO BE SEEN. A WASHING BOARD IS 
ON THE FLOOR ANO IS VERY BROKEN. 

1925 LET L•99: RETURN 
1940 PRINT ... YOU ARE IN THE SER 
VANTS ROON. ITIS EXTREMELY TIDY A 
NO NOTHIN13 LOOKS OUT OF PLACE. 

194 ::5 LET L•891 RETURN 
1970 PR I NT · " YOU ARE lN THE MUS 
IC STORE ROOMBUT IT 15 EMPTY OTH 
ER THAN TH I CK DUST . .. 
1975 LET L•98: LET N•981 RETURN 

1980 PRJNT '" YOU ARE IN THE MUS 
IC ROOM. A NUSIC STANO I S UP W 
ITH NUSI C ON tT. AN OPEN ODOR IS 
SOUTH." 
1985 LET EN• 971 LET W• 991 LET S• 
97, LET L • 99: RETURN 
1990 PRINT ·" YOU ARE AT THE TOP 

OF THE STAIRS.A LANDING GO 
ES NORTH AND OPEN DOORS ARE EAST 

AND WEST . " 
1995 LET D•801 LET W• 921 LET E•'i' 
81 LE T N• 100: RETURN 
2000 PRINT ' " THE LANDING GOES N 
ORTH,SOUTH ANO EAST, ANO A DOO 
R IS IN THE WEST WALL . " 
2005 LET N•102: LET 5 • 99: LET E• 
104: l30 sue 30001 LET EN•l01J RE 
TURN 

2010 PRINT •" YOU ARE IN THE TUT 
ORS SCHOOL ROOM.A SUM 15 ON TH 
E BOARD. THE SUM 15 13+15 ALL NU 
L TIPLIED BY 100." 
2015 LET L • 100: RETURN 
2020 PRINT . " YOU ARE IN A TURN I 
NG ON THE LANDING. VDU NAY GO 
WEST OR SOUTHAND A DOOR IS TO TH 
E EAST." 
2025 LET W• 85: LET S•100: GO SUB 

3000: LET EN•1031 RETURN 
2030 PRINT . " YOU ARE IN THE TUT 
ORS ROOM. A DOOR IS OPEN TO THE 

EAST." 
2035 LET L • l02: LET EN•106: LET 
E•l06: RETURN 
2040 PRINT ' " YOU ARE OUTSIDE TH 
REE OPEN DOORS. EX lTS ARE WES 
T.THE DOORS ARE NORTH,EAST ANO 
SOUTH." 
2045 LET W"'100: LET E•lll: LET N 
•109 : LET 5 • 112: RETURN 
2060 PRINT '" YOU ARE IN THE TUT 
ORS PRIVATE BATHROOM . THE EXIT I 
S THE DOOR." 
206'!5 LET L s 103: RETURN 
2080 PRINT • " YOU ARE IN THE NAN 
NIES ROON. A DOOR IS TO THE EAST 

ANO SOUTH. A CRADDLE ROCKS BACI( 
ANO FORTH. N 

208'!5 GO SUB 30001 LET E• l 10 : LET 
5 • 104: LET L • 104: LET EN• l 10: R 

ET URN 
2100 PRINT '" YOU ARE THE THE NA 
NNIES BEDR00l1WHICH IS SMALL ANO 
LOVING.A RUG JS ON THE FLOOR." 

2105 LET L • 108: LET W•t08r RETUR 
N 
2110 PRINT ·" YOU ARE IN A YOUNG 

CHILDS PLAY-ROOM. SOME TOYS ARE 
ST 1 LL ON THE FLOOR . " 
2115 LET L • l04 : LET W.,1041 RETUR 
N 
2120 PRINT . " YOU ARE IN A SHALL 

ROON WITH CHlLDRENS PAINTINGS 
ON THE WALL." 

2125 LET L • 104: LET N .. 1041 RETUR 
N 
2130 PRINT '" THERE ARE FOUR WAY 
S . NORTH, EAST, SOUTH ANO WEST. " 
2135 LET N•l 14 : LET 9•1 lb: LET W 
•1171 LET E • l 15: RETURN 
2140 PRIN T lNt< 3j •" YOU WALK IN 
TO THE ROOM AND THE DOOR SHUTS. T 
HE WALLS STARTS TO LAUGH ANO TH 
EN SCREAM.MIRRORS REFLECT YOUR 

IMAGE AND SEND IT. THE LIGHT BL 
INDS YOU ANO THE SCREAM INJUR 
ES YOUR EARS. THE DOOR HA 
S SHUT ON YOUR FATE . " 
2145 GO TO 9980 
2150 PRINT INK 21 •" RUN WEST ! " 
: LET LI FE • FN A0+51 LET LLIFE• 
l I LET W•I 131 GO TO 90 
2160 PRINT '" A LONG SLIDE 19 IN 

FRONT OF YOUAND 1T GOES DOWN TO 
THE GROUND. OUTSIDE ,PEOPLE ARE 

GATHERING ANDAS YOU APPEAR,EVERY 
ONE CLAPS BUTHAVE YOU WON?" 
216:5 PRINT " YOU SLIDE DOWN TO T 
HE GROUND, NOW YOU MUST GIVE TH 
E RUBY AND THE GOLD BAR TO ELLE 
NS FATHER . EVERYTHING STILLS." 
2166 PAUSE 600 : LET O$• ''RU8Y"1 G 
O SUB 7000: IF H•6 THEN PRINT 
'' OH DEAR! YOU DO NOT HAVE A RUBY 
.WHA T WILL YOU 00 ? WELL IT WILL 

NOT BE TO MARRY ELLEN. YOU HAVE 
FAILED YOUR QUEST.": GO TO 9980 

216 7 LET O'S• "GOLO BAR": GO SUB 7 
,000: IF H• 6 THEN PRIN T •" OH OE 

.1AR!YOU HAVE FAILED YOUR QUES T 
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BECAUSE VOU DO NOT HAVE A GOLO B 
AR· WELL VQU COULD AL WAYS TRV AG 
AIN . ": GO TO 9990 
2lb8 CLS I F'RINT IN~' 1:" VOU HA 
VE CONQUERED YOUR QUEST . ELLEN R 
UNS TOWARDS VDU W 1 TH HER ARMS OF' 
EN WIDE TO RECEIVE VDU . HER FAT 
HER IS F'LEASED. LONG LIVE VOU BOT 
H." 
2169 BEEP .9, -5 : BEEP .!5 1 01 PAUS 
E 1 : BEEP . 15,0 : BEEP 1,0: PAUSE 

2 : BEEP .9,-:S: BEEP .5,2: PAUSE 
1: BEEP .1!5 , -1 : BEEP 1,0 : PAUSE 
2 : BEEP . 9,-5: BEEP . !5,0: PAUSE 
1: BEEP .1:S,4: BEEP . 5,7 : PAUSE 
1: BEEP . 15,4: BEEP . 9,0: PAUSE 
2 : BEEP .9,- 5 : BEEP . 5 , 21 PAUSE 
l: BEEP .15, - 1: BEEP 1,0: PAUSE 
10: GO TO 2169 

2170 PRINT INt< 2;" VOU FALL DOW 
N A HOLE IN THE FLOOR. YOU GRA 
B THE EDGE AND HOLOVOURSELF UP. 

SUDDENLY A F 
DOT APPEARS. IT IS BIG AND UNFRI 
ENDLV AND STAPS ON YOUR HANDS . " 

2175 PRINT lflfl< 1;" YOU FALL TO 
YOUR DEATH." : GO TO 9980 
2180 PRINT '" YOU ARE AT THE BOT 
TOM OF SOME STAIRS . A STAR SHAPE 
D HOLE IN THEBANJSTER JS CUR I OUS 
. EXITS ARE UPANO SOUTH ... 
2 18!5 LET U•123: LET S11al: RETURJ\f 

2190 PRJJ\fT .,. YOU ARE IN A LONG 
THIN HALLWAY THAT GOES NORTH AND 

SOUTH. THE WEST WALL HAS PICTU 
RES ON IT ANOTHE EAST WALL IS BA 
RE. YOU F J NO IT STRA NGE ! " 
2195 LET N•3: LET 5•2 : RETURN 

2200 PRINT '" VDU ARE IN A CONSE 
RVATORV. SOME SCULPTURES DECORATE 

THE ROOM. " 
220::i LET L • l !5: LET N-=15 : RETURN 

2220 PR J NT ' " VDU ARE IN A ROOM 
WITH A DOOR AT THE OTHER END . TH 
E CONVEYER BELT TO REACH THE D 
OOR 19 GOING IN THE WRONG DIRECT 
ION. THERE IS A BUTTON TO STOP 

THE CONVEVERBEL T ON THE WALL BU 
T IT IS OUT OF REACM.EXlTS ARE 
WEST ... 
2225 LET W•7 : RETURN 
2230 PR I NT • " YOU ARE AT TH E TOP 

OF SOME STAIRS. A LAN O ING GO 
ES EAST AND WEST. " 
223::i LET E• b 9: L E T W• b7: LET D• l 
18: RETU RN 
2260 PRINT • " YOU ARE ON A LEDG E 

IN THE HOLE . MUCH MIGHER UP JS A 
NOTHER MOLE. " 
2264 IF R(2) • 3 THEN PRINT · " A 
ROPE HANGS DOWN. " 
226::; RETURN 
2310 RETURN 
3000 PRINT '" THE DOOR IS OPEN. " 
: RETUR N 
3100 IF N .. O TMEN GO TO 3130 
3110 LET R( 1 ) • N 
3120 GO TO 30 
3130 PRINT INK 2; '"VDU CAN NOT 
GO 1Jlf THAT DIRECTION" 
3 14 0 GO TO 90 
3200 lF E• O THE N GO TO 3130 
32 10 LET Rll)•E 
3220 GO TO 30 
3300 IF S•O TMEN GO TO 3130 
3310 LET R(l)•S 
3320 GO TO 30 
3400 IF W•O TMEN GO TO 3130 
3410 LET Rll)•W 
3 420 GO TO 30 
.3:500 IF U•O THEN GO TO 3130 
3::i 10 LET Rll> "'U 
3520 BO TO 30 
3600 IF 0 •0 TMEN GO TO 3130 
3610 LET Rtl)•D 
362() GO TO 30 
3700 RESTORE 90 40 : FOR F • 1 TO 30 
: READ C$ : IF LEN A$- LEN C1'-I ( 
1 THEN GO TO 3715 
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3710 IF C,t,.A$( LEN At;- LEN C$ TO 
LEN A$-l> ANO OI F ) • R(l) THEN 

GO TO 3720 
37 15 flfEXT F: GO TO 3770 
3 720 FOR G"' l TO :5 
3730 IF CIG)•O THEN GO TO 3750 

3740 NEXT G: PRINT I NK 2; '"'VOU 
CARRY TOO MUCH.": GO TO 90 
37!50 LET OIF)•O : LET CCG> • F 
3760 PRINT '" 0.K": GO TO 90 
3770 PRINT INK 3; '"I CAN NOT SE 
E IT • " : GO TO 90 
3800 REM DROP 
3810 FOR F•l TO '!I! RESTORE 9040 : 

FOR G• l TO C(F) : READ CS:: NEXT 
G 
3820 1F LEN AS- LEN C$( 1 Tt-\EN 
GO TO 3840 
3830 IF A$< LEN A$- LEN CS TO L 
EN A,t-1 l •C S THEN GO TO 3850 
38 4 0 JlfEXT F i GO TO 3870 
3850 LET C(Fl • O: LET OIB-11.,R<U 

3860 GO TO 3760 
38 70 PRINT INK 3; ' " VDU ARE NOT 
CARRYING IT ! " : GO TO 90 
3900 IF Bt: • "LAOO ER " THEN GO TO 
39~ 
3910 LET D• • "MOULO": GO sue 7000 
: I F H• 6 THEN GO TO 5790 
3920 LET Df' • .. GREEN LIQUJD"1 GO S 
US 7000: IF H•6 THEN GO TO 5790 

3 930 PRINT INK 1; ' " YOU HAVE MA 
DE A STAR FROM THE MOULD.": LET 

D*•"MOULO": GO sue 7000: LET C < 
Hl • 3: LET Ot: •" GREEN LIDUIO"t GO 
SUB 7000: LET C<H>•0 1 GO TO 90 

3950 LET D,t•"WOOO" : GO SUB 7000: 
LET N• H: IF H•b THEN GO TO 579 

0 
3 960 LET Dt: •" NAIL S" t GO sue 7000 
: LET S•H: IF H•6 THEN GO TO 57 
90 
3970 LET Dt: • "HA MMER": GO sue 700 
Oz LET W• M: I F H•6 THEN GO TD 5 
790 
3980 PRINT I NK l; ·" VDU HAVE A 
LADDER.": LET C<N)•O : LET CCSl•O 
: LET CCW>• O : LET CI W>c2 : GO TO 
90 
4000 IF Rll) • ll THEN GO TO 4050 

4010 I F RtU • 37 THEN LET OS•" BL 
UE KEV" : GO SUB 7000 
40 20 IF H•6 THEN PRINT '" YOU N 
EEO THE CORRECT KEV. " : GO TO 9 0 
4030 IF RU) •37 THEN PRINT '" T 
HE DOOR LOCKS . " : LET 0(7,2) • 0 : L 
ET DC7,t>•O : GO TO 90 
4040 IF R{11 <> 3 7 THEN GO TO 5 
?90 
4050 LET Dt=• "REO KEY": GO SUB 70 
00 : IF H•6 THEN PRINT ·" YOU JlfE 
ED THE CORRECT KEY . ": GO TO 90 

40b 0 PRINT '" THE ODOR LOCKS . " : 
LET 0(5,2)•0 :: LET 0(5,u .. o : GO 
TO 90 
4100 IF RCll <> 24 THEN GO TO 5 
790: IF 8$ < > "SOAP" THEN GO TO 

5790 
4110 LET OS•"SOAP ": GO SUB 7000= 

LET F • t-11 IF H*'6 THEN GO TO 579 
0 
4120 GO SUB 7020 : LET N•H: IF H• 
6 THEN GO TO 5790 
4130 GO SUB 7020: IF H•6 THEN G 
O TO !5790 
4140 PRINT INK 1; '" THE SOAP l'1E 
LTS I NTO A GREEN LIQUID. '" : LE 
T C<Nl•O: LET CCF)•O : LET CCH) • 4 

41!50 GO TO 90 
4400 FOR Fsel TO LEN A$ - 3: IF At 
CF TO F+ 3)•"STA R" THEN GO TO 44 
2<) 

4410 NEXT F: GO TO 5790 
4420 IF RCl) <> 119 THEN GO TO 
5790 
4430 IF 8$ <) "HOLE'" THEN GO TD 

5790 
4440 LET D••"STAR'": GO SUB 7000 : 

IF H•6 TMEN GO TO 5790 
44 50 LET CCHl•Ot PRINT '" TH E ST 
AR FITS NEATLY INTO THE HOLE.SU 
DOENLV THE STAIRS OPEN AND A R 
DOM IS REVEALED . YOU WALK JN . " 1 L 
ET R <1>•351 GO TO 30 
4!500 IF B• •" DOOR" THEN GO TO 45 
70 
4510 IF B$ • "WAROROBE" THEN GO T 
o 45!50 
4520 IF 8$ <> "SESAME" THEN GO 
TO !572 0 
4530 IF ROl <> 48 ANO Rl1 ) <> 1 
19 THEN GO TO 5720 
45 40 IF RCU • 119 THEN LET 0(9,l 
l • 1: PRINT '" THE WALL OPENS LIK 
E A DOOR TO REVEAL A LANDING I 
N THE WALL . .. 1 LET RCl) • 56z LET E 
N=49: GO TO 90 
4545 IF A(1l • 48 THEN LET 0<9,11 
• I: PRINT • " THE WALL OPENS LI KE 

A DOOR TO REVEALING TME HALLWA 
V." : LET R<ll • !56: LET L • 119 1 LE T 

EN• 119: GO TO 90 
4'!5!50 IF R!ll <> 73 THEN GO TO 5 
720 
4!560 PRINT •" THE WARDROBE OPENS 
. " : LET EN•75: LET DIB,ll • l1 GO 
TO 90 
4570 IF R<l ) <> 110 AND R(ll <> 
2 ANO RCll <> 4 AND R(l) <> 7 AN 
D Rill <> 11 AND Ri ll <> 2 1 AND 
R (1 > <> 37 THEN GO TO 5720 
4!579 IF RC11 • 11 ANO 014,2)•1 THE 
N GO TO 4584 
4580 IF Rl11•2 THEN LET 0(1,2> • 
l: LET EN•l 191 GO SUB 3000 : GO T 
0 9 0 
4581 IF RU) • 4 THEN LET 0(2,21 • 
l: LET EN•5 : GO SUB 3000 : GO TO 
90 
4582 IF Rl1)•110 ANO DUO,ll•l T 
HEN LET DU0,2>•1 : LET 0 • 76: LE 
T EN•7 6: GO sue 3000 : GO TO 90 

4583 IF R< l> • ll THEN LE T D<4,2) 
• 1 : LET EN•13: GO sue 30001 GO T 
0 90 
4~ 84 IF R(1) • 11 AND 015,1)•1 THE 
N LET D<5 .2 1• 1 : LET EN• 14: GO S 
UB 3000 1 GO TO 90 
4586 I F R(l 1• 21 THEN LET 016.21 
• 1: LET EN=221 GO SUB 3000 1 GO T 
0 90 
4 587 IF Rl11•37 AND 01 7,11 • 1 THE 
N LET" 0(7,2) • 1: GO sue 3000 : GO 

TO 90 
4::i88 IF RC1)•37 AND 0<7,1) •0 THE 
N PRINT ' .. THE DOOR JS LOCKED." 
:GO T090 
458 9 IF Rl1)• 11 AND 0(5 .1) -"'0 THE 
N PRINT . " THE DOOR JS LOCKED." 
1GOT090 
4590 PRI NT INK 2J '" YOU CAN NOT 

O~EN IT . " : GO TO 90 
4600 IF RC 1l • 98 AND B• •" MUSIC" T 
HEN GO TO 4650 
4b1 0 IF 8$ <> "'LOCKET" THEN GO 
TO 57 9 0 
4620 LET Dt•"GOl.DEN LOCKET": GO 
sue 70001 IF H•6 THE N BO TO 579 
0 
4630 PRINT INK IJ '"' THE WRITING 

IS TOO SMALL. " 1 GO TO 9 0 
4650 PRINT INK 3; '"'T HE NOTES AR 
E : C, E ,F.A ." 
4660 GO TO 90 
4700 LET Dt:•"MAGJ\fJFVING GL AS S": 
IF Bt: •" MOP" THE N LET Ot: • et 
4705 GO SUB 70001 IF H•b THEN G 
O TO 5790 



4710 IF 9$•"t10P" AND Rl1)•122 TH 
EN PRINT • " YOU STRETCH OUT WIT 
H THE MOP ANO MANAGE TO PUSH T 
HE BUTTON. THE CONVEYOR BELT ST 
OPS HOYING.": LET 0(7 12>•1 : LET 
E•8: GO TO 90 
4720 LET DS•"GOLDEN LOCKET": GO 
sue 7000 : IF H•6 THEN GO TO 579 
0 
4730 IF Bf" • "GLASS" THEN PRINT 
" IT SAYS:"' TO REACH A HIDDEN 
LANDING,FIND A PLACE BARE AND 
STRANGE I SHOUT OPEN SESAME, AND 
YOUR LUCK WILL CHANGE."-"1 GO TO 
90 

4790 GO TO 5790 
48 00 IF BS•"FRUIT" AND R(1Je43 T 
MEN CLS I PR INT INK 4; '" YOU E 
AT THE FOOD AND FEEL GOOD. BUT SU 
DDENL Y YOU FELL DlZY AND YOUR 
HEAD SPINS . YOU JUMP AND JERK U 
NTJL YOU FALL TO THE FLOORJN A H 
EAP.YOU HAYE FAILED YOUR QUEST. 
" ; GO TO 9960 
4810 IF 8$•"FRUIT .. AND Rl1) •4 4 T 
HEN PRINT '" YOU EAT THE FOOD A 
ND FEEL GOOD. YOU START TO FEEL A 
S IF LIFE COULD BE MORE ENJOY 
ABLE FROM NOWON.LIFE FOR YOU WIL 
L BE EXTENDEDUNLESS YOU MAKE SOM 
E MISTAKE. ": LET LLIFE=01 GO TO 
90 
4820 PRINT It« 1; '" YOU CAN NOT 

EAT THAT." t 60 TO 90 
4900 LET DS•HROPE" t GO SUB 70001 

IF H• 6 THEN GO TO 5790 
4905 IF RC2) • 0 THEN PRINT '" YO 
U THROW THE ROPE AND 1 T DOES NOT 

CATCH ANYTHING. "1 GO TO 90 
4910 LET D$•"GRAPLING IRON" 1 GO 
SUB ?OOO: IF Hs6 THEN RETURN 

4920 IF RC2>•1 ANO Alt> <> 126 T 
HEN PR I NT • " YOU THROW THE ROPE 

BUT IT DOES NOT CATCH ANYTHING. 
" 1GOT 090 
4930 IF R<2>•1 AND R<1>•126 THEN 

PRINT '" YOU THROW THE ROPE AN 
D Tt-lE IRONCATCHES ONTO SONETHING 

SAFE. "t LET DS•"ROPE"t GO SUB 7 
0001 LET Rl21•3: LET CCH)•Or LET 

0$•"BRAPLING IRON"t GO SUB 7000 
: LET CCH>• 01 GO TO 90 
5000 IF R<t)•ll THEN GO TD 50!50 

5010 IF Rl1) • 37 THEN LET Of •"BL 
U£ KEY"; GO SUB 7000 
!5020 IF H• 6 THEN PRINT '" YOU N 
EED THE CORRECT KEY. ": GO TO 90 

5030 IF R<1> • 37 THEN PRINT ... T 
HE DOOR UNLOCKS.": LE T 017,1)•11 

GO TO 90 
5040 IF Rct> <> 37 THEN GO TO !5 
790 
5050 LET D$•"RED KEY"'1 GO SUB 70 
00 1 IF H•6 THEN PRINT '" YOU NE 
ED THE CORRECT KEY . ": GO TO 90 

5060 PRINT ' " THE DOOR UNLOCKS." 
: LET 0<:S,1)•1: GO TO 90 
5100 IF 8$•"WINE" ANO R<1)•49 TH 
EN PRINT '" THE WINE IS COOL AN 
D REFRESHINGAS IT SLIDES DOWN YO 
UR THROAT. ITALL SEEMS WELL WHEN 
SUODENL Y YOUBLACK OUT. "'1 PAUSE !5 
00: LET R<1> • 20 : CLS : PRINT '" 
YOU WAKE TO FI ND YOURSELF ON 
HE SETEE. ": GO TO 90 
5110 PRINT INK 1; ·" YOU CAN NOT 

DRINK THAT.": GO TO 90 
5200 IF R<l) <> 51 THEN GO TO 5 
790 
5210 LET Df • .. L ADOER": GO SUB 700 
0 1 IF H• 6 THEN GD TO !5790 
5220 PRI NT INK 11 • ., YOU CLIMB O 
N TO A LEDGE. THE LADDER FALLS 

AWAY.A LONO WAY UP IS A HOLE. "1 
LET Rl1>•126: LE T C<H>•01 GO TD 
90 

5300 GO TD 5400 
!5399 STOP 
5400 IF EN•O THEN GO TO 5420 

!5410 LET Rlt>•EN1 00 TO 30 
5420 PRINT INK 21 ' " YOU CAN NOT 

USE ENTER OR IN. ": GO TO 90 
5500 GO TO 5600 
5600 IF L•O THEN GD TO 5620 
!5610 LET R(l)•Li GO TO :SO 
5620 PRINT INK 21 ·" YOU CAN NOT 

USE LEAVE OR OUT. ": BO TO 90 
5700 IF Bt • "RUO" THEN GO TO 5 7 5 
0 
5710 IF BS',-"BOOKSHELF" THEN GD 
TO 5730 
!571!5 IF RCU•lO ANO BS• " PICTUAES 
.. THEN GO TO !5791 
5720 PRINT INK 2J '" YOU CAN NOT 

DO THAT. "t GO TO 90 
5730 IF RC11 <> 55 THEN GO TO 5 
790 
57 4 0 LET EN•581 LET Rl11 •57 1 PRI 
NT ' " THE BOOKSHELF MOVES TO REV 
EAL A HIDDEN ROOM." 1 GO TO 9 0 

5750 IF R <1) < > 110 THEN GO TO 
5790 
5760 PRINT '" THE RUG MOVES TO R 
EYEAL A TRAP DOOR IN THE FLOOR . " 

5770 LET 0(10,1) • 1 : GO TO 90 
5790 PRINT INK 2; •" YOU CAN NOT 

DO THAT . "1 GO TO 90 
5791 PRINT ' " BEHIND ONE PICTURE 

IS A SAFE BUT IT HAS A COMBIN 
ATION LOCK. ENTER THE COMBINATl 
ON IF YOU KNOW IT." : GO TO 90 

5 799 STOP 
5800 CLS : PRINT '"REMEMBER THER 
E ARE FOUR PARTS TOTHE SAYING." 

5810 SAVE "ELLENl" DATA DO 
5820 SAVE '"ELLEN2" DATA R ( > 
!5830 SAVE "ELLEN3" DATA C < > 
!5840 SAYE "ELLEN4 " DATA DO 
5950 PRINT '•" O. K." 
58b0 BO TD 90 
5900 CLS : PRINT '"LOADING: START 

TAPE PLAYING" 
5910 LOAD "ELLEN!" DATA 00 : LCIA 
0 "ELLEN2'" DATA RO: LOAD "'ELLEN 
3" DATA C I): LOAD "ELLEN4 .. DATA 
DO 
!5920 GO TO 5850 
6000 GO TO 30 
6100 PR IN T INK 11 "'YOU ARE CARR 
YING:" 
6110 LET H•l; FOR F•l TO 5: IF C 
CF) • 0 THEN GO TO 6140 
6120 LET H• O 
6130 RESTORE 90401 FOR G• l TO C< 
F> 1 READ CS: NEXT G: PRINT INK 
31C$ 
6140 NEXT Fr IF H• l THEN PRINT 

INK 2; "NOTHING." 
6150 GO TO 90 
6200 IF R ( 1 )•24 THEN PRINT ' " 
TRY HEATING SOMETHING 7" 
6210 IF Rl1) • 11B THEN PRINT ' " 
PUT A STAR IN THE HOLE. " 
6220 IF Rll> .. 51 THEN PRINT '" T 
RV USElNG SOMeTHING TO CLI MB UP 

THROUGH THE HOLE" 
6230 PRINT ·" HAVE YOU MADE A NO 
ut.O YET 7" 
6280 IF RU> <> 51 ANO RU) <> 1 
18 AND Rll) <> 24 THEN PRINT ' " 

I DON'T HAVE ANY OTMER IDEAS." 

6290 GO TO '90 
6300 LET Df • .. R:OPE"1 GO SUB 7000 

6310 LET Df • "GRAPLING lRON" 1 GO 
sue 1000 
6320 IF H•6 THEN GD TO 5790 
6330 LET R <2> •1 
6340 PRINT •" O.K. " : GO TO '90 
6400 IF R<1) <> 126 OR R(2) (} 3 

THEN BO TO 5790 
6410 PR I NT •" YOU CLIMB UP THE R 
OPE TO THE TOP .": LET Rl1)•113 
: GO SUB 21301 GO TD 90 
6500 GO TO 4400 
6b00 IF Rll) <> 34 THEN GO TO 5 
790 

fPru­
fPriatou.t 

6605 FOR F• l TD :Iii LET Df•"SHEET 
" : GO SUB 70001 IF H•6 THEN GO 
TO :li790 
6610 NEXT F 
6620 PRINT '" YOU HAYE MADE A RO 
PE BUT YOU WILL NOT BE ABLE TO 

DROP IT !": L ET C<1>•11 FOR F•2 
TO 5: LET C IF) •0 1 NEXT F: GO TO 
90 

6700 IF R<l>•lO THEN PRINT INK 
1 ; ' " THE SAFE OPENS AND A GOLD 

BAR FALLS OUT. THE SAFE OJ SAPEAR 
S . ": LET 0(1 4> •10 : GO TO '90 
6710 PRINT '" WHAT WAS THAT FOR 
7" : GO TO 90 
7000 FOR H• l TO 5 
7010 RESTORE 9040: FOR G• t TD C( 
H): READ CS: NEXT B: IF Cf•OS' TH 
EN RETURN 
7020 NEXT H: RETURN 
8999 STOP 
'9000 DATA "N", "E" 1 "S", "W" , "NORTH 
", .. EAST" 1 "SOUTH", .. WEST", "UP", "DO 
WN" 1 " U", "0 "' , "TAKE", "DROP", " MAKE" 
, '"LOCK" 1 "HEAT", "TIE" , "ROPE", "PUT 
","OPEN", "READ", "USE", " EAT", "'THR 
OW", .. UNLOCK", '"DRINK", "CLIMB" 

1 
"IN 

","ENTER"', "OUT", "LEAVE", "MOVE"," 
SAVE", "LOAD", '"LOOK", "LIST''," INYE 
NTORY" 9005 DATA "H ELP " , "2800" 
9010 DATA 1,2 1 3,4,1,2,3,4,!5,6,5, 
6, 7 ,B,9, 10 1 11, 12, 13 1 14, l~, 16, 17, 
18, 19,20,21,22,23,24,2~,26, 27 ,28 
,29,30,31,31,32,33 
9020 DATA "l " , "2", "3", "4", .. 5 " , " 6 
", "7", "8", "9", "10", " 1_1" ," 12", "13 
"," 14"," 15"," 16"," 17" 1 "18", "1913 
"1 " 20" t "21", "22" t "23" o "24" I "25", 
"26", "27", "28 " , "29'", "30" 1 "31", "3 
2"," 1213", "2213"," 1423", "9 13 " , " 3 
3 " 
9040 DATA "ROPE ", "'LADDER", '"STAR" 
, "GREEN LIQUID", "BOOK" 1 "CIGAR BO 
X", "NAILS", "HAMMER", "WOOD", "BOLD 
EN LOCKET", "SHEET " , "SHEET", "SHEE 
T", "GOLD BAR", "SHEET", "SHEET", "S 
HEET", "SHEET", "MOULD", "SHEET", " 1'1 
DP", "RUBY", "BRAPLI NG IRON", " BLUE 

KEY", "RED KEY", "MAGNIFYING BLASf 
9050 DATA O,O,O,O, 14, 13,38,38,46 
,59,61,64, 70,651 78,81,82,83, 111, 
111,35, ?6, 75, 14,58, 18,38,5,30, 10 

• 
9930 OEF FN A C > • ( < 65536 • PEEK 23 
674+256• PEEK 2367:S+ PEEK 23672) 
/50) 
9'940 POKE 23 674,01 POKE 23673,0 1 

POKE 23672,01 RETURN 
9950 IF Rlt>•54 THEN CLS I PRIN 
T '., THE EVIL EYES BELONGED TO A 

BIGWIDDW SPIDER. THEY CRAW\. TONA 
RDS YOU AS IF THEY HAYE NOT GOT 
A BODY. ITS MOUTH OPENS ON YOU 
AND ITS DEADLY FANGS SINK INTO Y 
OUR ARt1. THE POISON ACTS QUICKLY 
AND YOU ARE DEAD."' 
9960 IF R(1) • 17 THEN CLS r PRIN 
T INK 4; ''" YOU ARE TDD SLOW . THE 

SMELL WAS A DEADLY GAS ANO YOU 
HAVE DIED BECAUSE OF IT. " 
9970 IF FN A ( ) )2000 THEN CLS : 

PRINT INK 4; '" YOU HAVE NOT EA 
TEN THE FRUIT OFLIFE ANO HAYE CO 
NSEQUENTLY DIED." 
9980 PRINT INK 11 ''" UN 
LUCKY" 
9990 FOR F• l TD 301 BEEP • 0 1,Ft 
NEXT F : FOR F• 30 TO 1 STEP - h B 
EEP • 01,F: NEXT Fs FOR F•l TD 30 

STEP 2: BEEP . 0 1,Ft NEXT F t FOR 
F• 30 TO 1 STEP -2: BEEP .Ol ,F1 

NEXT F1 GO TO 99'9 0 
9999 CLEAR : SAVE "FOR LOVE" LIN 
E I 
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There's only one thing wrong wrth the 
ZX81 Its keyboard. 

Or rather its lack of one. 
Since it's flat your fingers don't feel as if 

there's any response to the pressure put on 
the keys. 

ZX81KEYS FILESIXTY KEYS 

In other words, you're not quite sure 
which keys you've pressed until the screen 
actually tells you. 

Our new, improved push button keyboard 
changes all that. 

It matches the ZX81 perfectly. And the 
keys give a real calculator-type feel. 

To set it up all you have to do is peel off the 
adhesive backing and stick it on top of the 
ZX81 touchpad. 

Because no tampering or soldering is 
involved the guarantee is not affected. And rt 
will last for up to 31/2 million operations. 

But our keyboard doesn't just come 
loaded wrth features. Wrth rt comes a separate 
overlay and a set of coloured stick-on labels to 
make game playing easier. 

It's yours for the original price of £9.95. 
Whichever way you look at it, we think 

you'll agree that it's a keyboard that's quite 
outstanding. 

larders to Filesixty Ltd., FREEPOST. London W9 2Bii:l 
I Cheques/PO made payable to Filesixty Ltd. I 
I Please send me_(qty.) Keyboards at £9.95 each I 

(including VAT and P&P). 

I Total£ I 
I Name "°""'"""' I 
I l'l:ldress I 
I I 
I - ··I 
I= ii= ~i~~~I I_!_ "'"' · --=-§--§ ~_J 

F1les1xty Ltd., 25 Chippenham Mews, London W9 2AN, England. Tel: 01-289 3059. Telex: 268 048 EXTLDN G 4087. 
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Y OU PLAY THE pan of Dotty 
the kangaroo who has been put 
on a course to test his intelli · 

gence and physical ability. Work out 
the way 10 escape from each room, but 
first jump onto the red blocks as doing 
this will show you where the exit is. 
When you have completed the course 
you stan again only, this time, strange 
things happen. As you jump onto the 
blocks they may disappear and leave 
you stranded in mid-air. If you are agile 
you will be be able to jump to the 
nearest block to avoid certain death in 
the shark-filled waters below. 

The Kang ar oo was written for the 
16K Spectrum by Ian McTavish, aged 
14, who is a pupil of Bristol Grammar 
School, Shirehampton, Bristol. 
McTavish, a former ZX-81 owner has 
had his Spectrum since March and this 
is the first program he has written. 

Sub-routine s 
1-18 Set up user-defined 

graphics and variables 
Set up screen and display 20-90 
instructions 

100-150 Print background room 
graphics 

155-160 Print foreground room 
graphics 

490-640 Bounce loop 
700-730 Red block routine 
2100-2150Test one graphics 
2200-2250 Test two graphics 
2300-2350 Test three graphics 
2400-2450 Test four graphics 
2600-2700 Next phase 
5000-5070 Lose life 

Var iable s 
Graphics: q = "room" block 

i,j = kangaroo ~~1 :: 
y~y- men 

Kangaroo co-ordinates 
Kangaroo co-ordinates for 
testing 
Test number (1-4) 
Score 
Lives left 

10 

q 

Read variables for user­
defined graphics 

n, l Loop counters 
General Notes 
1 Line 80 is redundant as it contains 

one PAUSE too many. 
2 Lines 87 and 5040 are redundant as 

they serve the same function as the 
following PAUSEs. 

3 Line 510 contains two IFs . This 
works, but is not good programming 
technique. A better form would be: 
IF first condition THEN GOTO 
line containing second lF and LET 
statements. 

4 (f you find the game too difficult as 
it stands try giving the kangaroo 
more bounce by increasing q to 3 in 
line 510. 

5 PRINT statements such as line 70 
should be PRINT'. 
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Introduction and instructions bounce count (q•2) 
SET UP I J I IF kangaroo on a block then call 

Set up user-defined graphics, sc, I AND IF new phase (qw• I) AND 
and men random number (1-10) • I THEN 

1 REM Dotty the k an garoo erase block below and print new ; t:~ :::?.1 .. block at random C<Hlrdinatcs (y • 1-
~ DATA 2:5~:129,12'J,129,t29,t2 18, x•2-28) 

•, 129,2"5 IF kangaroo descending (q•·I ) 
u~~ ~~.~7~1 T~ E~; ~EAD a : POKE THEN jump to MAIN3 

12 DATA 24,24, u,,e.0,4e, 120, 1:s• Decrement rand q (ascending) 
,4 

14 FOR n•O TO 71 READ a1 POKE 
USA " iM+n,aJ NEICT n 

U, DATA 24,24,8,60,12,30,17,32 

18 FOR n•O TO 7: READ a1 POKE 
USR ~ jM+n,a : NEX T n 

20 BORDER 21 PAPER O 
2:5 CLS 

490 LET e•x: LET r•y 
!500 IF y)19 THEN GO TO !5000 
510 IF SCREENS (y+1 1 11) <> " " 

THEN LET q-21 IF qw•l AND JNT 
( RNO • 10)• 1 THEN PRINT AT y+l 
,x;"' " 1 PRINT AT INT < RND •18 
l+l, I NT t RNO •27)+21 .,Q" 

520 IF ci--1 THEN 130 TO boo 
!530 LET r•,.--1 
!540 L.ET q•q-1 

2140 LET ky•91 LET kx ...;o 
21 :SO RETURN 

TEST2 
~ EST I !<Y•l3,kx • I 

2200 . PRJNT AT 14,1; PAPER 21"Q." 
J PAPER 01 "_g_" 
2210 FOR 1•9 TO 29 STEP Sa PRIN T 

AT 19-t/!5,i-11"~"1 AT 11+1/!5, 
i-21 ".Q.:'1 NEXT 1 
2220 LET ky • l31 L ET h1•l 
22~ RETURN 

11 TEST -3--------, 

1, As in TEST I kv•3. kx• 1 

2300 PRINT AT 4,11 PAPER 2J"..i."I 
PAPER 01 ".Q29.." 

2310 FOR 1•1 TO b: PRINT AT 20 -
1•3,1•4; ".9.Q"I AT U •3 )+2, (1•4)+3 
I "QQ" 1 NEXT i 
2320 LET ky•:S1 L.ET k11• l 
23!50 RETURN 

30 PRINT AT 1, 7r FLASH 1; INK 
61 .. Dotty Th • .Kangaroo" 

40 INK 71 PRINT AT 4,0r"tmagi 
n• your•el I • • • kangaroo. You h 
ave b••n captur•d by the IHd I( 

in; and put on a cour-•• to t••t 
your inteligenc• and your- phy•i 
cal abi 11 ty. " 

!560 BEEP (q +-1)1100,-20 

MAIN3 
Turn kangaroo to face left or right. 
Scan keyboar and update test x co­
ordinate (e•e +k ey 8-key 5) 

I ~~-,:-.-1-r~-y-:.-3-.kx-TE-~-:- : PRINT 

50 PRINT I PRINT 
bO PR I NT " You Muat WOf'"k out th 

• w.ay to getthroug h each rCIOfll. "1 

PRINT I PRINT "Th• only way to 
aurvl v• i a .•.. "1 PRINT I PRINT ~ 

To complete th• c:our•• · " 
70 PRINT I PRINT I PRINT "UQE 

KEYS !5 for l•H e for- right" 
80 PAUSE O 
80 PAUSE 0 1 CLS I PRINT I PRIN 

T "Pa •• • you •igh t find it •••1•r 
to get out if you )u• p on th• 
r e d block. " 

87 IF INKEVS () "" TH EN 00 
TO 87 

88 PA USE O 
90 LET ac•Os LET l • 11 LET ...,. 

I SETUP2 l 
Print room graphics without jump 

I block. 
Initialise I and y 

100 LET y•171 L.ET x •2 
110 CLS 
120 PRINT "T EST N0 . " 111" 

"1 1 FOR 1•1 TO men1 PRINT I INK 
31 ".L" I I NEXT i I PRINT " SCORE• " 
1INK41•CJ"" 
Q~O IM< 61 PRI NT AT 21 1 ~1 ·~ 

I~ 
" I PAPER o, ·aoo 

"I AT 19,01"~" 1 PAPER 11 "­
"1 PAPER OJ 

"".QQQ"1 AT 18,01"~ 
ooo• 

140 PRINT Afl'",OJ "CXIQOQQOOQQQQ 
QQQQQQQQQQQQQQQQQQQQ .. 1 FOR i •2 T 
Q 171 PRINT AT l ,01 "Q." ; AT t,31 

1 " Cl" 1 NEXT i 
l~ 8£EP .4 1 -34 1 PAUSE 41 BEEP 

.4,-301 PAUSE 4: BEEP .4 1 -201 PA 
USE 41 BEEP . 4 ,-181 PAlt9E 21 BEE 
P .8,-221 FDA i•l TO 41 PAUSE 21 

BEEP .'2 , (-22-2*1 >: NEXT I 

MAIN I II If all four tests complete THEN call 
NEWPH ASE, otherwise call TEST 
l,where l=l ro4. 

1!5!5 IF 1• :S THEN GO TO 2600 
160 GO SUB 2000+1 •1 00 

MAIN2 
Set up test co-ordinates for kangaroo 
(e=x, r=y) 
IF kangaroo in water (y> 19) THEN 
call LOSELIFE 
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IF through hold (e>31) THEN 
increment test number ( 1 ... I + 1) 
update score, jump to SETUP 2. 
Erase old kangaroo. 
If r,e impossible 1hen jump to MAIN 
4 
IF descent (ql·I) AND nothing below 
(null character) THEN increment r. 
r,e are O.K. so set x=-e, y•r 

600 IF INKEVS •"8"' THEN LET • 
S• "' I"' 

boi IF INl<EVS •"5 " THEN LET " 
:f • .. J " 

602 LET e• e+( INKEY$ • "'B"'>-1 IN 
KEYS •":S") 

603 IF •>31 THEN L.ET 1•1+11 LE 
T •c • ac + l • 2, GO TO 100 

604 PRINT AT y,x 1"' .. 
60!5 IF SCREENS (r ,el < > " " TH 

EN 00 TO 030 
610 IF SCREENS lr-+1,•>•" " AND 
q• - 1 THEN LET r•r+t 
61!5 LET y•r1 LET x•• 

MAIN4 I Print new kangaroo 
IF on red block THEN call OPEN 

630 PRIN T AT y,11; INK :SJaS 
63:S IF y•ky AND x•kx THEN 60 S 

ue 100 
040 GO TO 490 

AT 19,il"!!!.'.°I AT 20,1; " .Q." 1 NEXT 
! 

24i0 FOR 1•1 TO 31 PRINT AT 1*!5 
,11".Q:"1 IF 1)1 THEN PRINT AT ( 
1• !5>-2, 4; "Q." 
2420 NEKT t 
2430 PRINT AT 4,!5; PAP ER 21 "Ji!." 

2440 LET ky •:S i LET kx•:5 
24!50 RETURN 

NEWPHASE 
Re-set test number (I • I) 
Update score 
Print new phase warning 
Set new phase Oag (qw• 1) 
Add bonus life (men• men+ I) 
Jump to SETUP 2 I 

2600 L.ET l•l 
261 0 LET ac•ac+:5 
2630 FOR i •-30 TO 30 1 BEEP • 01, i 
: NEXl' 1 
2640 PRINT AT 10, 10; FLA SH 1; " 
AMAZING ! "i FOR i•l TO 500i NE)( 
T I. : PRINT : PRINT ~but t he evt l 

kin; h•• d•c:l.ded totr y the ex p• 
rll,ent •g•i n Just to 111ak• aur• 

of the reaul t a . " 
2D!50 FOR 1•30 TO -:so STEP -11 BE 
EP .01,i: NEXT I 
2660 PAUSE 3:50 
2070 PRINT : PRINT " you l!liQht f1 
nd ao111e di ffef'encea " 
2 68 0 PAUSE 1:SO 
2690 LET qw• 1 
269!5 LET 111en•111en+l 

Jump to MAIN I 
OPEN 

, , .. ~2~70000::~GO-:::,TO::-I -OO--~~~- .. 

LOSELIFE I 
Erase two blocks in right hand wall 
Update score _J 
Erase red block 

~ kx,ky(•O) 

700 PRINT AT 1!5,311 .. "J AT 14, 
31; " " 

710 BEEP . 01,~ : BEEP . 02,10 
720 L.ET sc •sc+l 
72!5 PRIN T AT y+-1 1,q INK b; "'Q"1 
LET ky•01 LET k 1e• O 
730 RETURN 

TEST I 
Print the jump blocks 
Set location of character position 
above red blocks: ky•9, kx -=9 

2100 PRINT AT 1!5, 7 J "QOOQQ"J AT 
10,7;"~"1 PAPER , 2;"Jit~ER OJ 
·92 · 
2105 PRINT AT 13,l ; "~"l AT 1 
3,171"~" 

Decrement lives (men•men ·l) 
Print men (and why one life lost) 
lfaoy lives left THEN jump 10 
SETUP 2 
Print score 
Re-run program 

SOOO FOR i • l TO !51 BEEP .2,1•51 
BEEP • J ,i • 2 r NEXT i 
!50 10 LET 111•n••en-1 
~20 CLS 
!5030 PRINT AT 7 ,O; "yov have Ju a 
t found out that th-atef' i • ful 
l of k an 9 .aroo e at ing S H 

A R K S ! " 
~3-5 PRINT I PRINT I PRINT ..01" 

livea left" 
:50 40 IF lNKEY* <> "" THEN 130 
TO :5040 
!504!5 PAUSE O 
!50:50 IF • •n>O THEN 00 TO 100 
!5060 PRINT I PRINT "You scot"•d• .. ,.c 
!5070 FOR 1 • 1 TO 1001 NEXT t I RUN 

II 



excaLiBaR 
130 PRINT AT 4, 11; IN K :I ; '~ 

AAAAAAAAAAAAAA'' 
140 FOR F•3 TO 15 : PR IN T AT F , 

28; INK 2 ; "£•: NEXT F : PRINT AT 

!~02;r~~ >• 1 THEN PRINT AT 
14 1 12; INK :S1''..a " : PRINT AT 9 , 1 

7; .. ~ 

C
OLLECT the swords scattered which Merlin has put down to trap you. 1:1:s IF LEV >• 2 THEN PR INT AT 

about the castle of Camelot. .Excalibur was written for the 16K A~,;~;4:N~N~;;1'.} .. ~TA~\ ~!~; ;:« 
There is a time limit on each Spectrum by Leigh Howens, of Deep- 2; "!.: ; AT 3, 14; INK 2 ; •·p 

screen and you must watch for the ingStJamesJ Peterborough. !~~7 :F 1~~v5 ~;~;T~~N 14 ~!N!NKA~ 

dreaded diamonds and the magic doors ; .. .. . ----------=------------------' 170 IF LEV)3 THEN LET Ll • Ll+l 
5 POKE 23658,8 : POKE 23b()q ,1 0 

BORDER 6: PAPER 0 : INK 7 : CLS 

10 FOR F•O TO 47: READ At POKE 
USR "A• +F 1 A: NEXT F 
20 DATA 13b, 25 5,34 , T.55 ,1 36,25:S 

,34 ,255, 126, 129, 189, 165 , 16 5 , 189, 
129, 126, 7, 13,25, 178, 100, 104, 24 0 , 

••• 30 DATA 6 0, 102 ,19 5 ,1 29,129, 1~ 
, 102,60,24,60, 119,251,251, 118,60 
,24,66,66,66, 126 , 66,66,66,66 

35 LET HI • Ot LET HS• "NOBODY": 
GO SUB 1000: LET A"' 1 : GO SUB 400 
0 

4 0 LET LEV•O : LET HON•15 : LET 
OEL• O: LET L 1•3 : LE T SC•O 

45 CLS : LET TlME • lOO : LET SW• 
0 : LET X• l: LET Y•l 7 

:50 PRINT AT o,o; INK 5 ; " AAAAA 
AAAAAAAAAAAAAAAAAAAAAAAAAAA-.. --

60 PRI NT AT 18 ,0; INVERSE 1; " 
?,AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 

70 FOR F •O TO 18: PRIN T AT F , 
0 ; INK :5; ''..a": NEXT F : PAINT AT 
11

a ~ ; F:\:! .. M~r PRINT INK :5 

12 

; AT F,4 ;"li."; AT F,3; INK 21"F"1 
NEXT Fi PRINT AT 3,3 1 INK 2i"f. 

85 FOR 6 • 3 TO 12 : PRIN T AT G', 
:I ; INK 2J "F": NEXT G: FOR G• 10 T 
0 17 : PRINT AT G,6; INK 21 :£." ; 
NEXT G 

8
; 9~ N: o;J ~~: T~E:;1 F PRINT AT F, 

95 PRINT AT 11 ,20 ; INK 5; "AAA 
AA"; AT 9,lbj INK 4 ;"AAAAA " ; A'f 
7,12; INK :5;" AAAAA" --

100 PRINT A~9; INK 5 ; "AAAA 
AAAAAAAAAAAAAAA" --

105 BRIGHT 1 : PRINT AT 17 , 3 ;"£ 
"; AT 3 ,4; ::£ "; AT 10,24; "J;: ; AT 
8 , 20;':k" ; AT 6, 16; .. .£.'.'i AT 3 ,18;" 1bi/~ 3,26;" £_" ; AT 9,30;"£:' : BR 

11 0 FOR F• IO TO 17 : PRINT AT F 
,22; INK 2; "F- : NE)(T F: FOR F• 8 
TO 14: PRINT AT F 1 18: JNK 2 ; "F" 
: NEXT F : FOR F~6 ·ro 14 : PRINT 
AT F ,14; INK 2;" F" : NEXT F 

11 :5 FOR F•O TO 17: PRINT AT F, 
31 ;. INK :5; "A" : NEXT F 

120 FOR F• 3°'TO 1:5: PR I NT AT F , 
10; INK 2; ':f" : NEXT F 

200 LET D•O : PRI NT AT Y, X; INK 
7; FLASH I ;:§": PAUSE 10 : PRINT 

AT 'r', X; FLASH l;"_E..": PAUSE 10 

210 PRINT AT 21,1 1"SC •., ;SC1;" 
LI VES •" ; LI;" TI ME• " ; INT T INE; " 
LEV• " ;LEV+l; " " 

220 IF INKEYS •"P " ANO ATTR < 
Y,X + t> <> 5 THEN LET X• X• l: PRI 
NT AT Y, X-1 ;., " 

230 I F INKEY$ •"0 " AND ATTA ( 
Y,X-1) <> 5 THEN LET X• X-1: PR I 
NT AT Y,X+l 1 " " 

2 40 IF ATTA <Y- 1, X) • 2 ANO INK 
EVS • "Q" THEN LE T V•Y-11 BEEP • 
?,07, YI PRIN T AT Y+l, X; INK 21 "F 

24:S Jf ATTA <Y+t, X) •2 AND I NK 
EY$ •"A" THEN LET Y•Y +l I BEEP . 
?07 1 Y: PR INT AT Y-1, X; INK 2; "F 

250 IF SCREENS CY+l ,X)• ., " THE 
N LET Y• Y+1: BEEP . O:S,y: PRINT 

AT Y,X; FLASH 1;".lt"; AT V- 1,X; " 
": LE T O•D+l : GO TO 41 0 
2b0 IF ATTR CY-1, X) •20 THEN G 

O SUB bOO O 
270 IF ATTR (Y , X+ l ) • 71 OR ATT 

R IY,X-1>•71 THEN RANDOMIZE US 
R 325291 LET SC • SC+ 100 : LET SW•S 
~;;:. ~FUNT AT Y,)(+1;" "; AT V,X 

280 PRINT AT 17, MONJ JNK 6J" E"' 
: PRI NT AT 17,MON-1;"' " r IF NQr,, 
• 25 THEN LET MON• 15t PRINT AT 
17,25;"' " 

28:S IF X=O ANO Y• l 7 ANO SW•B TH 
EN LET LEV• LEV+ l: LE T SC•SC+lOO 
0 : GO sue 2000 : BO TO 4:, 

2 90 IF ATTR (Y,X + U • 6 OR ATTR 
<Y,X-11•6 THEN GO SUB b OOO 

3 00 PRINT AT 19,0; INK d•l;"<l 
~~;~: lX : iC : iA : iL: i I : lS:iU: iR 

310 IF TIME- . 5 <• 0 THEN GO TO 
bOOO 

o:2~L!:Hs~;~ ~HEN PRINT AT 17, 

390 IF OEL•2 THEN PRINT Ai l7 
,8;" " ; AT 16,8;" "; AT 4 ,24;" " 
; AT 15 , 27;" " : BEEP . 01,-10 

395 I F 0EL•4 THEN PRINT AT 17 
,a; PAPER 2; rn+:: 4;" I~ "; AT 16 
,8 ; "~)": AT 4,24;"<q5)" : AT 15 
, 27 ;" (~) ": LET OELot.6:"BEEP .01, 

0 
400 LET TIME•TINE - . 3 : LEi MON•l1 

ON+l: LET OEL•OEL+l : GO TO 200 

410 IF SCREEN'$ (Y+l,X) <>" " 
THEN RAND011I ZE USR 32529 

4 15 IF O >• 6 THEN BO SUB bOOO 
GO TO 450 

42 0· GO TO 2'!50 
1000 RESTORE 1000 : FOR F•32500 T 
0 32'5'5:5 : READ A: POKE F ,A: NEXT 
F 
101 0 DATA 6 , 4 , 197,33 , 15,1 , 17,2, 0 
,22'9,205, 181, 3 , 225 , 17, 16,0, 167 ,2 
37 ,90, 125,254 ,255,32,237, 19 3, 16, 
230 ,201 
1020 DATA 0 , b,1,197,33 , 0,3,17,1, 
0,229 , 205 , 191 , 3,22 5, 17, 1b,0, 1b7, 
237 ,82, 32 ,240, 193, 16,2 33 ,201 
1100 RETURN 
2000 PRINT AT B, 10 ; "WELL DONE I 

"'; AT 10,B;"LE VEL .. :L EV; "' COMPLE 
TE" 
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··,§BE Stwrftl" ---·• 

ggg IF fad~ ..... THfN GOTO 380 
390 CL S 
4.00 GOTO :iii 
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A PROGRAM for budding spies, 
moles and all members of secfct 
societies. Choose a code number 

between one and 65535. Your ZX-81 
will then encode a message for you. 
Once this has been done, send the 
message and code number to your ac­
complice, and the message can be de-

200:i FOR F*-1 TO -4 STEP -1 : FOR 
E•1 TO 4: BEEP • 1,F : BEEP • I 16 : 
BEEP . 1, 13 : BEEP • 1, 14 

2020 IF INKEYS: . Mu TH EN NEICT E 
: NEX T Fr GO TO 200:i 
2030 RETURN 
3010 PRINT AT 9,11; FLASH t;"GA 
ME OVER" 
:301:5 BEEP 1,9 : BEEP t , '!5: BEEP . '!5 
,4 : BEEP . 5 , 7: BEEP .:5,'!5 : BEEP • 
5 , -3 : BEEP 2 , 2 
3020 IF SC>HI THEN INPOT .. PLEAS 
E ENTER YOUR NAME: "I LINE H$: LE 
T HI • SC: IF LEN Ht: >8 THEN 130 T 
0 3020 
3030 PA USE 100: CLS 
4000 BRIGHT 1: LET A• A+t: IF A > 
• b THEN LET A• O 
4010 P.RINT AT 4 , 1; INK A•4;"THI 
s IS TH E GAME OF-exCALlBUFr"'' .. y 
OU"; FLASH 1;".i"; FLASH 0'" HUS 
T COLLECT UP AL L OF THE SWO 
RDS k. SCATTERED ABOUT THE CAS 
TLE OF CAMOLOT. " 
4020 PRINT INK A+J; '" YOU HAVE 
THREE LIVES AND A TIME LH11 
T . WATCH OUT FOR THE DREADED D 
IAMONO ..&, AND THE MAGIC 000 
RS THAT MERLIN HAS PUT DOWN 
TO TRAP YOU. " 
402 :i PRINT INK Al" USE l<EYS1 O,P 
:Q,A " 
4030 PRINT AT 20,4; INK A+3; "HI 
GHSCORE •" ;HI;" BY ";HS 
4100 PRINT AT 2,1; INVERSE 1; I 
NK a1" E X C A L I 8 U R 

411 0 RANDOMIZE USR 3~ : RANDO 
MIZE USR 32:5 29: IF lNKEYS: • "" 
THEN GO TO 4000 
4120 BRIGHT 0: CLS I GO rtJ 40 
bOOO FOR F • l TO 4: RANDOMtlE US 
R 32:500 : NEXT F: LE T SC• SC-100: 
LET LI• LI-1: LET SW•O 
6010 IF L I .. 0 THEN GO sue 3010 

602 0 CLS : GO TO 4 :5 

coded on another ZX-81 with the same 
program. Keep your code numb er safe 
and your enemies will spend weeks 
searching through the permuta tions be­
fore they can decode your letter. 

Enigm a was written for the 16K 
ZX-81 by Robert Street of Belper, Der­
byshire. 
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Why wait any 1 

u 

Th e CHEETAH 32K RAMPACK 
simply plugs into the user port at 
th e rear of your computer and 
incre ases the memory instantly to 48K . 
* Fully compatible with atl SINCLAIR 

accessories via rear edge connec t or 
* NO NEEDlOOPENCOMPUTER ANO 

INVALIDATE GUARANTE E 

* W hy send your compute r away and wa it 
weeks for upgrade 

* Fully cased tested and guaranteed. 

Prices inc lude VAT, 

14 

only£39·95 
including VAT and P&P. 

Now make your 
Spectrum 

and ZX-81 Talk 
Compatible with Interface I & II 

The Cheetah "SW EETTALKER"just plugs into the back of the 
computer using the existing power supply, Based on an allophone 
system you can easily program any word sentence or phrase. Fully 
cased. tested guaranteed and compatible with all SINCLA IR 
accessories via rear edge connec tor . Complete with demonstrat ion 
cassette and full instructions. £

29 75 No more lonely n ights! • 
Simply incred ib le at 

(Please quote when ordering whether Spectrum or ZXS 1 owner) 

16K RAM Pack for ZX·S 1 
64K RAM Pack for ZX·81 

£ 19.75 
£44 .75 

Export orders at no extra cost. 
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KILLER CORNFLAKE 
T HE OBJECT of Killer Corn · 

flak e is to collect as many sugar 
lumps as possible and place 

them on the score in the dish. You will 
be pursued by a Kilter Cornflake as it 
attempts to crunch you. After typing-in 
the program, enter LET A= PI/PI and 
LET X•VAL "20". Use GOTO I to 
play. 

Written for the lK ZX-81 by Scott 
Burgess, aged 15, of High Green, Shef. 
field. 

Main code 
1-5 Set up variables - SETUP 
8-10 Program management - MAIN 
26-27 Program manag ement - MAIN 
14-17 Comput er control - FLAKE 
19-25 Player control - SPOON 
Variabl es/C ha racte rs used 

~:~ },i ~':;!~~ii~!~~~:~ ~n 
Note reversal of conventional X,Y 
notation. 
S Sugar count 
E Dummy variable used for exit 
Graphics variables 
XS Sugar lump - "gh" or " " 
Graphics character 
"·O"Spoon 
"!'"'Flak e 
"gy"Dish/bowl 
''gt"Dish/bow l 

SINCLAIR PROGRAMS &ptem ber 1984 

For the purpose of describing how 
the program works "modul e" names 
have been given 10 the different sections 
of th e program . These have no pro­
gramm ing significanc e, but are th e ones 
which might have been used in stage 
four of a structured approach as de­
scribed in P r ogram Tutor this month. 

SET UP sets up the variables. A= I 
and X = 20 must also be added before 
the program is executed. GOTO 1 is 
therefore used to avoid clearing these 
when the program is execut ed. Practi­
cally, this retains vertical separation 
between spoon and flake, with only 
horizontal separation restored to its 
original value. 

MAIN prints the graphics for the 
spoon, flake, sugar, dish and sugar 
bowl. x$ is used for the sugar or lack of 
it in th e sugar bowl, and not for the 
sugar being carried by the spoon. Call 
FLAKE, call SPOON. If SPOON 
=FLAKE that is, if A=X, and B = Y, 
then print CRUNCH and exit. If there 
is no sugar in the sugar bowl that is, if 
xS- " " , then print SPOON-SUGAR. 
Clear screen. Jump to main. 

FLAKE controls movement left, 
right> up and down by comparing the 
values of X and Y, A and B. 

SPOON checks whether spoon• su· 
gar in bowl or, in Basic, whether A= 15 
and B = 25. If so x$ =" " is set for erase. 
It also checks whether sugar= dish or, 
in Basic, whether A • S, Bzr4 and x$ =fj 
". If these are all tru e, the sugar count is 
increased by one and x$ is changed to 
xS= "{gh)" to print the sugar in the 
bowl. Finally the keyboard is scanned 
and the co-ordinates A and B are altered 
accordingly 
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W HEN RUN the program will 
ask you to choose a velocity 
between I and 100. The ob­

ject of the game is to cross the screen as 
many times as possible without crashing 
into your line or any of the other points. 
It seems easy at first but becomes harder 
once several crossings have been made. 
Use keys Q and A to move. 

Blocked was written for the 16K 
Spectrum by Claudio de Castilho, aged 
12> of Cambridge, Cambs. 

l CLS I BRIGHT 1 : INPUT AT O 
, O; " V•locity(l TO 100) "jve: 
BORDER 0 : PAPER 0 : INK 7: CLS 

2 LET hi ... o: GO .sue 100 
3 CLS 
5 LET ac•O 

10 LE T a•t I LET b • 1 
15 LET a.•a +( INKEY S •'"q ")-1 IN 

KEYS • "a' ' > 
lb PR INT AT 0 ,10; " Hi gh•"; ht 

18 LET b - b+-11> 
19 IF POINT lb,•> OR POINT ( 

b+t, a ) OR POINT (b,a+l> THEN O 
O SUB ::SOO 

20 PLOT INK 4;b 1 .a: BEEP ve/1 0 
00, <• • 2)/10 

16 

21 IF a•t 75 THEN LET ii• 174 
23 LET ~cz s c+11 PRINT AT O,Oi 

"Sc ere • " i sc 

:i BORDER 4 : PAPER O : INK 7 : C' 
LS 

10 GO SUB 1000 
15 LET s• O: LET l •3 
20 LET x • lNT < RNO • 30): LET 

y•1'!5 : LET •• 17: LET b •O 
25 PRINT AT 0 , 0 ; "SCORE c" ; s ; " 

FUEL TANKS "'" ; l 
30 PRINT AT a , b; '~": LET • • •• 

i LET bb • b 
35 BEEP , 003, 10 
40 PRINT AT y , x ;"+" 
45 LET yy-=y: LET xx•x 
50 LE T y•y+t lNKEY.$ • "b .. AND y 

(2 1) - ( INKEY$ • "7" AND y ) 5> 
60 LET x•x+( lNKEV"t; • "8")-( IN 

KEY$ •"5" > 
b5 lF INKEVS. •"0" THEN GO SU 

B 200 
70 IF x(O THEN LET x•30 
80 IF x>30 THEN LE T x • O 

24 IF b • 254 THEN LET b • 1: BEE 
p . '!5,0 

25 IF •"'O THEN LET ;a• 1 
26 PLOT INK 6; INT < RNO • 255 

) , INT ( RNO •17 5) 
30 GO TO 15 

100 DRAW 255,0 : DRAW 0,17'!51 DR 
AW -255,0: DRAW 0 ,-175 

110 PRINT AT 0,12; PAPER 41 I 
NK 3; I NV ERSE 1 ; FLASH 1 ; "BLOC KE 
D" 

120 FOR t •-60 TO 60: BEEP . 02, 
t: NEXT t 

130 PRINT AT 3,5;"C .F.C PRESEN 
TS" J AT 6,3;" TRY TO 00 FRON ONE 

9 t DE OF THE SCREEN TO THE OTHER 
ONE WITH OUT CHRASHlNG ON YOUR 

LINE OR ON THE OTHERS POINTS IN 
TH E SCREEN. IT SEEMS TO BE EASY 
BUT t T GETS HARDER. READY?THE 
KE YS ARE 'Q",'A " "; AT 20,S; " PRE 

INT AT .a,30;" " : LET· b • 01 LET • 
•• •l : IF ;a•21 THEN GO TO 500 

100 PRINT AT yy,,oc;" "; AT .a.a , 
bbj .... 

110 GO TO 25 
200 PLOT 0 ,17 :5: DRAW INK 2;x • B 

,-y•S 
205 BEEP . 05,5 
210 IF y•a AND x•b THEN LET s• 

s +lO: FOR n•lO TO 40: BEEP . 0 1,n 
I NEXT n: CLS : GO TO 20 

220 CLS I RETURN 
500 LET l • l- 1 
:510 FOR n•49 TO 56: BEEP • 01,n: 

NEXT n 
520 IF l )0 THEN CLS : GO TO 20 

530 BE EP AND , s /10 
540 PRINT AT 10, 10; "A LL FUEL L 

OST"; AT 11, lOJ" CGAME OVER>" 
550 INPUT "ANOTHER GO(Y/N> "; a$ 

560 IF • :f • "y" OR a:f •"Y" THEN R 
UN 

570 STOP 

1000 FOR n •O TO 7 
1010 READ .a: POKE USR "a" +n, a : 

NEXT n 
1020 DATA 36, 126,219,255,90,102, 

SS ANY KEY" 
140 PAUSE O : PRINT AT 20,01 "*• 

••••••••• NOW------ ---- ------ --" : 
PA USE 100r PAUSE 100: CLS 
150 OOAW 15:5,0: DRAW 0,175 : DR 

AW -2 55 ,0: DRAW 0,-1751 RETURN 

300 CLS : PRINT AT 10, 10; INVE 
RSE 1; PAPER 3; INK 4; FLASH 1;" 
Game Over" : BEEP l, -20 : PRINT •• 
"Your Score wa s " ; cc: : IF sc: )h i T 
HEN LET hi •5c 

310 PRINT AT 20,2; "Pre ss any k 
e y tc play a gain (I for in s trc 
cticns) " : PAUSE O: CLS : DRAW 25 
5 ,0: DRAW 0 , 175 : DRAW -~5 1 0 : DR 
AW o ,-17 5 : GO TO 3 15 

3 15 IF lNKEY:f < > "i" THEN GO 
TO 3 
320 GO SUB 100 : GO TO 3 
500 RUN 

L INE UP your sights with the 
approaching alien and fir e your 
laser using "0". If you allow the 

alien to pass it will take one or your fuel 
tanks. Once all your fuel tanks have 
been taken you will be left drifting in 
space. 

Coc kpit was written for the 16K 
Spectrum by James Newall, aged 11, or 
Killamarsh, near Sheffield. 

o,o 
1030 PRINT AT 2,7; INVERSE t; "S 
INCLAtR PROGRAMS"; INK 2; AT 4,1 
2; "PRESENT" 
1035 FOR n • O TO 20: BEEP .01, IN 
T t RND • 55 ) : NEXT n 
1040 PRINT AT 10, 12; I NVERSE 1 ; 
"COCKPIT " 
1045 PRINT AT 10, 11; FLASH 1;" ( 
~>"; AT 10 1 19;"<~>"1 AT 11,11 
;"Ci91:7 • t 9 3:i92>"; AT 9 , 11; 0'(.!..9. 

~o;:gM~~ .. PAPER 4; AT 15,4; "PR 
ESS ANY KEY TO PLAY"; INK 1; PA 
PER 6; AT 17 ,3; "OR SPACE FOR INS 
TRUCTIONS" 
1060 IF INl<EY$ .... " THEN GO TO 
1060 
1070 IF INKEV. • " " THEN GO SU 
B 1100 
1080 PAUSE 01 CLS : RETURN 
1100 CLS : PRINT "Control• ar e :" 
I PRINT I PRINT " 5 b 7 8 0" : PR 
lNT " < d "" ) FIRE" 
1105 FOR nR 10 TO 40: BEEP .01,nl 

BEEP . Ol,n-2 : NEXT n 
l 110 PRINT : PRINT " A• IO POINTS 

112 0 PRINT : PRINT "PRESS ANY KE 
Y" : PAUSE O: CLS : RETURN 
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l HLl[h 
i TROOPSHIP 
~j 
't,:: 

~ 

• 
' 
~ -... 

YOUR RADAR and damage 
gauge will be shown at the bot· 
tom of the screen and you can 

see your ship in perspective. The en· 
emy can be seen on your radar and must 
be avoided using keys 5 and 8 for left 

SINCLAIR PROGRM1S Sepumbn 1984 

EARTH is being invaded by a 
fleet of alien troopships. They 
appear one at a time and if one 

descends far enough it will land and 
deploy its warriors over the surface of 
Earth. To prevent them doing so you 
have to launch a missile using any key 

and guide it using keys Z and M. 
AHen Troopship was written for 

the IK ZX-81 by Barry Bayley of Tel­
ford, Shropshire. To play with a RAM 
pack connected, enter POKE 16389,68 
and NEW before LOADing. 

--!!!!!!~. 

and right, as you will be shot if you do 
not move. You have three lives and the 
game ends if these are used. 

Megatron Run was written for the 
16K ZX-81 by Anthony Skraga of Go­
sport, Hants. 
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ElECTRICITY Bill 

All!VEcf7lJP 
T HE CURSOR runs quickly a 

along a series of numbers. Test 
you r reactions by pressing "S" 

to stop it on the number nine . 81(;/NNlR 
Nin e Stop was written for the lK 

ZX-81 by Brian Forsyth of Kirkaldy, 
Fife. 

l LET A•0 
2 CL5 

10 PRINT AT 0 , 0 ;" 1123456789 " 
15 GOSUB 110 
20 PRINT AT 0 , 0 ; " 11!!13456769 " 
25 G05UB 110 . 
30 PRINT AT 0 , 0 ; " 12 1!14567611 " 
35 G05 1JB 110 
40 PRINT AT 0 , 0 ; " l2 38567 BQ" 
45 GOSUe 110 
30 PRINT AT 0 , 0 ;" 1234-li67eQ " 
55 GOSU!! 110 
60 PRINT RT 0 , 0 ; " 1:0345lil7BQ " 
65 GOSUB 110 
70 PRINT AT 0 , 0 ;" 123 4561i6 11" 
75 GOSUB 110 
60 PRINT AT ll , 0 ; " 1:034567lil'ii " 
85 Gosue 110 
110 PRINT AT 0 , 0 ; " 1:034567Blil " 

100 LET A•l 
101 GOSUB 110 
105 GOTO 1 

P~i~TI~ui~~E 6M~~ .. AND A•l THEN 
111 IF INKE Y l= " S" ANO A•ll THl!N 

PRINT " BRO LU CK" 
112 I F INKE Y l= " 5 " THl! N PRU5 1! 10 

0 
1 13 RETU RN 

M AKE sure that you arc not 

being charged too much for a 
electricity with Electr icit y 

Bill for the lK ZX-81. Input the price 
per unit and the numbers on your meter 8EG/NNER 
and you r ZX-81 will tell you what your 
bill should be. 

Written by Brian Forsyth of Fife, 
Scotland. 
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~RR .. IINNTT AT 0 , 6 i "lall#Mi#IWi-W:, 
~ " INP UT PREV IOUS REAOI 
NG" 

30 INPUT L 
40 PRIN T " INP UT PRESE NT REAOI N 

G" 
50 INP UT T 
6 0 PRIN T " I NPUT PRI CE (P ENCE) 

PER UN IT FOR FIR ST SET Of UNITS " 
70 IN PUT P l 
80 PRINT " INP UT NUMBER OF UN IT 

5 RT T HAT PR I CE" 
110 IN PUT N 

100 PRINT " INP UT PRI CE (PEN CE ) 
PER UNIT FOR REMAININ G UNITS " 

10 5 I NPUT P2 
1 10 I F T <L THEN PRIN T "MI ST AKE 

IN READI NGS" 
l2 1l L ET U=T - L 
13 0 IF U >N THE N PRI NT "£" ; N1P l 1 

10 0 + (U -N l iP 211 00 
14 0 I F V<N TH EN PR I NT "£" ; U1Pl 1 

10 0 
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••• and access an 
of news, view 

Simply by connecting your 
Spectrum to the telephone line, via 
the award-winning Prism vrx 5000 
communications modem, you can get 
to all the information, games and 
communication facilities held on 
viewdata mainframes. 

So, you can link into a variety of 
services, including Prestel and 
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 entertainment. 

20 

Learn a language. 

To other 
Spectrum 

""" 

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

allows you to communicate directly 
with other Spectrum owners. 

And now, our SRecial offer means 
that you can do all this for just £11* a 
month. So complete the coupon and 
send it to us today, and we will let you 
have full details of our unbeatable offer. 
• A ll pncc$qUQtt'drdrrtodomest.cusconl)' l'orbv!ln.t1Su,i,clh.ci>mulant1 ~,t.and,111 
c-hartl"1!.(66.T htttf0ttb11l,Hl-USCl"$IUll!xb1llcd(.:l4,SOr,crq1,13rtcr 

SINCLAIR PROGRAMS &pu mbn 1984 



exciting world 
s, facts & fun! 

cm .. -:_:._ ~ . . . 

Swapping Educational software Shopping 

Latest news I 

, "" t -.I <'I •. , ,-, ":, '·C"JO I O •• ~-· . r 
••. ,,,. 01 .. , .. ,,.,.,, •• , .... ,,oo ... . ,,. 
, ,., .... 001, , 1 c L ,, I• c••oc I"'" 

• ' .. ~,.., .. HO• tu••o•' l J VI ••ooL • •• : •• 
' ........... o , .. LO•IOO" ••out• 
, • t•IOS ••1 "'LO •t ·~ .. CO t ,,., I O• 

"•l(•lfl•C.••n•·• •IOu••O .,,, 
• '101 •~•• 0•"•~1 1 H•" I o !' ~•>lei 
> • "'O•• I .......... 90~" ~ 11 .... L :a; 

News 

Sport 

Competitions Telesoftware 

Booking 
Prism Micr oproduccs Led . 

FORJUSf £11* AMONll-lYOUWILLGET: ' 
e A Prism VfX 5000 worth £99.95. 

Prism House, 18-29 Mora Street 
Ciry Road, London ECIV 8BT. =: 

'lei: Ol-253 2277 ~ 

l'res1d 1nd 1he fu:51(1 symbol are 1tt&mark s of8ri1ilih Tcl«om mun ia1ions. 

• 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 20% off retail prices). 

SINCLAJR PROGRA.\1S $,pltmfJv 1984 

r;;.:; ~ = ~in-:;: o:::n-;ur-::;-o';; 9 I to Spectrum users . I 
I Name: f 
I Address· · I 

I I 
I I L ___________ _J 
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---= 

- Are you being zapped by 
'finger drift'? 
- Fed up with being eaten by 
monsters? 
- Put new life into your game and 
hit the right key every time with 
the new 

GAMES BOARD 
Enjoy these great features: 

f:, Instantly a ff ached/detached 
"(:; Games board masks unwanted keys 
-tr Improves scores up to 50% 
R Compatible with all games and software 
-ti Can be used with joysticks for even faster control 
fl Can be used with all hardware add-ons 
--tr Ideal for young children 
i:l Keys can be inserted in any position 
-f:( 10 keys supplied. Full set of keys available with the 

add-on kit Patents pending 
---= 

The mO$l pcwerful roolkit yet for ZX BASIC. All the features 
you will ever netd; AUTO lnserr, full RENUMBER, block 
DELETE, CLOCK. ALARM, error trapping, brtJZk trapping. 
Full TRACE with single-step and much, much more. Makes 
ZX BASIC easy-to-ust and powerful 

£14 
An exullent assembler, an advanced line-editor, a compre· 
hensive disassembler and a superb 'front,£nel' debugger 
all in one package. Used bf many leading so tware houses to 
write their gamei. "Buy ft/' Adam Denning I 84. 

£25 
A powerful and almost full implementation of Pascal • nor a 
Tiny Pascal. A w1luable educational and development tool, 
propams typically run 40 times falter than a BASIC equh'alent. 
Spectrum l!Usion includes Turtle Graphics package. "I haven't 
seen any other compiler that could match Hisoft'I Pascal" 

• 1m10,,II 
180 Hi9h Strttt North 

Oun$tJblt. 8ed1. LU6 IAT 
TI&; 10582) 696421 

22 

All this and more for just £9.95 
From your local computer shop or direct from: 
MARVIC MARKETING LTD 
FREEPOST (No stamp required) 
Strettord, Manchester M32 8EL 

~ 

Telephone: 

061-8642010 

l~ I!:! ---= 

for the ZXSpectrum 
Hisoft ii pltuJSed to announce a new compiler for this popular 
and effective systems programming language. Not a ti,1y·C but 
an extensii·e, eosy-to-use implementation of the lonf!U/l8e, 

t~~7;~tilib~~; e~u:;t,:br! :Ir;f/1;/o~0J:!:,{7[~,S:sf.:/ :~~: 
for further details. 

All prices. UK delivered, rtlau co 48K ZX Spectrum l!ersions. 
Our software is Ol!ailoble for many other ZBO machines e.g. 
Amstrad CPC 464, MSX , Memotech, SI/ARP MZ700, New· 
Brain, CP/M etc. Please write for details. 
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1 BEEP .1,4 1: SAVE "Follow11,-" 
LINE 2: FOR n • 30 TO 40: BEEP • 1 

,n: NEXT n: GO TO 1 
2 RESTORE I BORDER O: PAPER O 

: INK 7: CLS 
10 OVER 0: FbR N• USR "A" TO 

USR "0"+7 
20 READ A : POKE N,A : NEXT N 
30 DATA 1,1,1,1,1,1,1,2ss,12B , 

12e, 12e, 12a, 128, 12e, 120,2ss,25s, 
1, 1, 1, 1, 1, 1 1 1,2s s, 12e, 12e, 12e, 12 
B, 128, 128, 128 

40 PRINT AT 20,0j FLASH l;"P,­
••• .any k•y to pl.ay 'Fol lo...,or•• 

50 RESTORE 50: FOR Z• I TO 17: 
READ A,B 

55 IF INKEYf: < > .. ,. THEN GO 
TO 90 

60 IF Z/2• INT CZ/2) THEN PRl 
NT AT 5, 7J '" F O L L O W E R ": 
GO TO 70 

65 PRINT AT S,7 ;"F O L LOW 
ER " 

70 8€EP A,81 NEXT Z : GO TO 50 

eo DATA .5,1s,.2,15,.2,e,.2,1:s 

P . 5 ,12: BEEP . s;o : BEEP 2,7 
420 PRINT BRIGHT I; OVER O; AT 
o,o ; "WRONG - YOU SHOULD BE HERE 

:- .. 
430 PRINT AT 0(6) ,PIG);"**"; A 

T OCG)+l , F'CG); "**" 
440 FOR F • I TO 220: NEXT F: GO 

TO 1000 
450 BEEP • OS, RND • 00 
45~ NEXT G 
4b0 NEXT N 

1000 BORDER 7 : PAPER 71 INK 11 C 
LS 
1010 PRINT "You aco r •d ";n; ". Wh 
ich cl.a••••"''"you .as : " 
1020 PRINT AT s, 10; ".a pt lch .,.. d. 
"; AT 7,tO;"a prun • . .. ; AT 9,101" 
a Wally."; AT 11,10;".a e,-ian."; 
AT 13, 10; ".av•,..•gv. " ; AT 15, 10; " b 
atte,.. th•n a v lltf'a g e . "; AT 17,10;" 
good."; AT 19,IO;"bri.ltiAnt."j A 
L 21, 10;_ " • ch• a t . ". 
1030 IF n• b THEN LET n•':5 
1040 FOR t= :S TO 21 STEP 2: PRINT 

AT t,7; ">": FOR • • 1 TO 20: NEX 
T s : PRINT AT t,7;"> .. : NEXT t 

,1,15,.5,20,.5,tS,1,8, . S,lS,.2,1 1050 IF RNO ) .4 THEN GO TO 104 
s, . 2,8, . 2, 15, 1,15, . J,24,0,0,.2,2 o 
2,1,22 1000 FOR t •S TO <<n+2) • 2> -1 STEP 

FOLLOW the sequence of squares 
as shown by the computer. A 
coloured square is moved round 

the grid and you must then position a 
cursor on each of the squares. When 
you are on a square indicated by the 
comp uter you should press ENTER. 
Use keys 5, 6, 7 and 8 to play. 

Follower was written for the 16K 
Spectrum by Steven Bennett of Lough· 
borough, Leics. 

1070 PRINT AT Cln+2> • 2>-1,7; " > 

1080 INPUT "De you want to play 
o19dn? CY/N) "; LINE tS: IF tt: •"y 
"' OR t:f•"Y" THEN RUN 
1090 RESTORE 1090: FOR n•l TO 11 
: READ .a 1b : BEEP a ,b1 NE)( T n 
1100 DATA .2,1,.09,-60,.1,-4,.1, 
-4,. 1 ,-4,. 4,-3,. 58 ,-4, . 1,-60,. 3, 
0 ,. 09 ,-60,.2, 1 
1110 OVER 0 : CLS 
1120 PLOT 10 1 10: DRAW 10 1 01 DRAW 

0 ,2 5, PI : DRAW o,2s, PI : DRAW 
-1 0 ,01 DRAW 0,-50 

1130 PLOT S0,10: DRAW 0 ,2S1 DRAW 
12,25: DRAW -12,-25: DRAW -12,2 

5 
1140 PLOT 70,10: DRAW 25,0: DRAW 

-25,0 : DRAW 0,2'5: DRAW 20,0 : DR 
AW -20 10 : DRAW 0,2S : DRAW 25,0 

90 DIM 0(10): DIM PHO> 2 : PRINT AT t,71")": FOR ••1 T 1150 FOR n • l TO 21: LET l • USR 3 
9S BORDER 1: PAPER 11 CLS O 20 : NEXT· = PRINT" AT t,7;"> .. 1 ~2: NEXT n 

T 1~o~~R~:°o~~6~~ ~!~pn 16: PLO ,-- "-·-"-- ' ----------- ·-·-"°- "-··-·-· o;..0.;.5.:.,o;..,_G.;.O;_TO;;.;;..l.;.16.;.0;__J 
t 10 FOR n•O TO 160 STEP 161 PLO 

T o ,n: DRAW 240,0: NEXT n 
120 PRINT AT 0,0;" A BC OE F 
O H I J K L M N O" 
130 FOR N•2 TO 20 STEP 2: PRINT 
AT N,30+<N <> 20>; OVER l;N/21 

NEXT N 
140 FOR N• l TO 10 
150 LET A• < INT ( RNO *10>>•21 

LET B• < INT < RND • 15) >•2 
15 5 LET OA•A: LET 08 •8 
160 OVER l 
170 FOR G•l TO N 
190 LET A •A+ I ( lNT I RNO • 31-1) 

•2> 
200 LET 8 • 8+(( INT l RND • 31-ll 

•2> 
210 IF A<2 THEN LET A•2 
220 IF A >20 THEN LET A•20 
230 IF 9< 0 THEN LET 8•0 
240 IF 8 ) 28 THEN LET 8•28 
2,0 IF A•DA AND B•OB THEN GO T 

0 190 
2:$:S PRINT INK < RNO 1>4)+3: AT 

~,B;"<2 • igBI"; AT A'+"l,8;"<2 •i g8) 

257 FOR Oaal TO SO: NEXT D 
258 PRINT AT A,B;"<~"; AT 

~;~ ·~~; <~:~?~~;· LET P<Gl•B 
200 NEXT G 
270 LET OA•A : LET 08•8 
280 NEXT G 
290 LET A,..2: LET B•O : LET OA•A: 
LET 08"'8 
300 FOR G• l TO N 
3 10 PRINT INK 6; AT A,B;"AB"; 

AT A+1,B; "CD"' 
320 LET A•A+ ( C lNKE'r't: • "6" AND 

A( 20)-C INKEYS • "7" AND A )2 ) >• 2: 
LET 8 • 8-+-( < lNKE Yt- • "8" AND 9 ( 29 

1-c INKEYt: • "'5 '" ANO 8 )0 ) >•2 
330 PRINT AT OA,OB;"AB"; AT OA 

+1,08; '"CD" 
340 LET OB•B : LET OA•A 
350 IF INKEYS • CHRt: 13 THEN 

GO TO 400 
370 GO TO 3 10 
400 I F A•O ((3) AND B•P <G> THEN 

GO TO 450 
410 BEEP .S,14: BEEP .S,16: BEE 
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I T IS growing dark, and you must 
make your way home across the 
maze-like paths of Nightmar e 

P ark . Many have entered the park and 
never returned> and those brave souls 
who have made their way through have 
told tales of being transpo rted to other 
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places where they have been faced by 
pits of lions, herds of stampeding ani· 
mals and other fearsome sights. If you 
dare enter the park, use cursor keys 5, 6, 
7 and 8 to move. 

Written for the 16K ZX-81 by James 
Harrower of Skelmersdale, Lancashire. 

400 L~ GOTOclNT CRN0 f !51 +1 
,ue L.e:T GOTO•GOTOt1000 
420 GOTO GOTO 

1000 CL!. 
1010 PRINT "INPVT TH!. AN!.Ue:R" 
10a0 l"OR N• 1 TO 1& !.Te:P ii: 
10:J0 Ll!T NINI •INT {RN0 18) + 1 

~::1 ~~I~~l=TT~irr~:HH· RT Ul,N+ 

16,Sii .. UT AN!.Ue:R • AN~U ER .. H (N) 
1060 Ne:XT N 
1070 l"OR thl TO '5!5 
10 8 0 NEXT N 
1090 PRINT RT 10,0; :: 

1100 INPUT A 
1110 If" A•AN~U!R TH!N GOTO 1:il30 
1129 NT AT 0,0; "U R O N G • V 
OU A " n~: Nl TO 40 

11~9 1 
1200 , T AT 0, 0 , ''C O R R I! C T 

1210 ,oA N•l TO 40 
1220 Nl!)(T N 
1230 GOTO 8 0 
.! 000 CL~ 

HH um:: Ul 
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3105 POKe'. Y ,0 
::n:;i:e L !T O•U!A 161514 
3130 I,. P!l!I<. X•l&'w T H!N GOTO 3S0 • gig; titg:t~~ rn~g:~i? 
3180 II" N< • 177 TH!N POK! ihe, 1e,; 
3190 I,. N <• l?? TH! N POK! A•IS•1.1 •• '- ------------ , g~~, i~ ~ :g; +~2~ ~8~~ ~:§;f~~ •• 321! L t:T Y • X 
3:il:::!0 L!T '<• X+.!• CINP<l!Y l •"IS .. ANO X 
<0f'+1631 -2+ IIN K~ S• "S'' ANO X>OI"'• 
134 ) 
3:i! 30 Nl!X T N 
3240 GOT O 3&06 
3! 00 CLS 
3!10 PR INT ··vou ARE Ol!AO " 
3!..i: 0 l"'OR N• l TO •! 
3!30 Nl!XT N 
3!•0 GOTO 1 
3600 CL! 
36UI PRINT "IJH AT SKILL ·' 
36:il:0 ,-OR t~•1 TO J.! 
3630 N! XT N 
36 4.0 GOTO 80 
4000 Cl.S 
4010 PR INT .. INP UT THI! O!N YOU TH 
INK TH ! LIO NS Al:!! NOT IN.· · 
4 0.10 L!T CHaIN T (RN0 +3 1 + 1 
40 30 ,.OR N•& TO llil: 
42,!L PRINT AT N,3, "-· ·. AT N.'iil ~l!r~!~ ~,1 ~ • . ,...-.- --

4060 INP UT C 
406! I I" C > •4 THl!N GOTO J.060 
4070 roR tha: TO 1.! 
4080 PRINT AT N .3 '' 
J.090 II" t l) "10 ANO CH• l TH !I I PA I N 
T AT tl,3, '' LIOU" 
J.100 NfX T N 
4110 f'OR N•8 TO 12 
41.1:0 PRINT AT N,9 ;" 
4130 If' N>a-1 0 RN[) CH•2 Tl1!N PAI N 

r1~~ ~t~+"~ION" 
41S0 f' OR N• 8 TO 12 

;t!f !~~5}~tlo~~55
c~.3 T~fN PAIN 

4180 NlbCT N 
4190 If' C •CH TH!N GOTO 4e00 
4 200 CLS 
421'!1 PRINT " YOU HAU! !lffN SRVl!O·· 
4220 ,.OR N•1 TO 4S 
4230 Nl!XT N 

li~I 8fX0 80 

4S10 PRINT ··vou HAU! e!! N !AT !:N 
ev TH! LION S" 
&S20 l"'OR N•l TO 4 S 
4S30 N!XT N 
&S 4 0 GOTO 1 
1500 0 CL S 

f0
~~P~,1~ ) A~e:~62! ··~A~0 G~~e:cg,3~~ 

1!0. UATCH THf! SCRl!EttTO ~El! UHAT K 
f!Y TO PAI!!>!> . .. 
1501S f'OA N"l TO 10 
1501& N!XT N 
S 020 Lf! T K! Y •INT CRN0 t 2S) •38 
S021 L !T Zl • INT CRN0 + 11!11 t-3 
1502 2 L! T Z2•A NP t 31 · 
S0 ii:S PR I NT AT Z1 , Z.i2', Cl"!Rf 1',;!Y 
!!502 & PRINT AT Zl, 22 ; " •• 
S030 L !T Th2 
S039 PRINT AT ii:1 , 115;" 

Hii iS1INaiv,:bA&t" ~!Y TH ! N GOT 
O S100 
150S !S II" T I •2 1 TH ! N GOTO 15:500 
15070 LU TI •TI •1 
150S0 GOTO S0&0 
S1 0 0 CL!> 
~ .;10 PRINT r:.T 0,0;··vou 1.Jf!R! LU CK 

15120 l"OR N•1 TO 4S 
15130 Nl!XT N 
15140 GOTO 1!10 
SS00 CL.!> 
SS01 PRINT " YOU HAU! l!lfl!N CRUSl11! 
O" 
ss10 l"OR N•1 TO &!5 
SS20 Nl!XT N 
SS30 GOTO 1 
6000 
&01e 
6020 
y 
UGH 
&030 
O PL 
&04 0 If' 
6 0S0 II' 
60&0 GO 
7 000 CL!> 
70UI PRit<T AT 0 
702: 0 PRINT RT 
PARK ANO Y OU 
UGH TH! PARK, 

T Hf!N GOT O ) 
THl!tJ e.TOP 
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FEATURING A GALAXY OF EXHIBITORS 
WITH SPECIAL OFFERS AT THE SHOW! 

SEE THE MIGHTY KINGDOM OF SOFTWARE! 

THRILL TO THE COMPUTER HARDWARE! 

GASP AT THE RANGE OF ADD-ONS, BOOKS, PERIPHERALS! 

WITNESS THE OUTSTANDING FEATS OF THE QL, SPECTRUM AND ZX81! 

One Day Only! Don't Miss It! 
Only £1.25 (Adults) &Op (Kids) 

r SEND NOW FOR-REDUCED-PRICE inviNCE -TICKETS~ 
I Pnt ttu'f lH '"w lm ld,uee ticbts •I U (Ullu) u• ~, (liis). Pltut ildHt • ,tmPN 1krtud mtlo,t wiUi JOU nJIJ u4 •W CMqlts/PO'• NJdlt t• a limrm . I 

1 1..., .. ................................................................... 1~·· I 
I Uhm:............ ··························•··•····································· 12th ~:.:··/.', • I 
I ···································································· · . I 
: ;;;:=:·~ ·· u,u«tiwu@II.N .................................................................... ZX M CROFAIR : 
I Pl .. fffflhr .......... ad,nttlicltls@lt.51) at All Pall on I 

Pm 11 lib Jowttl, JJ lliatrW, 11 Pait Lm Tottnkm, Ltdu Jll ta;. Y Y 
I II BIBITORS!PbarH, ......... , 1.111!1TlJ«jrt,;Jsujm il1lili~olstndsottlr sin! 8thSeptember1984 I L----------------------------~ 
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T HE improv ements to 

Sinclair Programs 
continue this month 

with the addition of Pro­
Printout. Each month Sin­
clair Programs will publish a 
program listing which is pro­
fessional in both style and 
content . 

These programs have been 
commissioned from the au­
thors of the best and most 
successful programs printed 
in Sinclair Programs last year. 
First program to be primed 
in the Pro-Printout series is 
For Love by Mark Chap­
man. For Love is a complete 
adventure set in a large man­
sion from which the player 
must escape. It contains a 
large number of locations and 
problems so that even exper­
ienced players with the list­
ing in front of them will find 
this a difficult game to com­
plete. 

Once you have completed 
the adventure, the listing of 
For Love shows how adven­
ture games of your own can 
be developed. Some features 
included within the game are: 
a help option, a time limit, 
and a limit to the amount of 
directions in which a player 
can move without certain ob­
jects. 

ZX-81 owners will see that 
Sinclair Programs contains 
fewer programs for their ma­
chine than usual. This 
change does not reflect a 
change in our commitment to 
the ZX-81, but a lack of re­
sponse from ZX-81 owners. 
Programs printed in the mag­
azine are those submitted by 
readers, and when we do not 
receive ZX-81 programs we 
have no choice but to devote 
more space to the Spectrum. 

If you would like to submit 
a program to Sinclair Pro­
grams please complet e th e 
form below and sent it, 
together with cassette and ac· 
companying letter, to the ad­
dress given. We pay for each 
program published. 

Das Program 
ist kaput 
HAVING recently acquired a GRAPHICS C=C 
second-hand Spectrum, I GRAPHICS D = D" 
have very belatedly also come 799 REM UMLAUT ROU-
into possession of the Octo- TINE 
ber 1983 edition of your mag- 800 FOR x ~ USR "a" TO 
azine. I was very interested to USR "d"+7:R EAD a: 
see the Ger m an Tes ter pro- POKE x,a: NEXT x 
gram on page 33_ It is a very 810 FOR x • USR "o" TO 
good idea, but what a pity it USR "o" + 7:READ a: 
is marred by so many mis- PO KE o,a : NEXT x 
takes. 820 FOR x-USR "u" TO 

The two biggest howlers USR "o"+7:READ a: 
are in line 250, where th e POKE u,a: NEXT x 
example for indicating an 825 RETURN 
umlauted vowel is based on 830 DATA 36, O, 56, 4, 60, 
an e, whereas only a, o and u 68, 58, 0 
are ever umlauted; and in 840 DATA 36, 60, 66, 66, 

sticks his head in the toilet, 
wagging his legs in the air. 
The sound continues and, 
believe it or not, that is all 
that happens. 

John Shield s, 
Hayes, Middle sex. 

K-Tel program 
THANK YOU very much 
for the copy of the review of 
our Spectrum game Sor ­
cery, appearing in your July 
edition. I would also like to 
extend my thanks for your 
review ofl t's O nly Rock 'n' 
Roll . However, I am at pains 
to point out that I believe this 
release is accredited to K-Tel 
and not Virgin . 

Je remy Cook , 
Co mmercial Director , 

Virgin Games 

Jines 1010 and 1510, wher e 126, 66, 66,0 $ b W If 
the omission of one word 850 DATA 36, 60, 66, 66, 8 re U 
from each list means that 66, 66, 60, 0 I HEREBY state that I be-
"der Apotheker" (chemist) is 860 DATA 36, 66, 66, 66, lieve myself to be the first 
translated as "apple tart". 66, 66, 60, 0 person to complete Sabr e 
There are several other speH- 870 DATA 36, 01 24, 36, 36, Wulf from Ultimate Play the 
ing mistakes, both in the 36, 24, 0 Game. With a score of 112 
English and German data 880 DATA 36, 0, 36, 36, 36, 820 on July 71h, 1984 I col· 
lists. 36, 24, 0 lected all four pieces of th e 

Since the correct use of No doubt it can be done amulet and entered the cave . 
capital letters is essential in more simply, but I am only a I finished with 8 lives re­
the German language, I have beginner. There remains the maining, and 72%. 
entered all the data in capital problem of a computer which The way to complete this 
and lower case, instead of in is too stupid to understand game is to make a map of all 
capitals only . It is then neces· that there is more than one 256 screens, and mark all 
sary to delete POKE 23658,8 answer to the majority of clearings where the amulet 
from line 460. translation questions. could be. Clearings with huts 

Instead of the awkward ar- P eter Beal e, count. I found 32 such clear · 
rangement for denoting um- Bulf ord, Salisbury. ings, including the start and 
lauts, I have made use of J t $ t d an odd-shaped clearing near 
user-defined graphics for this e e en the start. Then visit each of 
purpose, thus: I AM writing to inform you the clearings in turn, and 
35 GOSUB 799 that I have finall y finished hope for some luck. 
240 ... " ' "To represent an Jet Set Willy, collecting 83 If you have not bought this 
umlaut, for lower" ' "case objects through 60 stages. game then do so, for it is 
letters use GRAPHICS When you reach the bed- another winner from Ulti­
mode" ' "of the letter to be room, Willy walk s auto- mate. 
modifi ed." ' ''For capitals: matically from th e bedroom James Sheahan, 
GRAPHICS B= B to the bathroom and then Camberle y, Surr ey. ,-- - - - - - - - - - - - - - - - - - - - - - -, 
I Please complete this form and enclose it with any program I 
I which you send to us for possible publication. I 
I To: Sinclair Programs, 67 Clerkenwell Road, London ECIR 5BH I 
( I enclose ·---·---Program(s) for the .... ............ ·--····················--·computer. I 
I I guarantee that each programme submitted is my own original work. I 
I Signed· ········· ·························--······· -'········---·---··---········ ············· ... , ....... ( 
I Name ................ ·-·-.. ····· ············--················ ·· ----·------·--······················· · .. I 
I Address ........ ·-·--·--·-................................. ..... , .. ----·---·············· ········· ······ I 
,~-::::··: ·~·-: ·::::·::::·:·-:--~··::::··:··:·:··:·:·-: --: -:.:-: --: ··~·:·_, 
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Can your Spectrum 
teach you anything? 
T HE SPECTRUM has great po­

tential as an educational ma· 
chine. When programmed 

correctly it knows all the right answers, 
it is never impati ent and it combines the 
fun of a games computer with serious 
lessons. It is, therefore, not surprising 
that more and more educational pro­
grams are being produced. 

The problem, for teachers and pu­
pils, is that these programs are, in many 
cases, being produced for the wrong 
reasons. Some manufactur ers believe 
that the current enthusiasm for com­
puter games cannot last, and that when 
the last games company goes under the 
educational companies will be selling 
more than ever before. Other manufac­
tur ers believe that the Spectrum will 
sell better and that they, therefore, will 
have a wider market, if parents see it as 
an educational machine which will be 
good for their children. 

Software written for these reasons, 
rather than by teachers who need it, 
suffers from various flaws. Simple 
games such as Hangman, which would 
no longer sell in their own right, are 
marketed under the dubious claim that 
they are educational. Programs are pre· 
sented as being suitable for young chil· 
dren simply because older children find 
them boring. There is a general inabil· 
ity to understand how children learn, 
and what they are capable of doing at 
different ages. 

Higher standards 
At· the other end of the educational 

range the standard is much higher. Pro­
grams aimed at 0-level and A-level 
students achieve their aims well, and 
the programmers seem to have a much 
clearer idea of what they are doing. 
General interest educational programs, 
that is those aimed not at pupils but at 
those studying a subject by choice, arc 
also of a high standard, perhaps because 
they are written by people who are, 
themselves, enthusiasts. 

The Clever Clogs range of pro­
grams is produced by Argus Press Soft· 
ware for children aged from three to ten 
years old. Ship shape s is aimed at chil· 
dren from three upwards and is intend· 
ed to teach shape recognition to this age 
group. 

There arc some points which even 
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Wha t ca n we learn f rom 
the Spectrum ? We re­
vi ew the educational 
soft ware on the mar ­
ket . 
those who have not met a three year-old 
since they were three themselves would 
consider essential to a program catering 
for this age group. Do not includ e long · 
words. In fact, do not include words at 
all, as the vast majority of three year 
olds cannot read. Error trap the pro· 
gram so that pressing the wrong key 
does not result in the program stopping, 
or in an unexpected result. Make all 
shapes bright and bold, and avoid con· 
fusing ambiguities. 

Shipshapes falls down on every one 
of these points. For a start, there are a 
Large amount of written instructions, 
including words such as "rectangle". 
Glaringly obvious at the beginning of 
the program is "Let's" , written without 
the apostrophe. The program is in Ba­
sic, and is not error-trapped, so pressing 
the wrong keys could quickly break a 
child out of the program. When shapes 
do appear to be identified they are very 
small, and so arranged that it is not 
immediately clear whether you are sup· 
posed to be identifying these small 
shapes, or the pattern which they are 
forming. 

Next from Clever Clogs is Sam 
Safety, for children aged five and up-

ward. This program is designed to teach 
road safety. Th e aim is to guide your 
character around town, crossing roads 
safely, and picking up prizes where 
possible. To keep your prize you must 
identify a road sign correctly. The ani· 
mation makes this an enjoyable way of 

learning road safety, although it is ex· 
tremely slow and the machine-code ac· 
tion promised on the cover fails to 
materialise. It would be important , 
though, to impress upon children that 
the aerial views shown on screen should 
be identified with real traffic lights, 
subways and bridges. 

Pitched too high 
The questions on road signs appear 

to be pitched at a rather older age group 
than 5 +, for knowledge of road signs is 
likely to be oflittle use to children unt il 
they can ride bicycles on the road. The 
way in which the questions are pre­
sented is probably not the best way of 
teaching recognition of these signs~ 
Multiple choice questions are fair 
enough, but when some of the answers 
are amusing, it is all too easy to remem· 
ber the wrong, but amusing answer, and 
forget the correct answer. 

Music, also in the Clever Clogs 
range, is aimed at seven year olds and 
over. It falls down, as do all music 
programs for the Spectrum, firstly be­
cause the Spectrum's BEEPs have very 
little to do with good music and, sec· 
ondly, because the Spectrum keyboard 
is not sufficiently like that of a piano to 
make simulation practicable. Th e pro­
gram allows tunes to be played or corn· 
posed, but all but the most enthusiastic 
computer users would learn more by 
spending time with a tin whistle and 
manuscript paper. 

Blockblu ster , which is aimed at 
children of seven upwards, is the most 
enjoyable program in the Clever Clogs 
range. A variety of different shapes are 
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Ill 
WORKBOX 

P to pla c e piece on board 

HOLD DOWN A KEY TO STOP 

displayed on the screen, and these must 
be pu t together to form a rectangle. 
Shapes can either be placed as they are, 
reversed or turned around. 

Children can also complete a simple 
general knowledge test in order to see a 
possible solution to the puzzle . Strange­
ly, the questions used in this test seem 
to be aimed at children of a lower age 
than those who will be reading the 
instructions for the program. Children 
who can read words such as 11 initial" in 
the program introduction are likely to 
have little difficulty in answering ques· 
tions such as ' 12+2+ 1°. 

Fun to Lea rn is produced by Shards 
Software for children aged between 6 
and twelve. It is menu-driven, and di­
vided into five different sections. The 
first provides a series of letters to be 
counted, the second produces an ana­
gram to be unscrambled, the third per· 
forms simple calcula1ions, the founh is 
a form of hangman, and the fifth a 
codebreake r game. 

Very slow-moving 
The program as a whole is very slow· 

moving, and demands that the user 
press keys frequently. Th e graphics are 
very limited. More importantly, each 
section is a simple program, none of 
which is particularly well presented . 
The worst presented is the calcu1a1or 
section, in which very simple calcula­
tions arc presented in a long winded and 
unconventional way which would prob­
ably confuse most children. 
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Fr actions 1 from Kcmsoft forms an 
introduction to the learning of fractions. 
It explains fractions clearly, if rather 
briefly, and then moves on to worked 
exampl es and test questions illustrated 
by clear graphics. The program is 
clearly designed to be used at home or 
in a classroom where there is a teacher 
or parent present to help in cases of 
confusion. Again, the program is slow­
moving , especially in the production of 
graphics. It is also written in Basic, and 
the refore easy for a pupil to break into 

or st0p. 
Penguin Study Software produce a 

range of programs for studying the 
Shakespearean plays. These must be 
used in conjunction with a copy of the 
plays in book form, and form a large 
data base in which various sections can 
be cross-referenced . In each program 
there are a largo number of headings, 
covering both characters and themes 
within the play, which can be used. 

Under each heading are a group of 
references to the play, and comments 
upon it. Information provided can be 
combined by the user in a variety of 
different ways, to show interrelat ion­
ships between characte rs and themes 

which would not normally be obvious. 
This range of cassettes make excel­

lent use of the Spectrum as database, 
and would provid e opportunity for 
study at home for thos e studying Shake­
speare for O or A level. They pro1i1ide 
clear, precise help in essay wr iting, 
without acting as a crib. 

While many educational programs 
arc aimed at those in schools or colleges, 
a significant amount of them are aimed 
at enthusiasts who wish to study a 
subject in their spare time. An example 
of this is Th e Comp lete Machin e 
Co de Tutor , which is produced by 
New Generation Softwa re. The two 
cassettes contained in this package have 
different programs on each side, and are 
subdivided into a series of lessons de­
signed to teach machin e code to com­
plet e beginners. 

Each lesson contains text covering 
one area of machine code, and then a 
worked example which can be viewed as 
many times as the student wishes and 
also changed by the student in order to 
check that the concept explained has 
been fully understood.. 

Machine code is a difficult subject 
which cannot be learned in the abstract, 
as trying out examples at every stage is 

essential. For this reason the Machine 
Code Tutor is good, for it takes the 
student steadily through a course. 

Despite the imponanc e of worked 
examp les, there is also a very large 
amount of text to be studied in any 
machine code course. None but the 
most enthusiastic computer buffs can 
claim to enjoy reading large amounts of 
text from th e Speetrum screen, but 
reading frorii the screen is just what you 
are required to do in this program . It is 
to be hoped that later editions of the 
Machine Code Tutor will contain an 
accompanying booklet, which can be 
studied in conjunction with the infor · 
mation displayed on screen. 

29 



-~~Mo,_ ______ _ 
Careful planning produces 
well-structured programs 
T HE FIRST article in this series 

highlighted some of the prob­
lems which the new program· 

mer will experience in th e vitally 
imponam planning stage of program 
writing. A few suggestions were made 
about the use of ccnowcharts" and 
"pseudo-code" to help you to bridge the 
formidable gulf between concept and 
program. 

If you are still the unconverted type 
who cannot resist the temptation to 
start keying-in code on impulse then 
read on, and lock away your computer if 
necessary. This is much more about 
pencil, paper and common sens e than 
computing until we reach the srage of 
trying a worked example. It is never too 
late 10 return to basics and reappraise 
your methodology. 

A definition of a structured program 
is one which has a clearly visible struc ­
ture which relates closely to the prob­
lem which the program is intended to 
solve. The validity of the definition is 
self-evident: if the program does not 
solve lhe appropriate problems then the 
reasons will be more apparent in a 
structured program than they would be 
in an amorphous one. This really goes 
to the hearr of the problem as testing, 
de-bugging and development are made 
much more easy if you follow the rules 
set out below. 

The first stage in writing a program 
is problem specification . Write down as 
briefly as possible what you want your 
end result to be, and how you intend to 

The most difficult work 
on a program should be 
completed before you 
touch your mi cro. Tony 
Rickwood explains 
why this is . 

achieve this. Think about what you 
have written for a while. It may be that 
you will arrive at a better solution, or 
that you will change your mind about 
the end result. 

Stage two involves dividing your pro­
gram into distinct and manageable parts 
so that you can begin to think about 
detail. A breakdown into "modules" 
describes this well because we can imag­
ine ourselves constructing the building 
blocks to be assembled later. For 
example, a breakdown of an arcade 
game of the conventional player versus 
computer type could be: 
a Introduction and instructions 
b Screen/variables set-up 
c Program management 
d Player control routine(s) 
e Computer control routine(s) 
d Game/end continuation 

Do not pay too much attention to th e 
order in which I have arranged these 
module s. They do follow a "beginning 
to end" pattern, of course, although 
your priorities for order of development 
may be quite different. 

The third stage is program break· 
down. Now that you are descending 
from your bird's eye view, take each 
module in turn and list the procedures 
and routines to be used. We are not 
particularly concerned with identifica· 
tion of individual sub--routines at this 
point, although it may well be that some 
modul es will represent self~ntain ed 
sub--routines in the final configuration, 
but only with the elemental tasks to be 
accommodated. For example, module b 
taken a stage furth er might look like 
this: 
a Set up screen colours 
b Clear screen 
c Initialize variabl es 
d Print graphics 

Stage four entails programming in 
words. We are still not programming in 
the sense of using either machine and/or 
language orientated commands, al· 
though we can, if we wish, use those 

which can be widely interpr eted. If you 
like jargon then it is this "programming 
in words" which has previous ly been 
referred to as "pseudo code". To abbre· 
viate the procedures which you are 
describing at this point, it is worth 
listing the variables and their meanings . 
Good housekeeping, particularly where 
variabl e names are concerned, from this 
point onwards, will save you many 
problems later. 

!~~ ~6~ ~~Y"tH 4, ~f/mui ,, FOR 
n • O TO 7: READ x : POKE USR a f'+n 1 

XI NE XT n1 NEXT y 
130 DATA " .a",19 2 ,192 1 192 1 192 , 19 

2 , 192,2 55 ,25 5 
135 DATA "b" ,o. o , o , 0 . 0 , 0 , 255 , 25 

" 140 DAT A " c:" 1 3 1 3 1 3 1 3,3 1 3 1 ~::S,25 

" 145 DATA "d " .oo, 120,2 5:5 ,2 55 , 255 
,2::S:S, 126,6 0 

148 BORDER l; PAPER 5 : INK 0 : C 
LS 

g~;~ T~~~:~ l ~~ i ;a:~~;·~~~:~::: i:~! 
1 .and O to 111ov • buc:k • t l•ft a nd 
.-ight .and ••e how many ball • yo 

u c:a n c:a tc:h (out of 101 " 
155 INPUT .. Diffic:ulty (1 • ha.-d 

: 10 • • ••yl?";d 
160 IF d ( l OR d >lO THEN 00 TO 

'"" 165 LET 15c:o.-e • 0 1 LET .a:J• ''lWC,_~: 
LET bb • t4 

180 CLS : PRINT AT O,Oj PAPER O 
; :scoRE ";AT 0,21; "BALL NO. 

19 0 PRINT AT 21,bb;a$ 
200 REM Modul e 2 - P,-og,- .am Man & 

g•ment 
210 FOR n • l TO 10 
21 5 LET b ••I NT IRN0•29l +l 
220 PRINT PAPER bJAT 0,30;n 
22:i FOR y • l TO 20 
2:so GO sue :soo 
235 GO SUB 400 
2 40 NEXT y 
245 IF b a• bb+1 T HEN LET a co.-e • 

i;;c:o.-• +l : F OR >!•bO TO O STEP -11 
BEEP • 01 ,x I NEX T x 

2:SO PRINT PAPER b;AT 0,71ac:o,-• 
255 NEXT n 
200 GO TO 500 
3,00 REM Module:5 - Buc:ket 
3,02 IF NOT INKEY$ • "0N AND NOT 1 

NKE Y$ • " l N THEN RETURN 
30::S PRINT AT 2 1,bb;" 
3,10 IF INKEY$ • " l" AND bb ) O THEN 

LE T bb • bb-1 
320 IF INKEY$ • 8 0" ANO bb ( 29 THE 

N L ET bb • bb+l 
325 PRINT AT 21,bb;•: f: 
330 RETURN 
400 REM 1'1odul e 4 - 8,11.l l 
41 0 PRINT AT y,b.a; 8 J;l" 
415 BEEP d/100,y 
420 PRINT AT y,bA; N " 

430 RETUR N 
5 00 REM Moduli!!' 5 - end 
510 PRINT ,#1: MWould you ll k• .an 

oth •,- go?" 1 PAUSE O 
520 IF INKEYS•"y" THEN GO TO 1 

•• 525 IF INKEY• • "n" THEN STOP 
530 GO TO 520 
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Again, taking our set-up module to 
stage four, our program in words might 
look something like this: 
Set up user-defined graphics 
Clear screen 
Set up M,N co-ordinates (player) 
Set up P,Q co-ordinates (computer) 
Jump to program management module 
(PROGMAN) 
The variable list and labels used 10 
identify modules such as PROG MAN 
will remove the need for the comments 
included in brackets. 

It may help you to follow a few 
guidelines to implement this stage: 
1. There should normally be a one to 
one relationship between these PAS­
CAL-Eke statements and the statements 
in the particular high-level language 
(e.g. Basic) to be used. 
2. Use "Call (module label)" rather 
than GOSUB, and "Jump to (module 
label)" rather than GOTO. 
3. For a loop terminated by a condition­
al GO TO, use "Repeat" at beginning 
of loop and "Until (condition)" at loop 
end. Use FOR and NEXT for a specific 
number of repetitions. Indent the state­
ments between loop start and loop end. 
4. IF ... THEN .. .is also almost uni­
versal, though the condition to be test­
ed, and the result, can be described 
more intelligibly than they would be 
within a program. 
5. No need to use LET as, for example, 
z=z+ 1 would be more universal. 

Finally you are ready to start pro­
gramming. You may be wondering 
what has happened to the dreaded flow­
chart. You will be pleased to learn that 
you will not need to draw one. If you 
have carried out stage four thoroughly 
you would be wasting time by drawing 
the logic which has been adequately 
described in words. Armed with your 
"program in words" you should not 
have too many problems in keying-in 
code directly, assuming that you are 
reasonably familiar with your machine 
and its Basic commands and functions. 

One last piece of advice before the 
worked example. Having descended 
from top to bottom, through the four 
stages, go back through stages two, 
three and four to ensure that there is no 
overlap between modules. If several of 
them contain similar procedures then 
you can save time and RAM by incorpo­
rating them into a different module. 

Problem Specification 
The player is to control the position of a 
"buck et" (graphics A, B and C for 
Spectrum and graphics W, 6 and Q for 
ZX-81). The computer will drop balls 
from a random x co-ordinate at the top 
of the screen. Graphic D is to be used 
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for the ball on the Spectrum and "0" 
on the ZX-81. Score is reported as the 
number of catches out of 10. Game 
terminates or continues in response to 
"A0other Go?'' prompt. Keys O and 1 
are ' 10 be used for control. Note: to 
avoid repeatedly referring to the two 
machines I have used 11 *" to denote 
Spectrum only. 

Program breakdown 
I Set up 
2 Program management 
3 Bucket control - player 
4 Ball control - computer 
5 Game end/continuation 
The order for module analysis will be 
1,3,4,2,5. 

Mod ule breakdown 
Set up: 

a Set up graphics 
b Set up colours• 
c Clear screen 
d Title and instructions• 
e Input difficulty• 
f Initialize variables 
g Prim graphics 

Bucket: 
a Erase "old" bucket 
b Scan keyboard 
c Draw "new" bucket 

Ball: 
a Print "new" ball 
b Time delay (difficulty)* 
c Erase "old" ball 

Prog Man: 
a Randomize ball position 
b Call bucket 
c Call Ball x 20 rows 
d Check if ball in bucket 
e Update score 
Repeat a to e for ten balls 

Game End: 
a Offer another go 
b Restart if wanted 
c Otherwise stop 

Program in words 
Firstly, variables summary 
Graphics as stated 
bb•x co-ordinate of bucket 
ba - x co-ordinate of ball 
aS-ga+gb+gc* 
d=difficulty (! to 10) 
n=ball number (I to 10) 
y = row number (0 to 20) 
score (sc for ZX·81) 
O=PI/PI= I to save RAM ZX-81 

only 
Z=Pl-Pl=O to save RAM ZX-81 

only 
Set up: 

Set up user-defined graphics* 
Set border, screen, ink* 
Print title and instructions• 
Input d* 
Score=O, aS=ga+gb+gc,bb = 14* 
Print score, level, ball number* 

Bucket: 
IF (not keys l or 0) THEN return* 
Erase a$ 
IF (Key I and bb) LH border THEN 

bb=bb·l 
IF (Key O and bb) RH border THEN 

bb=bb+ I 
PRINT a$ (gw, g6, gq for ZX-81) 

Ball: 
PRINT gd ("0" for ZX-81) 
Time delay on d (BEEP)* 
Erase gd 

Prog Man: 
For n=l TO 10 
ba = random column number 
Print n 
FOR y=l to 20 
call BUCKET 
call BALL 
NEXT y 
IF ba - bb+ I THEN score=score+ 1 
Print score 
NEXT n 

Game End: 
"Do you want another go?" 
Repeat 
Scan keyboard 
If "n" THEN STOP 
Until "y" 
Jump to SET UP 
(after UDG set up)' 

The Basic code for this program is 
shown in figures one and two for Spec­
trum and ZX-81 respectively. 
Note how line numbers have been 
grouped to suit the module numbers 
e.g. lines 200 to 299 have been reserved 
for PROG MAN code. This explains 
why I kept my original module number­
ing: the program listing is always easier 
to follow if you place the PROG MAN 
module immediately after SET UP, 
though it was easier to develop BUCK­
ET and BALL first. It also eliminated 
the jump that would be necessary if the 
coding followed the order of develop· 
ment, for if module two became module 
four, then module one would contain a 
GOTO 400. 
Incidentally, if you are planning a much 
bigger program then reserve line num­
bers by the thousand. Your program 
will not occupy more memory if it uses 
bigger line numbers . 
A couple of points for ZX-81 users: 
1) The missing conditional return from 
BUCKET ifno key is pressed (see stage 
four) is cosmetic insofar as it only stops 
the bucket flashing when the player is 
not moving it. 
2) I have amalgamated BALL with 
PROG MAN to save memory and to 
improve efficiency by eliminating a 
GOSUB . Unlike the Spectrum appli­
cation you have no time delay related to 
level of difficulty. 
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~-.So/t#Ot!.LIA..~~~~~~~­
Hero forced to watery 
grave by ~evil bubbles 
ZX-81 owners were 
astonished by the 
high-res graphics In 
Forty Niner. Rocket 
Man takes the ZX-81 
one step further. 

V ERY, very rarely a product ap-. 
pears on the software market 
which is an absolute must for 

everyone who can use it. T he Hob b it 
was one such program, Jc t Set Willy 
was another. Until now, though, ZX-81 
owners have had to sit on the sidelines 
and try not to be too disappoint ed with 
the programs produced. Now Software 
Farm have produced Rocket Ma .n; 
complete with high-r esolution graphics, 
animated charact ers and multiple levels. 
Eat your heart out, Spectrum users. 

The graphics are astounding. "Why 
arc you running the Spectrum on a 
black and white television?" was the 
question asked of the Sinclair Programs 
reviewer while Rocket Man was run­
ning. 

The game involves collecting fuel 
packs from the various platforms on the 
right of the scr een by running, climbing 
and jumping . When sufficient have 
been collected you can jump into your 
rocket and jet to the left of the screen 
where ther e are diamonds to be collect­
ed. The main problem is the bouncing 
balloon which chases you, with the sole 
imemion of drowning you in the sea 
below. Once all the diamonds have been 
collected it is possible to move omo the 
next level. 

If you only buy one ZX-81 program 
in your life, this is the one to choose. 
Rocket Man is produced by Software 
Farm, 155 Whiteladies Road, Clifton, 
Bristol BS8 2RG and costs £5. 95. 

Match Point 
THE PSION sales team have a problem 
to combat with Matc h P oin t, which 
has nothing to do with the quality of th e 
program. It is simply that, until now, 
tennis programs on the Spectrum have 
been very bad and experience leads 
Spectrum owners to be wary. 

· Thes e fears, though, are totally un ­
justified. Match Point is an excellent 
game which puts most sport simulations 
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into the shade, and places other tennis 
simulations firmly at the bottom of a 
large scrap heap. 

The animation is excellent, and an 
extra dimension is added by a shadow 
beneath the tennis ball. Flicker-free 
characters move smoothly across the 
screen, and the only flaws in the realism 
occur when players are changing ends 

of coun, a process which is best passed 
over as quickly as possible. 

Options allow you to play in the 
quarter-finals, semi-finals or finals at 
Wimbledon, and long hours of practice 
will be needed before any player beats 
the computer in the final. Forehands, 
backhands, carefully angled shots and 
speed are all present as they would be in 
a real game. 

Definitely another winner for Psion, 
Match Point is marketed by Sinclair 
Research Ltd and costs £7.95. 

Cavelon 
WHEN WILL we see the end of the 
maze game? Surely, by now, every conM 
ceivable way of moving around a maze, 
avoiding some things, and collecting 
others has been tried. Th e graphics 
change, th e game remains the same. 

Ca ve lon sees a knight wandering 
around a six-level castle, avoiding other 
knights who shoot to kill and collectin g 
fragments of the doors through which 
escape can be made to other levels. In 
case of emergency, grasping the sword 

Excalibur will kill a11 knights on screen 
for a limited period of time but, of 
course, this option is not available all 
the time. 

Cavelon is welLprod.uced, difficult 
and challenging. However, buried in 
your software collection you probab ly 
already have several games very like it. 

Produced by Ocean Softwar e Ltd, 
Ralli Building, Stanley Str eet, Man­
chester; cost £5.90. 

Star Trader 
IN MANY games there are sections of 
the action on which players do not wish 
to spend too much time. Star Trader 
from Bug-Byte fails to recognise this. So 
much time is spent eating, sleeping, 
buying food and staring out of your 
window as you travel through space, 
that it is hard to summon enthusiasm 
for any aspect of the game. 

Star Trader casts the player as a 
merchant trading between planets. 
Goods can be bought on one plan et and 
sold on another, pirates must be bought 

ll 11 ••• 
"o , n1n9 . 
YOU ,I(. _,._lJ ..... 
u,e :!ip•ce,-o, t • .-rn~,~:·.,an lo .. ,.,. : ,~~t·i~:~. 
...... , ll 

• • 111ne•erc"•nla. 
9 • ClOU•al a)',,o,-

• ruat ••rchanla 
,--,~....._ _ _.. : J~:a l\er · a 

• ~OUl 
• ••n•r•t 11,.or e Pr•• • ,. • .,, to eo 
lo Pl•< • , r for 
ra,-ort, • 11•, la.. 

off or shot down, and the tax inspector 
must be avoided. These actions are all 
too familiar from other games, a.nd the 
addition of graphics and a com plex 
range of connections between the 
economics of the planets does not hide 
this. 

Star Trader is produced by Bug-Byte 
Ltd, Mulberry House, Canning Place, 
Liverpool_; and costs £6. 95. 

Les Flies 
CONTROLLING a "Pink character 
with a tail" you must avoid Inspe ctor 
Cleudeau, Kaolin and Les Flies in order 
to steal the diamond . 

The plot of Les Flies is simpl e 
enough, although it is explained in ap­
palling mock-Fr ench. The game, 
though, is more complicat ed. First of all 
you rush round town, avoiding the po-
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lice cars, and then you enter buildings, 
collect the objects there, avoid the other 
characters, use the objects collected at 
the appropriate times, and steal the 
diamond. 

The main problem is that the uses of 
the objects arc not explained. Some of 
these become apparent very quickly, 
while others remain totally obscure. 
There can be little more infuriating in a 
game than being able to enter every 
building, holding all possible objects, 
but not having any idea what to do to 
win. 

Les Flies is produced by P.S.S., 452 
Stoney Stanton Road, Coventry; and 
costs £6. 95. 

Gatecrasher 
GATECRASHER presents the player 
with a series of gateways and a series 
of collection points, with a maze in 
between. The aim is to drop barrels 
through the gateways at rhe top, so 
that they will roll through the maze 
and finish in each one of the collec­
tion point s beneath. Dropping two 
barrels into the same collection point 
will result in both disappearing. 

Th e problem is that the maze con­
tains several levers which affect the 
part of the barrel and which change 
direction each time they are hit. It 
makes the game into a kind of super­
Rubik cube puzzle for, as fast as one 
lever is knocked in the cor rect direc­
tion, another is knocked out of place. 
There are seven levels in which the 
mazes become progressively difficult. 

This kind of obsessively difficult 
puzzle is best provided in a small 
form, as was the cube, so that it can 
be played at an idle moment. The lack 
of change on the screen and the neces­
sity for planning the results of each 
move with your eyes make it an eye-
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straining game. It is a clever idea but 
it does not work well as a computer 
game. 

Produced for the 48K Spectrum by 
Quicksilva. 13 Palmerston Road, 
Southampton, costing £6.95. 

Rainy Day 
CHEAP software cassettes are a mixed 
blessing. They bring pre-recorded soft­
ware within the reach of many more 
computer owners but they also tend not 
to be good programs, and to offer much 
less value for money than do expensive 
cassettes. 

C.C.S. have brought out a range of 
cassettes called Charli e Charli e Sugar, 
each one of which costs £2.99. They are 
adequate games but, in most cases, arc 
simply carefully developed versions of 
programs which most Sinclait Programs 
readers will have seen before. 

Rain y Day includes three different 
games. Codebreaker is a version of Mas­
termind which involves discovering the 
combination which will open the safe 
before the time limit runs out. Reaction 
tester, as the name implies, tests your 
reactions, although keeping your finger 
on the "S" key all the time allows you 
to give the impression of super-fast 
reactions. Puzzle unit challenges the 
user to unscramble a jumb led picture . 

tF.?l ~ l'ni'l iff.?1 ~ rf.'if.1 
b..AJ t..:JJ b...JJ bJJ b.:.11 bdJ 

• 
,..,.,, -· 

• 

Dix Mil le is a dice game at which 
you can play the computer or your 
friends. The aim is to score ten thou · 

sand., and various combinations of dice 
produce different scores. It is neatly laid 
out and looks good, but surely anyone 
wishing to save money would simply 
buy six dice and play the game without 
the comput er? 

Both cassett es are adequate, although 
far from spectacular . They are pro­
duced by C.C.S. Ltd, 14 Langton Way, 
London SE3 and cost £2.99 each. 

Gllsoft Adventures 
GILSOIT has demonstrated its faith in 
its adventur e designer program, Th e 
Quill , by producing a series of adven­
tures which have been written with its 
help. Each adventure is excellent and 
there is great variety in the series. 

Afri ca Gard ens is set in a haunted 
hotel, where voices can be heard in the 
next room but people can never be seen. 
Each unnerving location is described in 
depth and certain sections are illustrat­
ed. It is largely an adventur e of explora· 
tion in which objects found help with 
movement to other locations. 

Mindb eod cr runs along very differ­
ent lines. T he player begins in an office 
notable only for its lack of interest. One 
movement, though, sends the bemused 
player into an intricate Welsh adven­
ture. 

Barsak th e Dwarf demonstrat es the 
ability of Th e Quill to set a time limit 
on an action. Soon after the game begins 
the player becomes hungry and must 
find a jar of pickles before starving. 
Once that problem has been overcome, 
thirst rears its ugly bead. Again, it is a 
good adventure but it does not reach the 
standard of Cas tl e Blackst ar , to 
which it is remarkably simHar. 

Diam o nd Tra il is possibly the tight­
est-written adventure on the market. 
Every object has a use and every loca­
tion must be visited at least once. Once 
again, hunger sets in early and there is 
also a homicidal maniac chasing you 
with a gun . 

Another problem is that taking cer­
tain objects results in your being arrest­
ed. Can you survive to eat the 
hamburger, let alone solve the quest? 
One difficulty occurs late in the game. 
The author has been unfairly sneaky 
inside the railway station and once you 
are there you have almost finished the 
adventure. Save the game before pre­
senting your ticker or you may find 
yourself having to repeat the entire 
adventure. 

Al1 in all, an excellent series of very 
different adventures, produced by Gil­
soft, 30 Hawthorn Road, Barry, South 
Glamorgan, price £5.95 each. 
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£500,000 
MUST BE WON! 

£500 ,000 is what you must 
score to beat the amazing 
''Crazy Computerised 
Croupier'" in one of the 
games on the refreshingly 

~~~g~~P;3orthe 
48K Speclrum 

Two fuH 48K games. simulations of the 
famous card games BLACK~JACK and STUD 
POKER, full instruciions, excellent graphics 
(complete carclS dealt ·on screen·~ cryptic sound 
effects (spot the tune), and devious be~ and 

:~~1!~tt'~~~~~~~ Yoo Nsoon 
The games may not actuaHy pay you out in cash, but if they keep 

you away from Casinos they will save yoo the price of the cassette! 
Available by mail Ofdef only. Price includes UK carriage and VAT. 

(Overseas add 55p p&p per tape.) Send Cheque or postal order with 
your name and address on the back to: 

Ml! M.F.M. DATA SERVICES LIMITED 
141a~DEN ROAD, TUNBRIDGE WELLS, KENTTNI 2RA 
T~: Tunbridge Welb (0892) 48832 

ADAPTED FOR 16 I 48 SPECTRUM 
FROM THE POPULAR T.V. SERIES!!! 

BLOCK- BUSTER is an exciting Quiz game for ONE or TWG players 
and wlll appeal to a wide range of ages and Skills with nine le\lels 
of play against the clock. The game tests speed of recall invo lving 
antic lpatlon of the auestion as It ·unfolds ' across the screen and 
speed of response dependant on the 1eve1 of p1ay 
BLOCK BUSTER Is supplied w ith th e FIRST ADDITIONAL QUESTION 
TAPE FREE to main tain t he challenge of the game. Now available 
at good compute r shops or di rect w ith CheQuet P.O. f or £5.95 
1nc1us1ve. ACCESS and VISA orders t aken on our 24 Hour Hotli ne. 
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COMPUSOUND 
DEPT SP9, 32·33 LANGLEY CLOSE, REODITCH, WORCS 898 OET 

TELEPHONE 10527121429121439 24 Hr HOTLINE) 

HORNBY 
SOFTWARE 
SPECTRUM 
PRO GOLF SERIES 
NEW ERA IN COMPUTERISED GOLF 

• Recommended by ''S inclair User". August 

EXACT SIMULATION OF BRITAIN'S TOP GOLF COURSES 

(I) ALL GOLF RULES APPLY 
(2) DESIGNEO FOR ONE OR TWO PLAYERS 
(3) PLAYEO OFF ANY HANDICAP 
(4) ON EACH HOLE DIST, PAR, GREEN ENLARGEMENT 
(5) CONTROL SHOT - CLUB. STRENGTH, DIRECTION. 

SHAPE OF SHOT 
(6) GRAPHICS EXCELLENT 
(7) EXTREMELY REALISTIC 

" TROON £6.95 48K 
NEW BIRKOA LE £~ .95 48K 
LINDRICK £6 .95 48K 
WENTWORTH - EAST & WEST COURSES £10 .00 48K 
MOORTOWN - SCENE OF CAR CARE PLAN 
INTERNATIONAL 1984 £6 .95 
9 HOLE SIMULATED COURSE 

ALL PRICES INCLUSIVE OF VAT, P+P, AVAILABLE FROM: 

HORNBY SOFTWARE 
21 PINFOLD HILL, LEEDS LS15 OPW ... 

• The flr•I m• .ot\wart 110,,ry 10 t>t M1 vp ~ the 
wo,l(l -p dt11Ulhtlltr9ttt • Unrlv• lltOIIPt 
•1~. N yvv'dtxp.-:1tromovr"N<l1t.,1 • Avn 
t>t•1~iloompuler(2mllllon b 7lnolptogram 
t,n.dO:,tlt.,....Ol$kl)w,1n1,,.,,.1pol11 •l -&Dlttloll 
mor , lri.tKll)' mtr t nvm ,111! • 01,..,. 1m,1,1t0 
(IOffltlUI\H .. ffllMIIOlhtllt!ter-lltller1tndMdll 
DU\ llt'lltr tqffl..0 8 Fr itnOl y, ht lc,lvl ....... ic.-

M~.;.11iif.~'-'1 ::.;::f~~=.~S!f.*f.!,E~ 
tu!Offlt!le.ilyettdl ttd • SnopnowOptft(M~IIO 
f'ol!Oltto.)totr .... llila,M)di-...l'IINIKOIIIC*lalld 
c,ttlp1Mra!1 • &rtne:hnll•<0119t>o.it1 11tworld 
• Hocomc,lic.ttOt(lltmM,ftOCOfflmllment10 
q1Ant1\7 - rentwn1,1.,,o:,wheny,)!,ll1~ ., • P,1t11t(I, 
IH,n1rtl..OffltQt.rll'lt"COfflc,u1ttcn,1 · ptc1t11nmor• 
th...,an7m.,,17pt0_. .. , .,,r • Kttf'ltsl­
rt1M • ACCf.SS l'IO!Otfl"1'1)0mD)'l~Ol'I 

....................... L 0730892732 • NOA IVAL n nttltr 1ltt hl1 .. .. 

To : SOFTWA RE LI BRA RY, Farnham Road, Wes! Liss, Han ls GU33 6JU 

NAME ...... . •......... ..•....... . Machine 
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UMAN 
NUBERAtS 

~ ~2~~R 2 l~5 io~E~R o: 1 NK 1 
3 CLS : LET CH,.0: LET GG•O 
4 PRINT "Pr•s• Y to l 1 st Rom.ill 

n numerals and t o list their v• 
l ues o,- .any other k•y to test yo 
urself :" 

5 PAUSE 4e4 
6 IF JNKEYf • "Y" THEN GO S 

UB 2000 
8 IF CH• O THEN CLS 

10 LEl c$ • '"': L.ET tot ,1.l•O: DJ 
M ~$11000>: DIM v$(1000) : OJI'! n( 
1000) 

1 t PRINT : PFUNT ~p,.•••: ••: PRI 
NT "l)For t••t• of Ara. bi c-Romo1.n 
or 2)For conver s ions of Romiilln ­

Ar .. blc Nu!Tler"Als" 
12 PAUSE 4e4: IF lNKEYS •"2" 

THEN GO SUB 2500 
13 IF INKEYS < > "1" THEN CL 

S : BEEP .0:5 1 2: GO TO 11 
14 IF CH•O THEN CLS 
15 INPUT "Wh•t nuMber do you w 

•mt ta t,.-y to put into Rom.anC En 
ter" 0 for a. ,. a ndom choicel?" :tn 

16 CLS : IF tn • O THEN LET tn"' 
INT I RND •3 500) +1 

17 IF tn >4500 OR tn<O THEN PR 
INT "Not po ss ibl e : " : BEEP 5 , 3: R 
UN 

20 PRIN T "Enter R0trt .. n F19ur• f 
or ";tn;":": INPU T rt:: CLS 

40 FOR I • 1 TO LEN Rt: 
4 :5 RESTORE 
50 READ Utt): READ VS(i)t REA 

D N (i > 
:55 IF N1I)•0 THEN GO TO 400 

00 IF U<i> 0 Rtll TO I> THEN 
GO TO 50 
70 LET Ct: • CS+VS l i ) 
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eo NEXT I 
'10 FOR i.•1 TO LEN c$ 
9'!, LET cf:•cS-+-" " 

100 IF c$(i TO l)(c :fli-+-1 TO 1+1 
> Tt-lEN LET tot•l • tot•l+(n(i+U­
n<1 I>: LE T i'"'1-+-l: NEXT I: GO TO 
210 

110 LET tot•l • tot•l-+-nlll 
200 NEXT I 

210 IF total >4500 THEN Cl..5 : P 
RINT "An•wvr not possibl•: ": BEE 
P 1,2: RUN 

220 PRINT "Your fir st no . wa a " 
;tn; .. t": PRINT "Th• Ar a bic Equiv 
alent of " : PR IN T RS;" is ";tot • 
I 

230 IF total • tn THEN PRINT : P 
RIN T "We i 1 Don • '": FOR G• l TO 5 : 

FOR F • O TO 7 : BORDER F : BEEP . O 
2,F: NEKT F : NEXT G: BORDER O: G 
O TO 300 

231 BEEP . 5 , -5 : BEEP 1,-10 
235 IF tot•l-tn >O TH EN LET c•t 

otal - tn: GO TO 240 
230 LET c • tn-t.ot o1.l 
2 40 PRINT : PRINT "You are ";c; 

" out : " 
245 LET GG• l 
240 LET A• TN 
247 RESTOR E 4000 
25-0 GO SUB 3010 
200 PRINT : PRINT "Th e corr•ct 

Rofflan f1gur• of ";tn: PRINT .. is: 
": PRINT : PRINT b't: 

300 INPUT "Ag,1.in";yf: 
310 IF yt: • "N" HIEN STOP 
3 20 RUN 
400 CL.S 
410 PRI NT "The Ro1Hn Number: -" 

; R':f 

420 PRINT "cont,1.ins ,1. digit dil 
erent to th,1.t of ,1.ny Rom,1.n dt 
git" 

WHEN RUN, Roman Nu­
merals gives you the opt ion 
of listing Roman numerals or 

of testing yourself on the conversion of 
Arabic to Roman numerals and vice 
versa. If you give an incorrect answer 
you will be told by how much you 
failed, what the Arabic or Roman num· 
ber you entered was, and the correct 
answer. The program deals with num­
bers above O and below 3,500. 

Written for the 16K Spectrum by 
Andrew Gemmell, aged 14, of Eden· 
bridge, Kent. 

430 PRINT "PLEAS E TRY AGAIN!" 

440 GO TO 300 
2000 CLS 
2005 PRINT 
2000 INK O 
2010 F OR f•l TO 7 
2020 READ as• bf:,• 
2030 PRINT .at:i .. • "1• 
20 40 NEXT f 
2041 PRINT 
2045 INK 7 
2040 PRINT "Pr••• ,1.ny key1" 
2050 PAUSE 4•4 
2055 LET CH• 1 
2000 RETURN 
2080 DATA "J",",1. ", 1,"V","b",5, "'X 
", "c" 1 10 1 "I.. ", "d" ,50, "C", "e", JOO, 
"D" • "f" ,:500, "M" 1 "g" 1 1000 
2090 DATA "","",O 
2~00 RESTORE 400 0 
~10 CI..S • 
3000 INPUT "En t er Ar,1.bic Nu111eral 

? : ";• 
30 10 IF A<O OR A)3500 Tt-lEN CLS 
I PRINT "Not Pos•ible!"r PAUSE 4 
E4 : RUN 
3020 I..ET bt: •"" 
3030 FOR f•1 TO 1~0 
30 40 READ •S:,b 
30:50 IF • >• b THEN LET bS•bS:•• 
$: LET .a• ,1.-b : RESTORE 4000 
30b0 IF A ( > 0 THEN NEXT f 
300 1 I F GG•l THEN RETURN 
3065 CLS 
3070 PRINT "The Rom.a.n Numb•r ,. 
";b$ 
3090 GO TO 300 
4000 DATA "N", 1000, "CM" ,900,"D", 
:500, "CO" ,400 1 "C", 100, "XC" .~o, "L" 
,50 , "lit.." ,4 0 1 "X", 10," IX",~, "V " ,5, 
"IV" ,4, "I", 1 
4010 RETURN 
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,:,~~J;:.~,., Extend your 16k 
Spectrum to48k for 
just£27 ·00. · .( 

And get a Free -~ 
program worthrit50 ~ 
into the ~ 
bargain. 

SP488, 32k Memory Extension with Program - £27 
The SP48 simply p lugs into the soc kets provided by Sinclair lnslde 

your Spectrum and turn s your 16k mach ine into an absolutely slandard 
48k ready to run 48k programs. 

The $P48 fits Issue 2 and Issue 3 Spectrums . Full step·by·slep 
instructions are provided . Fining Is easy and there is no solde ring. 

The SP48 caf?W,s our full warrant y and all our customers enjoy 1he 
benefits of our renowned product support. 

And you get a free copy of ~yond Horizons, and educa1ional 
program which has already en lightened thousands of 48k Spectrum 
owners about the inner workings of their computers. 

48 / 80 FORTH 
This comp iler and editor Is fast becoming recog nised as the most 

professional and highesl quali1y implemeruar lon of the FORTH language 
on the Spec trum . FORT H gives you the speed of machine code without 
the tedi um of machine-code programming. 

All lhe Spec trum·s excellen t graphics comme1nds <1,re retained 
including DRAW. PLOT and CIRCLE. Real arcade qua lity sounds can be 
produced using BEEP 

More ad vanced FORTH programmers will flnd 1ha1 48/80 FORTH 
provkies a comp le1e implemen1ation of FIG-FORTH . Including the 
sophistications of BUILDS. DOES and CODE. 

Each 48/80 FORTH ca~tte includes a separa ie FORTH ed11or 
wh\ch uses p.;1r1 of RAM as if it were disk. The 48K Spec trum allows a 16k 
RAM "disk", while leaving nearly 20k of dictionary space . A compurhensive 
user-manual is a lso included. which co vers borh compiler and editor . and 
has a lucid beginne rs introduction. 

Extensions to 48/80 FORTH wUI shortly be availab le 10 existing 
customer s at a nomina l charge. These will Include floa1ing point arithmetic. 
and mjc:rodrive handling . 
TRADE ENQUIRIES WELCOME - Are you on our trade/e xport mai~ng 
llst? 

r;; prod-= oo = dt'T7o: a,.7n':ock.-;; • d:;:;-ispatc;:-phoo~ Acc=-1 

I 
and V~ orders I To East London Robotics Ltd: Piease wnd by relum (tick items required) 

I 
I O SP48B (for S?e('trum bsues 2 or 3) £27 I 
I 
o
0 

BEYOND HORIZONS (48k) £4 so 
48/80 FORTH (48k or SOid £14.95 ______ ___ I 

I 
Postq 0.65p . I enclose a cheque/PO for ____ My A«:e»/ViS.I No. ls 

I 11111111111111\I I ~am: 
1 ::=~~~~~~~~~~~- 1 
I Ea" London Robo&s Umlt~. Si. Nicholas Houw, The Mount Gulld(o,d, sP9 I 

Sune y GU2 SHN 

I g,:,:;:.:~\'~""· ~l]r Lo~l]oNTlrwllU~I 
Telex 859428(r r~eonlvJ r• a) Liil.ii 

L- - - -
SINCLAIR PROGRAMS $,p 1tmbtr 1984 

t 
~ 

.i 

.1 
~ 
1/J 



YOU CONTROL a laser station 
protecting a moon base from the 
dreaded Zorgothons. Position 

your laser gun and destroy the Zorgoth· 
ons before they inflict irreparable dam­
age on your fuel tank. 

Argo n was written for the l 6K Spee· 
trum by David Gessn er of Wakefield, 
W. Yorks. 

20 ig :fi: ro8°n 
30 GO SUB 700 
35 oo sue eoo 
40 GO SUB 300 
45 GO sue 100 
50 IF ht <> I THEN GO sue 100 
70 PRINT JN!( 5; OVER O; AT 19 

,b;po; " " ; AT 19,2:5;sc;; AT 20,6; 
l:z; AT 20, 15; tno; AT 20,25; ki 

BO IF po<O THEN GO TO 600 
90BOT040 

100 LET uxo•ux: LET uyo•uy 
101 LET uS= INKEV't' 
105 IF u$ • "" THEN RETURN 
106 IF u$ • "0" Oft u$•" 1" THEN G 

O TO 1:50 
107 IF ut"(":5" OR u._> " 8" THEN R 

ET URN 
110 LET u>e• ux+ (u,f•"B" ANO ux<29 

)-(u$•":5 '' ANO UK)2) 
120 LET uy • uy+(u$•"6" ANO uy(13 

)- CuS•"7" AND uy>2> 
125 IF ux•uxa AND uy•uyo THEN 

RETURN 
130 PRINT lNtc: 7; AT uy0 1 U)(0f "A 

'" ; INK 6; AT uy,u1q .. A": LET po•p 
o-1: BEEP .005,20-uyi RETURN 

150 INK 5 : LET po•po-10 
155 LET l ;i:•lz +l: LET lcx•u.1C+8+4 

I LET lcy • (21-uy) +8+4 
160 FOR n• l TO 21 BEEP .04,61 B 

EEP • .02,12: PLOT 8 1 561 DRAW lcx­
B,lcy -5 b: PLOT 247,56: DRAW lcx-
247,lcy-561 JNK 7: NEX T n 

17:5 INK 6: FOR n•l TO 2: PRINT 
AT uy,u1C-l;")O(" : BEEP .03 1 241 

INK 7 : NEXT n 
180 IF NOT Cuy•ty AND U.IC >• t1C 

-df ANO ux(tx+df+ LEN t$) THEN 
INK :5: RETURN 
200 OVER 1: LET ht•01 LET ki •k i 

+1: LET •c:••c+IOO- LEN t:t: • 10 
210 FOR n•l TO 4: PRINT AT uy­

l ,u1C-l j "\F/~; AT uy,ux-l;"FGF"; 
AT uy+1,u.x -1 ;"/F\" : BEEP .J,36: 
BEEP .0 :5, 6: INK 7: NEXT n: LET h 
t • l 

220 RETURN 
300 IF ht z 1 THEN 00 TO 360 
302 LET tyo•ty : LET txo•tx 
30 5 LET uS• tS: LET tx•t1e+1 
310 IF ty >• 12 THEN LET tc • -1 
311 IF ty <• 4 THEN LET tc: • l 
3 12 LET ty • ty+tc+C INT C RND +2 

) AND ty (24)-C INT ( RND •2 > AND 
ty )3) 

315 LET tS• ' .. ' : LET t$ •( .. B " AND 
tx(9l + C "CD" AND tx >• CJ AND b < 1 
8) + C "CEO" ANO tx >• 18) 

330 PRINT IM< 4; AT tyo,bo;uS 
; AT ty,bitS1 BEEP .02,-12 
343 IF ty)8 AND RNO < . 7 AND ( ( 

t1C>t6 ANO tx <2 1) OR tx • 24> THEN 
INK 2: FOR ei•t TO 21 FOR n• - 1 T 

0 2 : PLOT tx+B+12, 175-Cty•B>-121 
DRAW n•:S,-401 BEEP . 003,301 NEX 

T ni IM< 7 : PRINT INK 6J AT 21, 
O;" U98: iP1 i01 iW: iE1iR11981iL110 
: iS: iS: ig8> •• I LET po•po-~1 NEXT 
m 355 IF tx < • 27 THEN RETURN 
3b0 PRINT INK 7; AT ty,t1CJtf:1 
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LET tno•tno+l I LET t,c•21 LET ty • 
7+ !NT ( RND +6> 1 LET tc•l I LET 
ht•O 

375 LET tf:•"B" 
380 PAINT INK 4; AT ty,t1C1tt: 
385 RETURN , 
6 00 FOR n•O TO 7 4 : INI< n/101 BE 

EP .06,n-501 PRINT AT 10,B; "- M 
ISSION ENDED -"1 NEXT n 
640 FOR n•O TO 74: BORDER 7-n/ 1 

Oa BEEP .o:s,n -201 NEXT n 
680 INPUT INK 6; TAB 6; "ANOTHE 

R l"IISSION ? ";u. $ 
685 IF u$ • .. n" THEN GO TO 9999 
690 RESTORE : GO TO 30 
700 INPUT INK 2; "'Difficulty? : 

OChilrd> or 1 ";rt:: IF rt: <> "0" 
THEN LET r$•" 1" 

705 LET df • VAL rS 
710 LET ux • lO: LET uy•IO 
715 LET uxo • ux I LET uyo•uy 
720 LET t1C• 4: LET ty•2: LET t1Co 

• tx: LET tyo • ty: LET tc•t 
730 LET po • 999: LET , c•01 LET k 

1•0 : LET l::r:•0 : LET ht •O 
740 LET t$ • '"8 " : LET tno • l 

7 
750 FOR n• USR "'• " TO USR "g"+ 

760 READ d: POKE n,d: NEXT n 
770 RETURN 
780 DATA 255,129,0 1 0 1 0,129,129, 

255, 01 0, 0,24 , 36, 255 I 36,0 
786 DATA 0,0,2,7,9 1 255 1 9 1 2,0,0, 

32, 224, 144,~5, 1-44 ,64 , 112 , 32 ,210 
,255, 126,255, 126, 189 
790 DATA 16,88,16,8,230,0,20,16 

, 149 ,88,40,2 31 ,82,20, 74, 145 
800 BORDER 0 1 PAPER O : INK 7 
80:S OVER 0: CLS 
810 PLOT 3 1 26 : DRAW 247 ,01 DRAW 
0 1 144: DRAW -2 4 7 ,0: DRAW 0, -144 
811 LET gy•34: LET gc•6 
812 FOR n • I TO 6: PLOT 5,9y 
813 DRAW 243,0: LET liJC• gc- 1: LE 

T gy • gy+gc: NEXT n 
81 5 FOR n•I TO 70: INK 2+ RND • 

6: PLOT JO+ RND • 230, 70+ RNO •9 0 
I DRAW RND ,O: NEXT n: INK 7 
820 LET 9c•l I LE T 9 y •5 4 
821 FOR n•5 TO 2471 LET 9y•1jjy+9 

c+ INT C RND *3)-1: PLOT n, q y: D 

RAw'.0,-( RND •Cgy -55> AND gy )5 4) 
822 IF RNO < . 1 THEN LET 9c•-9 

c 
823 IF gy)61 THEN LET gc•- INT 
< RND •2. 5) 
824 IF qy(5 4 THEN LET gc• INT 

( RND +2. :5) 
826 NEXT n 
828 PRINT INK :5J AT 15 ,11"(~ 

) ;;/;~
5

~:~; ;~) ;TEP 20 

832 IF m• 40 THEN NEXT m 
834 FOR n • 38 TO 511 PLOT 140+m, 

n: DRAW 20 1 0 1 .7: NEXT n: DRAW -2 
0,0 1 • 7: NEXT m 

850 FOR n • l TD 51 CIRCLE INK 4 
123,140,n: NEXT n1 OVER 1 
870 PRINT INK 61 AT uy,ux;"A'" 
880 PRINT AT ty 1 t x; "8" 
885 PRINT AT 19,0; "POWER"; AT 

19,19; "SCO RE"1 AT 20,0;"LAZER"; 
AT 20 1 12;"N0"; AT 20, 19;"KILLS .. 

890 BEEP l, 91 RETURN 
900 BORDER 71 PAPER 7 1 I NI< 0 
905 OVER 0 : CLS 
910 PRINT AT O, 11 J "- ARGON -"' 
915 PRINT AT 3,2; .. You control 

ii lil::r:•r- atation"'" protecting a 
111oon ba•• fr08" '.. the dreaded 

ZORGOTHONS" 
930 INPUT "More ••• "'1r-s1 CLS 
9410 IF r-t:•"n" THEN RETURN 
9:50 PRINT "'You ua• up your- l 11111 

ted amount*' "of POWER, fir-ing th 
• la::r:•r," '"ilnd moving th• tracki 
ng •ight•." 

955 PRINT \" The ba•• i• •hielde 
d by an .. '"1tnergy field."'""Thi• ii 

Iso tilk•• power to •u•t.ain" '"Ev• 
ry tim• the b.a•• is htt, " '"pow•r 

1• lo•t·" 
960 PRINT • "When your pow•r i • 

e 1ehau•ted,"' "th• mi••ion 1tnds •• " 

~65 PRINT • • "CONTROLS1 "· ' "5 to 
111ove left","8 to move r-i9ht" 

970 PRINT • "b to move down", "7 
to IIIOv~ up"'' "O or- l to fir• .. 

~85 RETURN 
9~99 BRIGHT 01 FLASH 01 OVER 01 
INK 0: BORDER 7: PAPER 7 

37 



2 FUR n ,. O 10 7: READ a : DATA 
24,24,b0,90,90,24,30 , 102: POKE 
USR "E"t-n , .a: NEXT n 

3 FOR n •O TO 7: READ a.: DATA 
255 , 129,2:S:5, 129,2 55 , 129,255, 129: 

POKE USR ''R"+n,a : NEXT n 
4 FOR n•O TO 7; READ .a: DATA 

0 ,0,0,0,0,0, 124,2:>4: POKE USR ~ 
T" +n, a : NEXT n 

5 FOR ,,~o 10 7: READ a: DATA 
15,27,31,31,'ll,31,2 5 ,120 : POKE 
USR "P"+n, a : NEXT n 

6 FOR n ... o TO 7 : READ &: DATA 
24,SB,BB,120,48,0 1 0,0 : POKE USR 

"S"+n, a : NEXT n 
7 FOR n •O TO 7: READ a : DATA 

224 , 224,22 4,224,224 ,224, 192,0 : P 
OKE USR "F"+n, a.: NEXT n 

8 FOR n,.O TO 7 : READ a : DATA 
o,o,o,o,o,3 ,7,1 5 : POKE USR "U"+­
n,a : NEXT n 

9 FOR n • O TO 7: 

38 

0 1 0,0 ,0,0,224,243, 2:55 : POKE USR 
~I"+n,a: NEXT n 

10 FOR n•O TO 7: READ •= DATA 
o , o,o,0 , 0,0 ,224 , 249, POKE USR " 
O"+n , • : NEXT n 

11 FOR n•O TO 7: READ a : DATA 
252 ,254, 25 5 , 25 5 , 253, 253, 249, 243: 

POKE USA "A"+n,.i : NEXT n 
12 FOR n•O TO 7: READ a : DATA 

112, 112,112, 112, 112, 112,9b,O : PO 
KE USR "D"+n,a: NEXT n 

13 FOR n""O TO 7: READ a : DATA 
0,8,24 , 24,b0, 126, 12b,b0 : POKE U 
SR "G"+n, .a: NEXT n 

14 PAPER 3 : BORDER 3: CLS 
1:5 POKE 23672.0: POKE 23673,0 

16 PRINT AT O,Oj "Ent.•r l • vel 
at diffic:ulty I i s the hard•st 
and s o on"; AT 2,0,;"l."."2.""'3. 
" ... 4. """5." 

7 INPUT 

COLLECT as many Gold Bars 
as possible on your journey to 
reach the bag of diamonds. You 

must decide whether it is safe to collect 
a bar or whether you should go straight 
up the ladders to the diamonds. If you 
take too long the elephant will reach the 
diamonds before you do and the game 
will end. 

Written for the 16K Spectrum by 
Neil Beck of Drumchapel, Glasgow. 

19 IF q ) 5 OR q(I THEN GO TO 1 

19 CLS t REM Sc:r-•an Di •play 
20 LET ••0 
22 FOR n • 4 TO 20 STEP 3 
25 FOR ,n• O TO 31 
30 PRINT INK O; INVERSE 1; AT 

n,ffl;"X" 
3:5 LET er•3 : LET ec•27 : LET t • 

40 NEXT m: NEXT n 
42 LET d • tB: LET a.• 15 
4 :5 LET l • INT < RND *28)+ 2 
46 LET h • INT I RNO • 28> +21 PR 

INT AT d ,h; INK 6; :!." 
47 LET r-•d-1 
4Cf IF d ... b THEN LET l • 4 
50 PRINT Al r+ I , l; :'.!!_"; AT f'. l 

:"R": AT r-1,l :"£.: ' 
5s PRINT lNt' 7: AT,d,a;" t. .. 

56 I F d •3 ANO .a.•3 THEN GO TO 
300 

5 7 IF • c:•3 THEN GO TO 400 
59 PRINT BRIGHT l; INK 7 j AT 

3,3 ;"Q" 

5q PRINT AT 21 , 22 : lN K 7 : "SCO 
RE " ; • 

bO lF INKEV.f "' "P" ANO a(29 TH 
EN LET a• a+l: PAUSE 5 

b2 PRINT AT 0 ,11;"60LD BARS" 

b3 IF t >• q THEN LET o c:••c-2 
: POKE 23-672, 0 : POKE 2 3673,0: BE 
EP .1, -20 

65 IF NOT Re: ( s 1 THEN PRINT 
AT er-2,•c; "UIO "; AT of" - 1 ,ec: 

; IN K O;"P(igB>A ": AT er,1tc:; I 
NK O ; "SOF " 

b9 REM Mov•m 11tnt. 
70 IF INKEVt: • "o" AND • >I THE 

N LET a• a-1: PAUSE 5 
75 IF INKEV'f • .. l" THEN IF I • 

• +1 THEN IF d >3 TH EN LET d•d - 3 
: PRINT Ar d+3 1 1 j :8": PRINT AT 

d+3,.a;" "; AT d+3,<l+2;" " : IF d 
) 4 THEN GO TO 45 

76 IF a+l • h THEN BEEP , l, 10: 
LET h • 40: LET •••+ 150 

200 LET t • JNT I PEEK 23b72+25b 
* PEEK 23673) /50 

220 GO TO 50 
290 REM Bonus 
300 FOR n•O TO 20 : BEEP .1,n: N 

EXT n: LE T ti"'5+:500: PRI NT AT 11 

,12; BRIGHT 1: FLASH 1; "80 NUS ' • 5 
00" : PAUSE 200: IF q >3 THEN LET 

q • q - 1.5: CLS : GO TO 22 
3 10 IF q >• 2 THEN LET q•Q- , 5: 
CLS : GO TO 22 
320 LE T q• q - .25: CLS : 00 TO 22 

390 REM End Ga111• 
400 PAUSE 200 1 CL.S : PRINT AT 

10,3 ; BRIGHT 1; FLASH 1; " GANE 0V 
ER ANOTHER GAME IV/N) "; AT 8, 12 ; 
"SCORE ":s 

41 0 IF . INKEV'f' • "y" THEN GO TO 
14 
420 IF INKEY'f' ,. ••n" THEN STOP 

430 GO) TO 410 
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progrorn smoothly scrolls the landscope, the second an,rnotel 
the otherchorocters. Thos ,s undoubtedly one o['Mlite 

LJghtning's most pow-erful features, 
MARK£TING AND p()RTABIUTY Although White 
Ughtning uses on integer FORTH as ots host language. programs 
con be written ,no combonouon o[BASIC. FORTH. IDEAL and 

machine longuoge. 'M]Ot IS more. programs wrotten ,n FORTH/IDEAL will be hoghly 
portable Spe<tnJrTl and implementauons under 

poPular mi<JOS. ke«ng your completed go mes. there's no 
Oasis themselves will offer to market 

SPRITE oESIGN >M11te Lightning. comes co th a 
,eporate 20K progrom for developing the Spntes the main 
system. Not only con you use thiS to design your from 
scratch, 1t also comes con1Plete w,th 168 pre-depn aers 
covenng gomes i,ke Asteroids, Pac-Mon, Assault c,,urse, 
Defender, space Invaders, Oty &amber, i.unor Lander, Frogger, 



I N A SPlN is a game for two players 
written for the 16K Spectrum by G. 
P, Grandin of Reading, Berkshire. 

Th e players enter their names, their 
stake and the number they wish to 
choose. The computer then shows them 

~ 
the numbers on which they can win and 
spins a disc. If a player has a winning 
number the money is awarded accord­
ingly. This continu es until one or both 
players run out of money . 

200 INPUT "NAME OF PLAYER 1 • " ; 
P• 

210 INPUT "NAME DF PLAYER 2 •" ; 
L$ 

220 LET Ml • l001 LET M2• 100 
230 GO SUB bOO 
231 PRINT AT 3 1 4;PS ; " HAS l.";M l 

;AT 5,4;L'S;" HAS t ";H2 
240 INPUT "PLAYERS 1 ST AKE•";ST 

AKE1 
245 IF STAKEl>M l THEN GO TO 24 

0 
250 INPUT "PLAYERS 2 STAKE•"1ST 

AKE 2 
255 IF STAKE2 >M2 THEN GO TO 25 

0 
257 LET Ml •M 1-STAKE1t L!.T 112 • M2 

-S TAKE 2 
260 INPUT "PLAY ER 1 NU118E R•"; GU 

1 

2 

265 IF GUJ>41 OR GUl<l THEN GO 
TO 260 
270 I NPUT "PLAYER 2 NUMBER• "1GU 

275 IF GU2>4 l OR GU2 < I THEN GO 
TO 270 
280 IF GU1>2 ANO GU1(40 THEN L 

ET RANGEt •GU 1+ 2 : L£T RANGE2•GU1-
2 

290 IF GU2)2 ANO GU2(40 THEN L 
ET RANGE3•GU2+21 LET RANGE4•GU2-
2 

300 IF GU2 <2 THEN LET RANGE3•G 
U2+ 4: LET RANGE4 • GU2 

310 IF GU1(2 THEN LET RANGE1 •13 
U 1+4 : LET RANGE2 •GU 1 

320 IF GU1> • 40 THEN LET RANGE2 
• GUl-4: LET RANGEt •G Ul 

330 IF GU2)•40 THEN LET RANGE4 
• GU2-4: LET RANGEJ • GU2 

350 PRINT AT 7 , 4 ;P$;" • "JSTAKE11 
" STAKE";AT 9,4;LS; " •" ;STAKE2;" 
STAKE" 

3b0 PRINT AT 11, 4 ; PS"; " RANGE•" J 
RANGEl ; " TO "; RANGE21AT 13 ,4 ; L'S; 
"RANGE•";RANGE3;" TO " ; RANGE4 

380 GO TO 100 
400 IF N< • RANGE1 ANO N>• RANGE2 

THEN LET Nl•Ml+STAKEl+(STAK Et• O 
001) 1 GO SUB SOO 

41 0 IF N(• RANGE3 AND N>•RANGE4 
THEN LET N2•M2+STAKE2+ CSTAKE 2 • 0 
002>: Go sue 000 

420 PAUSE 100 : FOR N•3 TO 191 P 
RINT AT N,4;" 

~ : NEXT N 
4 30 IF Mt<•O OR M2(•0 HIEN GO 

TO 450 
44 0 GO TO 230 
4 50 I F Ml(•O AND M2<•0 THEN CL 

S : PRINT "BAO LUCK BOTH OF YCMJ. 
YOU BOTH LOST": GO 

TO 46 0 
4::51 IF M2<•0 THEN CLS : PRINT 

"SAD LUCK .. ;LS;" YOU LOST .. 1 PRIN 

---------------------------' T ""WELL DONE "1P $; " YOU WON • " 1 

40 

1 RESTORE 30 
5 LE T C0•0 1 LET 0001 • 11 LET O 

002 • 1 : LET RANGE 1 • 1 1 LET RANGE2 • 
1: LET RANGE3 • 11 L ET RANGE4•1 

10 POKE 236 58,8 
20 FOR F•USR "A" TO USR "C"+71 

READ A1 POKE F ,A1 NEXT F 
30 DATA 255,129,12'tl,129, 12<1,12 

9, 129, 25::5,255, 128, 128, 129, 128, 12 
a, 120 , 25s , 2:ss , 1, 1, 1·1 1, 1, 1,2ss 

4 0 FOR N• l TO 41 t READ A,8,C 
50 PRINT OVER l;AT A 1 8;CHR'S C 

1AT A,B1N 
bO tF N )• lp THEN PRIN T AT A,8 

1CKR'S 14 51C HR$ 14bJAT A,8f OVER 
l;N 

b5 NEX T N 
70 DATA 1 ,1,144,1, 3 ,144,1,5,14 

4 1 I, 7, 144, 1,9, 144, 1, 11, 14 4, 1, 13, 
144, l, 1S I 144, 1, 17 I 144, 1, 19, 14!5, 1 
,22, 145 , l ,25, 145, 1,28, 145,3,28, 1 
45,5,28, 145, 7 ,28, 145,9,28, 145 

BO DATA 1 l 128, 14S, 13,28, 14!5, lS 
,28 1 145, 17 ,2B, 145, 1'tl,28, 14S, 21,2 

8, 145,21,25, 145,2 1 ,22, 145,21, 19, 
145, 2 1, 16, 145 ,21, 13, 145,21, 10 , 14 

5 ,21, 7, 145,21 ,4, 145,21, 1, 14~, 19, 
l, l4S, 17 1 1, 14S, 15 1 1 1 14 :S, 13 1 1 1 14:5 

, 11,1, 145,9, 1, 145, 7, t ,145,5; 1, 14 
5,3, 1,145 

90 GO TO 200 
100 RESTORE 70t FOR N•l TO 411 

READ A,B,C 
10:S LET PA • RND•2+. 35 
lOb IF PA< .5 ANO CO>l ANO N>•lO 
THEN PRJNT AT A,81 PAPER 4 1 IN 

K 1; FLASH 11CHR$ 14S1CHR 'S l.llb1A 
T A,81N1 LET C0•01 00 TO 4 00 

107 t F PA(.S ANO CO>l AND N( 10 
THEN PRINT PAPER 41 INK t I FLA 
SH l;AT A,B;CHR'S C1 OVER l1A T A, 
BJ Nt LET C0-0: GO TO 400 

108 I F PA< .5 AND CO(• I THEN LE 
T PA • . 5 

11 0 IF N)•lO THEN PRINT AT A , B 
; FL ASH l; PAPER 2; CHR'S l 45; CHR$ 

14 b;AT A , B;N: PAUSE PA: PRINT A 
T A,Bi FLASH O; PAPER 71CHR :f. 145 
jCHR'S 14b;AT A,8: OVER l;N 

1:SO PRINT OVER 1 ; PA PER 2: FLA 
SH l;AT A,B;CHR:t: C;AT A , B1Nt PAU 
SE PA: PRINT AT A,8; FLASH Ot OV 
ER 1 t PAPER 71CHR'S C;A T A,B; N 

140 NEXT N 
150 LET co-ca .. 1 
lbO GO TO 100 

Ml 
452 IF Ml <•O THEN CLS : PRINT 

"BAD LUCK "; P'S;" YOU LOST": PRIN 
T ' ' 'WELL DONE " jL :f.;" YOU WON• "; 
H2 

460 INPUT "A NOTHER GO 7 " :W.t: 
470 IF W't'• "Y" THEN RUN 
480 IF NOl W:f.• "Y" THEN STOP 
bOO RESTORE btO: FOR N• 4 lO 14 

STEP 2: READ DATA : PR INT AT N,4; 
Cl-+R'S 14 :S; " ";CHR f' 14b;A r N,5; 
" lt N;DATA: NEltT N 

bl O DATA 1,2 , 4,6,8 , 10 
b-15 RESTORE 610: FOR N• 1 TO INT 
CRN0•7>: READ ODD I I NEltT N: RES 

TORE blO : FOR M• I TO INT CRND• 7> 
: READ 0002 : NEXT M 

0 20 PRINT AT 18,4; "PLAYER 1•";" 
t:";0001 : PR IN T AT 19,4;"PLAYE R 
2•"; .. l : ";0002 

630 PAUSE 1501 FOR N•4 TO l9t P 
RINT AT N,4;" "1 NE X 
T N: RETUR N 

800 PRI NT AT 18,6; "WELL DONE YO 
U WON": FOR N• l TO 255 : OUT 132, 
N: BEEP . 00 175,R ND• b5 : NEXT N: P 
RINT AT 18,bj" 

810 RETURN 
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How much would 
you expect to pay for a 
dual 128K fast access 
storage system for 
your Spectrum that 
included Centronics 
and RS232 interfaces 
and free word pro ­
cessing software as 
standard? 

Chances are it's a lot more 
th an C129.95. But this is what 
w ill buy you the incredible 
Rot roni cs Wafadr ive unit. 
Ther e are no extras - this price 
inclu des VAT and postage. 

A fast reliable dual-
drive storage system 

Integrated System 

TheWafadriveisa 
comp lete system wh ich 
co ntains the micro interface , 
two 128K drives, RS232 and 
Centron ics ports ,all in one 
attractively-styled ,compact 
unit . There is a minim um of 
connecting leads and no extra 
boxes to clutt er the desk top . 
Like the majority of profes · 
s ional systems .the units are 
dual drive. Th is offers the opti­
mum ba lance between system 
flexibility and cost. Built-in 
serial and parallel interfac es 
allow the dir ec t connection of 
just about any popular printer. 

Fast and Reliable 

The Wafadriveachieves 
very fast loading and saving , 
but not at the expense of 
reliability. Extensive resear c h 
and the use of high g rade 
materia ls ensure that the 
Wafadriv e will giv e years of 
dependable operation . Data 

integ r ity is on a par with 
floppy disk. The fully inter ~ 
changeable wafers are avail­
able in three sizes - 128K ,64K 
and 16K.Low capacity wafers 
give faster access . They are 
therefore mos t suitable for 
program development 
applications. The high 
capacitywafersare suitab le 
fo r more genera l data storage. 
Loading rate isw ell overten 

times as fast as cassette! 

Software 

Ar med with the com ­
prehensive user manual , 
blank wafe r and word 
processor supp li ed , yo u can 
use your Wafadr ive stra ight 
away. There is also a rapidly 
growing range of software to 
enable the prog rammer and 

games player to exploit the 
Wafadrive system to the fu ll . 

Wafadr ivefort he 16/48K 
Spect rum is available now. 
Versions for other popular 
home computers are under 
development . 

Senda 16p stamp for a full 
co lour broc hure and 
Informat ion on software and 
accessories. 

FOR USE WITH THE SINCLAIR SPECTRUM 



Spectrum owners! Imagine what 
great use you coold make of all 
these components. Rotronicshave 
integrated them all into one 
attracti>elyst)1ed,compactunlt.AII 
the pc,wer and convenience of 
floppy disk can roN be yours. but at 
a fraction of the cost. 

A complete package 

WafadriYe is extremely 
versatile. Five majo(cornponents 
are housed within this one unit­
the micro interface , two 128K 
d<il/es, RS232 serial and 
Centronics parallel ports.Also 
included in the package are a blank 
wafer and Spectral Writer- a 
supert,word processo, program. 
The micro interface forms the nerve 
centre ofwafadrive. controlling all 
its majo( functions . The dual drive 
configurationandtheabilityto 
connect standard peripherals 
directlyprO\lidesprofessional 
system flexibility. All this without a 
mass of separate components and 
wlnerable cables. Wafadrive 
transformsyourSpectrumintoa 
ve,ypowerful system. 

Speed, reliability and 
capacity 

Thewaferscontainanend1ess 
loop of specially de\lelope<l 
magnetic tape driven at high speed 
past a readJ\IKite head. The result is 
fast access without data loss. 
Three s izes of wafer are available 

with minimumfoonatted 
capacities of 1611. 64K 

and 128K. The 128K 
wafer costs£3.95. 

Data transfer rate is approximately 
2Kperseoond. AccessUme is 
proportionaltocapacity.16Kwafers 
are ideal f0<programdevelopment. 
with the larger capacity wafers 
being more suitable f0< general use 
and archMng of completed 
programs and data . Mechanical 
longevity is assured by the use of 
high grade materials throughout 
and full interchangeabilitybetween 
machines is guaranteed. 

Extensive software 
applications 

Wafoc·,.re provides intelligent 
file handling and rapid access to 
data. Program development and 
otherapplicat ionscanbe 
performed with ease. Start word 
processing immedtatelywilh the 
specially de\lelope<l software 
package included with Wafadrive. 
Or battle with a spectaeular 
interactive games program. 
Whatever your mood. you'll find the 
sophisticated Wafadrive software 
challenging and rewarding. Future 
versionsof Wafadrive will be 
available for most.popular home 
mietos.sosoftwareback·upwillbe 
comprehensM!. 

For further infonmation 
contact us no'N f0<ourfull colour 
bfochure. 

AU-IN-ONE PRICE 
£129.95 (Inc. VAT) 

Rotronicsl.lmrted.Santosh ~ :: .. ~~':: . ,• 
High W)1:ombe.&cks . 
HP112W Tel:(0494)4 52757 

ROTROMICS 

WA FAD RIVE 



10 DIM •<2 b): Dlt1 .t'F< 2 b,lll: D 
IM bS (2b , 10l 

20 t-'Dk b•I TO 2b 
~u Rl::AD •< b> 
40 NEXT b 
:50 FOR c• t TO 2b 
bO READ •• (cl 
70 NEXT c 
80 FOR d • l TO 26 
90 READ bfa(dl 

100 NEXT d 
110 FOR e•l TO 26 
11 2 IF •14>6 THEN INK 1 : BORDE 

R I: GO TO 120 
115 INK JNT e/ 4: BORDER INT • 

/ 4 
120 PRINT • , aS (e) 
130 NEXT e 
l 40 INPUT "Enter your choi cw of 
countr y" ;b 
142 IF b/4 ) 6 THEN INK 1 : BORDE 

R t : GO TO 150 
14 5 IN K IN T b/4: BORDER JNT b 

/4 
15 0 IF b ) 2b OR b ( l THEN GO TO 

140 
15 5 CLS 
160 PRINT • S(b) ,• lb) , ,bS(b) 

SINCLAlR PROGRAMS &ptmibn 1984 

170 INPUT "'How m•ny pounds <s te 
rling) h•v • you got ? • ";f 

180 PRINT " # " ; f;" •" ;•(b)*f;" "! 
bS(b) -

18:5 PAUSE O: CLS 
190 BO TO 110 

1000 DATA J.53,26,7b,4,1.77,13.7 
5 
1010 DATA 7.94,11.39,148 , 5 ,4.2,3 
6 . 75 
1020 DATA 1. 22,267,230:::i,3 19,.6, 2 
.12 
1030 DATA 10.b5, 190,2.02,203 . 7::i 

1040 DATA 11 . 06,3 . 06,450,1 . 38 
1050 DATA 3 . 72, 182 
1060 DATA· "Austr a l i •", "Au s tri ;i,", 
"B•l g i um" , "C;i,n;i,d;i," , "Denm;i,rk" 
1070 DATA "Finl ;i,nd" , "Fr;i,nc•", "Gr 
eece", "Hol J •nd" 1 " lcel • nd" 1 "Eire" 

1080 DATA " Israel", "It.al y", "J&pA 
n", "M•l t•", "N ?••land", "Norw .. y" 

1090 DATA "Port.u.gal ", "S Afric a ", 
"Sp•i n " , "Sweden", "Swi t%erl .and" 

1100 DATA "Turkey", "USA", "W Germ 

amount of money you have and rhis will 
be converted ro the foreign currency. 
To change the exchange rates alter the 
DATA statements for array a. 

Tour ist Rates was written for the 
16K Spectrum by Nicholas Stein, aged 
12, of Bromley, Kent. 

any" , "Vugosl a vi •" 
1110 DATA "Dollar s ","Schillln9 s" 
, "Fr•ncs", "Dol l•r • " , "Krone r ", "Ma 

rkk•" 
1120 DATA "Fr.ancs", "Dr•chm a ", "Ou 
i 1 d•r•", '"Kronor", "Punt.•", "Shek•l .. 
1130 DATA "Li re", "V• n" , "Pound s ", 
"Do llar s", "Kron.,.", "'Escudo s ", "R• 
nd" 
114 0 DATA "P1u,e t• • ", "'Kronor", "Fr 
;i,nca", NLtr,11", "Dol l•rs", "M.airks"," 
Din;ior•" 
11._5 STOP 
11:!iO SAVE '"T R,1te s" 
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T HE OBJECT OF the game is to 
reach the other side of the river 
by jumping on the backs of the 

turtles . If you jump onto a turtle as it 
goes under the water you will fall off 
and drown. To play the game save the 
graphics program and main program 
separately. Then load the graph ics pro­
gram and RUN it. After OK appears, 
type NEW and enter and then load the 
second part. Use RUN 5 to start the 
program and then both programs can be 
saved using GOTO 9999. 

Turtle Hop was written for the 48K 
Spectrum by Andrew Broadhead of 
Wakefield, W. Yorks. 

10 FOR x• USR "a." TO USR "u"+ 

20 READ Q 
30 POKE x , g 
40 NEXT x 

100 DATA b3,31,1,1,,,o,o, o ,24e, 
240 , 224, 192, 128, 0 ,0,0 

110 DATA 15,15,15,31,63,127,0,0 
,224, 22.q, 19 2 , 129,0,0,0,0 

120 DATA 240,248,2::i2,2::S2 1 126,b2 
,0,0,0,0,0,0, 1, 7 ,31, 127 

130 DATA 0 ,1 131,127,255,255,255 
, 255 ,0, 252,255, 255, 2::)5, 255,255, 2 

"' 140 DATA 0 , 0, 192,240 , 252,255,25 
5 ,255,o,o,o,o,o,o, 192,240 

150 DATA o , o,o , o ,3, 15,29,61, 131 
, 127 ,63,63,255,255,25 5 , 255 

160 DATA 255,255,255,25 5 ,255 125 
2,240,240, 15, 15,9,9, :51 ,6 0, 127, 15 

170 DATA 240,240,144,144,24 8, 60 
,254, 240,30,30,30,30, 126, 126, 126 
,o 

10 0 DATA 120,120 1 120,120,126,12 
6, 126,0,0, 1:5, 15 , 15,63,63,63,0 

190 DATA 0,240,240,240,252,252, 
252,0, 1,3, 7, 15, 3 1,63, 127 ,255 

urtl• 
170 GO TO 130 

29 99 REl'1 r • pl.ac• turtle 
3000 lF mov• < > 1 THEN RETURN 

200 DATA 128 , 192,224,240,248,2:5 
2,254,255 3010 LET fflO..,.IP•O !=============..l 3~:°i:1~; .. A;G~!j!v•7J-51 PAPER 

44 

2 REM Turtl • Hop 4BK Sp•ctrum 

3 LOAD "Gr•ph1cs" CODE 
5 LE T hi•O 
9 LE T ac•O : LET •h • l: LET Ii • 

10 LET 1-S•" 1": L ET r:f.•"0" 
11 LE T x•8 : LET y•O 
40 LET • t a.r t • O 
50 LET mo v•• O 

100 BO SUB 99001 REM 1ntrc 
110 GO SUB 9800 : REM inatructa 

120 GO SUB 9000: REM 5cr ••n 
130 GO sue 5000t REM tw-tl• 1110 .. 
150 GO SUB 6000: REM 

o nt 
160 GO SUB 3000 : REM repl•c• t 

3030 PRINT AT 12, <.,,• 7)-5; PAPER 
1; INK 4;"KL(3•i90)M9" 

3040 PRINT Ai 13, (..,.•7>-5; PAPER 

3~;0 I:~T~~~ABCD E " 

3399 REl'1 lcat .. 11 11..,.•• 
3 400 PRINT AT a,o, INK O; PAPER 

5;: Bame ov • r 

3410 RESTORE 9986: FOR 9 • 1 TD 11 
: READ .a,b: BEEP .a/2 1 b1 NEXT g 

3420 IF sc >h t THEN LET hi • •c 
3430 LET •c•O : LET •h • li LET li • 
3 
3435 LET X• 0: LET V•O 
3436 LET •t•rt•O 
3 44 0 GO TO 110 
3 999 REM lo •• I if• 

4000 PRINT AT 8, 10; FLASH 1; lN 
K 0: PAPER 7J "LOSE A LIFE~ 
4020 RESTORE C,C,861 FOR 9•1 TO 11 
: READ •,b : 8€.EP .a/2,b: NEXT 9 

4030 LET li • li - 1 
40 32 IF 1 i • O THEN GO TO 3400 
4035 LET 1e•B: LET y•O 
4036 LET START •O 
4040 GO TO 120 
4999 REl'1 turtle mov•111•nt 
5000 LET ••l-<sh/10> 
5010 LET v • INT < RND • 4> +1 
5020 1 F RND >• THEN 00 TO 5040 
5030 RETUR N 
50 40 PRINT AT 11, <v•7>- 5 i PAPER 

5 1 INK OJ " " 
5041 LET IIIOVIP• 1 

5045 FOR f•l2 TO 13 
5050 PRllilT AT f, lv•7> -51 PAPER 
l;" .. 
~60 NEXT f 
506 5 BEEP • 1 10 
5070 RETURN 
5 499 REM r••ch ott,•r aid• 
5500 I F y•30 AND •t•rt s O THEN G 
O TO 5b00 
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b01:S IF ATT R (x+3,y> () 43 ANO 
y <> 30 ANO y <> 0 ntEN 60 TO 6 
lbO 
6020 RETUAN 
6100 IF y • 30 THEN RETURN 
610:S PRINT PAPER 8; AT )( ,y;" " 
; AT x+l ,y;" "I AT x+2,yJ.. " 

6110 IF y•O THEN LET y • y•:S1 GO 
TO b130 
6120 IF y =-26 THEN LET y•y • 4: GO 

TO 6130 
6125 LET y•y+7 
6127 BEEP . 5 ,12 
b13 0 PRINT INK 2; PAPER :5; AT x 
,y; INK 2; "!§:'; AT x+l ,y; tNt< 7; 
·~; AT x+2,y; INK 2; ".f'.!." 
6140 IF ATTR (1t•3,y) <> 43 THEN 

GO TO 61:S:S 
6145 LET s c•sc•lO 
6146 PRINT AT 1,01 PAPER 7J INK 

l; sc 
61 :50 RETURN 
615 :S IF y•30 OR y•O THEN GO TO 
,OOO 
6160 FOR x•9 TO lb 
6170 PRINT I NK 2; PAPER 8; AT x 
-1,y; " " ; AT x ,y; INK 2;".f!§"; A 
T x+l , y ; INK 7 ; ':r:!Q" ; AT x•2,y; I 
NK 2; "PC!" 
6190 ~ . 1,-K-20 
6190 NEXT x 
b200 Go sue 4000 
bbOO IF y • O THEN RETUAN 
6610 PRINT PAPER 8; AT K , YI N 
; AT x+1 1 y;" "; AT x+2,y;" " 

6620 IF y • :5 THEN LET y=y -:S I GO 
TO 66:50 
6630 IF y • 30 THEN LET y•y-41 GO 

TO b6 :SO 
66 4 0 LET y• y-7 
6650 GO TO 6127 
8990 STOP 
8999 REM SCREEN 
9000 BORDER :S: CLS 
9010 PRINT INK 2; PAPER 7; AT O 
,O: "SCORE SHEET LIVES H 
IGH " 

:--"- ..... ::::!!!~;;;;;~""s~"!l~~!-,j ;g~; ;;:~; ~=E~; 
7tA:;R 1-i~;AT 

,O; s c; AT 1,lt; s h; AT' l, 20;li; 
T 1,27;hi 
9030 FOR g • 2 TO 10 
9035 PRINT AT 9 10 ; PAPER :S;,, 

9040 NEXT g 
9042 PRINT AT 3, 11; INK O; PAPE 
R 5; " TURTLE HOP" 
904 :S FOR g• l 1 TO 19 
9050 PRINT AT g,O; PAPER lj, 1 

90:52 PRINT INK 2; AT Q ,O;" (2•i Q ~;; :~x~·~o1 "c2•i9G>.. --

9011 INK 2: PAPER l 
907 5 PRINT AT 14, 2 ;:.Y. "; AT 14,2 

:i;f PRINT AT l :S,2 ; "(ll!!!..!:!" 1 AT 

9~~72=~;~~~~" 16,2;" C2• igB)U"; 
AT 16,27; "TC2 • ig8>" 
9078 PRINT AT""t7",2;"C3 • igB>U"; 

:~7~
7 

P~~~;T <~;tyg~;;" t4*igBl U" 1 

,'r -,-,-,o- ,-. - ,-.-O-A_N_D_s_t_,r_t_•_30- T-HE_N_ G .... =~9~
8

P~~~;rc:~i,;~;i" (29 • 198)" 

O TO 5700 
:S:520 GO TO 130 9090 PRIN T JNI< 2; PAPER :5; AT x 
:5600 LET sta rt • 30 ,y; INK 2;"~ ' 1 AT x+l,y; INK 7; 
56 10 LET sc•s c+IOO "NO"; AT x+2,y; INK 2; "f>Q" 

:5620 BEEP l , 4 0 91'o0 FOR 9 •2 TO 23 STEp°Y 
5625 LET sh•s h+l 9110 PRINT AT 1 1 ,Qj INK 31 PAPE 
:5630 GO TO 120 R :Si~ FGHlJ"; AT 12 1 9 ; PAPER l; 
5700 LET sta rt • O INK 41 "KLl3 • 19B>MB"1 INK 4; AT 
:S?lO LE T sc • s c+100 13,Q; "ABCb E I 

5720 BEEP 1,40 9120 NEXT g 
572:5 LET sh•sh + l 9130 RETURN 
:5730 GO TO 120 9698 STOP 
5999 REM m•n ,nov•ment 9699 REM d•fi n• k•Y • 
6000 IF lNKEYS •r$ THEN GO TO 9700 POKE 23658,8 
6100 9701 PAUSE :S: PAUSE :51 PAUSE 51 
6010 IF INKEYS •U THEN GO TO PAUSE :S 
6600 970 :S BORDER t; PAPER l I INK 71 C 
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LS 
9710 PRINT AT 3,:SI "Pr••• th• k• 
y to mov e : ~ 
9720 PRINT AT 7 1 81 "LEFT-
972 !1 LET 1$ • INKEYS : IF lS•"" T 
HEN GO TO 972!1 
9730 PRINT AT 7,1:5;1$ 
9740 PRINT AT 11,7; " RIGHT" 
974:S LET r$ • 11'.it<EYS : IF r $ •"" 0 
R rS•l $ THEN GO TO 974:S 
9750 PRINT AT 1 l, 1:S;r$ 
9760 PRINT FLASH 11 AT 18,3;"Pr 
as s a ny kay to continu e ." 
9770 PAUSE 10: PAUSE 101 PAUSE O 

9799 REN instruct s 
9900 BORDER :S: PAPER :Si INK 01 C 
LS 
9810 PRINT AT t, 11; " TURTLE HOP'" 

9820 PRINT AT 3,01" Dlr •c t th• 
turtl • hopp•r from on• si d• cf 

th • river bank tc th • ether b 
y Jumpin g onto the turtl ••' b • 
cks whi le th•y •r• at th e surf 
•c•." 
9830 PRINT " If one of th• t11 duck 
• and your hcpp•r i • st i 11 en 
the turtle then you are in fer 

an e•rly, •nd v•ry cold, bath 

9840 PRINT " You seer• t•n point 
s for e ac h s ucc e ssfu l Jump th• 
t you 111.a.ke .and hundr ed points 
if you c an r e ach th• cth •r st d .. " 
98:SO PRINT You may d efi n e th • 

k • Y• you u•• fer l • ft .and 
right by pr ess ing ... D .... "' 

9860 PRINT " Otherwi•• Uli9 "'""'"; 

1$; " ""'"' to mcv • l•ft and ........ ; 
r:f; ""'"' fer right . " 
9970 PRINT •1; FLASH 1;" Pr os s "' 
D"' or "'S"' to s t • rt g•m• N 

9880 IF INKEY:f • " • " OR INKEVS 
• "S" THEN RETURN 
9885 IF JNKEYI •"d" OR INKEVS 
• "0" THEN GO TO 9700 
9890 GO TO 988 0 
9899 REM intro 
9YOO BORDER 6: PAPER bt CLS 
990 :5 PRINT 
9908 FOR g•l TO 5 

991 0 PRINT AT 0 , 11; INK 01 " TURT 
LE HOP" 
992 0 NEXT Q 
99 2:5 FOR g•1 7 TO 191 PRINT PAPE 
R 7; AT 9,0J,,1 NEXT Q 
9930 PAPER 7: PRINT AT 17,1; IN 
K 1;".!!§."I AT 18,1; INK 21 " t:!Q"; A 
T 19,11 I NK 4;'~" 
9940 FOR g•24 TO 3 STEP -1 
9945 PAPER 71 INK 3 
99:SO PRINT AT 17 1 Qf .. £fil:!.!!l. " 

9952 PRINT AT 1B,g; "K LC3•tg8)M9 

9955 PRINT AT 19 1 91 "~ ~ " 

9960 BEEP • l ,Q 
9970 NEXT Q 

9975 PRINT AT 17,3;" 
9976 PRI NT AT lB,31" 
997 7 PRINT AT 19,31" 
9980 PRINT AT 17,l;"C~"r 

AT 19,1 1"~"; AT 19,11" <.9. 

~;STORE 99861 FOR g• 1 TO 11 
I READ •,b1 BEEP •12,bl NEXT Q 

9996 DATA 1,7,.66,7,.33,7,1,7,.6 
6, 10,. 33,9, . 66,9,. 33, 7 , .66, 7,. 33 
,6,2, 7 
9990 PRINT AT 21,:SJ INVERSE 1;" 
PRESS ANY KEY TO START" 
99Yl FOR g • l TO 100: BEEP .01,g/ 
2 1 IF IN KEY$ < > ""' THEN RETUR 
N 
9995 NEXT 9 
9996 PRINT AT 21 , O,, 
9997 GO TO 99 30 
9999 SAVE "Tu.rtla Hop" LINE 11 S 
AVE "'Graphic s " CODE USR "a",21• 
8 
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The easiest way to become computer literate 
All the best listings in 
Basic, machine code, 
Forth and many more 
languages plus 

---------------------------, 
SUBSCRIPTION FORM I 
Mall to : EMAP I 
67 Clerkenwell Road, London EClR SBH I 
Yes - I'd like to subscribe to Sinclair Programs I 

• Programming advice (12 issues - price £13.20) I 
• Language courses I enclose a cheque for £ _ _ I 

Please charge my credit card : I • Software reviews 
Card name Number I 

EXPAND YOUR MIND AND 
YOUR MACHINE 

Name Address : 

SUBSCRIBE TO SINCLAIR 
PROGRAMS TODAY 

Signature Date I 
N.B. Thi$ offer app lies 10 U.K. subscrib ers only. Oversea s rate s availab le on req uest. I 

L--------------- ----------- I 

A world of activity for you 
and your Sinclair 

~ . Whether you have a ZXBO, ZXBI or Spectrum - we can show you 
~ '\\ there's far more to your Sinclair than you ever thought possibl e. 

? 

J 
), 

(. 

· l.r ~ ) ~ That's the active, lively world of Sinclair User - the first magazi ne 
• l written specially for everyone who owns or uses a Sinc lair 
,_.. i ~ ~.,... I computer . 
, .q ), , ~ .... \ Every month. there is a whole range of games , business ideas and 

l... _) J- r'" bright new ways to learn. There is the Sinclair User Club , with 
...._ ..--. special exclusive member offers. There are technica l facts, 

development news and advice, p lus hints from other users and 
answers to queries - in ract everything you need to be an 

interes ted, informed and ACTIVE Sinclair user. 
There's just one problem - Sincl air User sells out fast! So make 

sure you don't miss your copy : order it today from your 
newsagent - or complete the subscription _ 

form below and we will _ - - - I 
send it to you direct, every month. _ _ _ I 

- - -.,;P• ,o ----- I 
---~osubsc tot£.~ I 

' -~ J _; __ 5~ 10;-- \~!:se a ~':-pet----==----::::: : 
' - - - f.C\\'· g ?sJ') ~ :::=------------------==-

" J - -\\-{",;i, \P"~~; 00 ,nclc"!: na"'" aa,ess at• ~ : 
- - '{\vie !\Ce 3,1'.d \} \(. sU .µ\ab\e 

__ ; £~ G1 ~;::~~2 \Ss:; !'/ c1ed\\ c ~ oUet a\'l>~:::eas iate; :~ e~ue5' : 

- - - - t,Aa.il \ Sll\c\all ?\ease c ~a.Jt\.e ~ :e ot'U'l I 
~ -- ----
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YOU CONTROL a launch pad at 
the bottom of the screen and 
must manoeuvre it to catch 

Mervin the Mouse. When Mervin 
hits the launch pad he catapults into the 
cheese at the top of the screen. Mervin 
has five lives and you gain one point for 
each piece of cheese he eats. 

Mervin the Mouse was wriuen for 
the 16K Spectrum by Phillip and Collin 
McCabe of Stockport, Cheshire . 

179 REH n•w 9111,ma rout:1 n• 
180 IF q< 1 THEN FOR %"'-1 TO 6: 

PRINT AT 10 , 6; lNK 5 ; FLASH l; ~ 

GAME OVER"; AT 12 ,4;''ENTER SKILL 
LEVEL 1-2": FOR d•40 TO O STEP 

-5 : BEEP .00'9,d: NE XT d : NEXT ;:: : 
LET .a• l: LET b•l 
181 IF INKEYf:: a" 1" THEN LET l 

oop=19b : LET level • ! : CLS : GO T 
a 10 

182 rF INKEYS • "2" THEN LET l 
cop•196 : LET lovel•2: CLS I GO T 
0 10 

18 3 IF INKEYS <> "" THEN GO 

-- .- •• -M- M-.-.v- ,-N- T_H_e_ M_OOS_ E ___ ... T~e!
0
!0 TO 181 

4 BORDER O: PAPER O: INK 5: C 185 LET m• RNO 
LS 

:5 REl'1 r • .adlng d•t• 
6 FOR n "' USR "a " TO USR " e "+ 

6: READ k: POKE n, k: NEXT n 
7 GO sue '9000 : LE T hi • O: LET 

c•O : LET s• O: LET • • l: LET b• l 

10 &DROER 0 : PAPER 01 IN K 5 : C 
LS 

1:5 IF s>h 1 THEN LET hi •s t CLS 

16 LET 5 • 0: LET q • 5 : LET c•O 

20 PLOT B,168: DRAW 239,0 
30 PLOT 8, 1671 DRAW INK 5;0 ,­

lb7 
3:5 PLOT 247,167 : DRAW INK 5;:0 

,-167 
45 FOR n ,. 2 TO 8 
:5:5 PRINT AT n,2; INI( 6j 8R1GH 

T 1; "AAAAAAAAAAAAAAAAA AAAAAAAAAA 
£!:": NEXT n 

59 REM main pro9r•m 
60 LET n • l5 : LET x•20 : LET y• 

INT ( RND •1 0) + 51 LET dx • ,u LET 
dy • y 

65 IF y ) 29 OR y < 3 THEN GO SUB 

'"° 70 IF ><<2 THEN LET .... -., 
75 IF SCREENS l><, y> <> " " TH 

EN GO SUB 125 
80 IF x ) 20 AND (y•n ... l OR y • n+2 

OR y•n+3) THEN LET a • -ar BEEP 
.OOB, 10 : LET y•y+l 

85 PRINT AT dx,dy ; " "1 AT x,y 

19 0 PRINT AT 21 , 0 ;:: 

200 LET b•-b•(111<0 . 5)+b • <m )• O. 

" 20:5 GO TO 60 
209 REM d a ta .and intti.ali11ation 

210 DATA BIN 00011000, BIN 001 
11100, BIN 01111110, BIN 1111011 
1, BIN 1111111 1, BIN 111 01111, B 
IN 01111110, BIN 00111100 

215 DATA BIN 11000011, BIN 110 
11011, BIN 01111110, BIN 0101101 
O, BIN 01111110, BIN 01100 11 0, 8 
IN 01111110, BIN 0011 11 00 

216 DATA BIN 0 1100000, BIN 0 11 
00011 1 BIN 11 100111, BIN 1111111 
1 1 BIN 11111111, BIN 1 1 100111, 8 
IN 01100000, BIN 01100000 

217 DATA BIN 01111110, BIN 111 
11111, BIN 11100111, BIN 10100 10 
1 1 BIN 10111101, BIN 11100111, B 
IN 11111111, BIN 00 100 100 
2 18 DATA BIN 00000110, BIN 110 

00 110, BIN 11100111, BIN 1111111 
1, BIN 11111111, BIN 11100111, B 
IN 00000110. BIN 00000110 

299 REM &il v• r-outine 
300 SAVE "-MERVIN-" LINE 1 
400 REM pr-inting new •he•t 
500 LET .a• l: LET b • l: LET c•O: 

FOR J • t TO 40: PRINT AT l 1, 101 
FLASH 1; JNt< RNO • 6; "'NEXT SHEET 
": BEEP .008,j: NEXT J : CLS : GO 

TO 20 
8999 REM printing in • tr-uction• f 

o,.. g•me 
9000 PRINT BRIGHT l; INK 61 " -- ­
-- - MERVIN ON THE MOON ----- -" 

9010 PRINT BRIGHT 1; INK 6; "Yo 
u contr-ol .a l •unch pAd (~) .at 

th e bottom of th• •cr••n .and wh 
en you c a tch N&rvin you g •t • po 
int.You .al s o get .a point when t1• 

rvi n vat s •otn• eh•••• · " 
9015 INK 4 
9020 PRINT BRIGHT t; "'Th • id•• 
of the 9•me i i; to help MERVIN th 
e mou•e to ••t .. . 111.any chunk s of 

chee se from th e tnoon .a• po•11ib 
l•. He ha5 ,ii; p,ii;ir" of Rock•t Bo 
o•ters on hi s b•ck to h•lp hitn 
get to th• moon but th•y ont y 

hold e nough .fu•l for on• jou.rn1 
d •t th • bottom of t he w.cre•n to 

catch mervin to refuel hi 
s rock•t booster• fo,.. •noth•r- J 
ourney." 

9025 PRINT BRIGHT l; "Wh en you r 
e.ach 196 you 90 on to .lnoth1;1r pl 
•net." 
9030 POKE 23692, 25 5 
9040 PRINT •Oj FLASH 1; BRIGHT 1 
; INK 6;" PRESS ANY KEY TO BE 
GIN " 

9050 IF I NKEYS • " " THE N GO TO 
90,0 
9060 IF INKEY:f <> MM THEN FLA 
SH O: GO TO 9100 
9070 GO TO 90:50 
9100 CLS : PRINT ''' BRIGHT 1; I 
NK 6; "Yo u U$1P key5 1• l e ft 

O•right 
9•p•us• 

9105 PRINT · · • BRIGHT 1; FLASH 1 
; I Nf( 4 : " ENTER SKILL LEVEL 
1-2 

911 0 IF 1NKEYS • "1" THEN LET 1 
oop.,1 96 : LET level • !: RETURN 
91 1:5 IF JNKEY'J "'"2 " THEN LET l 
oop.,.196: LET l • v•1 •2 : RETURN 
9120 GO TO 9110 

; 't~: p~~!T dx;; : 2;~~; di~ 3; BRIG ,---------------------------' 

HT I; .. ~" 
95 LET n • n+( INKEYS • "0" AND n 

<• 26)-t lNKEYS . .. 1 .. AND n >O> 

100 IF INKEY:f •" 9" THEN PAUSE 
0 
I 05 LET ><•IC-a : LET y•y+b 
110 IF IC )21 THEN GO TO 16:5 
115 PRINT AT 0,3;"SC•* ; s; AT O 

, 13; "HI • " ;hi; AT 0,22; "MICE• " I q 

120 GO TO 65 
125 BEEP .008,20 
130 PRINT AT dx,dy;" "; AT ,c 1 y 

; INK 5 ; "8" 
135 IF fivel • 2 THEN LET a•-1 

140 IF x(11 THEN LET s•s +l: LE 
T c•c+t 

141 IF c• loop THE N GO TO 500 

145 RETURN 
150 BEEP . 008,30 
155 LET b • t-2•(y >28 OR y ( 2) 
lbO RETURN 
165 PRINT AT 0,22;" HICE • *';q 
170 LE T q•q-1 
171 PAUSE 2 
175 FOR umO TO b: FOR d•b TO O 

STEP -1: BEEP .009,u: BEE P . 009, 
d : NEXT u1 NEXT d 

176 IF Q <> 0 THEN 60 TO 18'!5 

SINCLAIR. PROGRAMS &,umber 1984 47 



D ROP sections of bridge onto the 
foundations as you pass over­
head. A man waits at the edge 

of the bridge and he moves one step 
each time you pass. If you fly overhead 
and do not drop the section in the 
correct place he will step off the edge. 
You only have three life belts with 
which to rescue him if he falls so care 
should be taken. 

Brid ge Build er was written for the 
16K Spectrum by Gordon Locke, of 
Wellesbourne, Warwickshire . 

2 JF JNKEV$ . .... THEN 00 TO 

4 DIM h(I O>: DIM h$(10,10)1 B 
ORDER 1 : POKE 23693, 50 1 CLS 

5 FOR :t• l TO 101 LET h :f C~ I • "n 
obody": NEXT :z 

7 GO TO 4000 
9 LET dm• 01 POKE 23624,1411 B 

EEP' . 3 ,-lOt BEEP . t ,-3: INPUT A 

48 

T O, O;" sk ill l • v v l ? 11 - 10 1 IO•h• 
rd" ' " ? ";k: BORDER 1 

10 IF NOT d lfl THEN PAPER 5: C 
LS : PRINT AT 10 10; INK 0; INK 
0 1 "<S PACE >• drop ••ction of br-td ... 

11 FOR ic• l TO 10: FOR :i:•x TO x 
+:SO STEP 10: BEEP .01,:i:r NEXT :i:: 

NEKT x I BORDER 01 PAPER b1 INK 
0: CLS 

12 IF dm THEN LET k • 01 PRINT 
• o; INK ,; "DEMO - " ! JNK 41 "p,.ea 
• ap•ce to s t•rt" 

14 lF NOT d8 THEN PRINT •O; 
PAPER 11 INK b;"•kill level1 "lk 
11 LET k • l 1-k 

40 PRINT AT 0,01 PAPER 3J INK 
7;'" BRIDGE SCORE O HIGH " 

1hCI) 
,0 FOR :i:•21 TO 18 STEP -11 PRI 

NT AT :i:,0; PAPER 111 NEXT ZI PR 
INT AT 17,01 INK l;"LL"J PAPER 
I:; .. (!9!!!) "t PAPER b; "LLLLLLLLLLLL 
LLLL LLLLLLL LLL" ; PAPER l;" " J PA 
PER bi "L L" 

bO Fnir:i:•b TO 2 STEP -11 PRI NT 
AT 1,+:i: ,O; PAPER 4; TAB .:i:1 INV 

ERSE 01 PAPER B1 INK 41 ".§.:'; AT 1 
~·z,:n - :i:1".I."1 PAPER 41 NEXT :i: 

70 FOR .:i:•O TO 41 PR I NT PAPER 
BJ AT 18-.:i:,O;"EEEEEEE"( TO z>1"0 
"f AT IB-z,31-:z1"Y.";~"I T 
0 .:i:>1 NEXT :i: 

7:5 'PRINT PAPER 7J BR I GHT 1 J J 
NK OJ AT 13,01 "FFFFFf"l AT 13,26 
1 "FFFFFF" 
~ z•3 TO 7 ST EP 2 : PRINT 

AT z ,271 "J:1W" 1 NEXT .:i: 
BO LET n•,1 LET a•O 
81 LET lv • 3 
82 FOR 1:•1 TO n-l I PRINT AT I 

l,:i:;" .!.:; AT 12,:z:1 "' !:!." 1 NEXT 1: 

93 JF n•~ THEN 00 TO 1000 
94 LET d• 11 LET h•O a, INK O 

100 FOR • • 29 TO O STEP -1 
110 PR'{NT AT 10,•1 ".BD. " 
ll'f FOR J•l TO k 
120 IF d • l THEN IF INKEYS •" 

" THEN BO TO 200 
121 NEXT j 
122 IF dfl'I THEN BO sue 21 IF .. . 

n THEN iF RND ) .1 THEN GO SUB 
200 
130 NEXT • 
13:i PfUNT AT 10,0; " " 
137 IF h • n THEN PRINT AT 11,n 

I" I"; AT 12,n;" H"1 LET n•n + lr 
LET-a •a + tNT ((t1+'k)/2) + Ck• 10)t 
PRINT AT O, lb; PAPER 3; INK 7! a 
:GOT083 

140 GO TO 300 
1'f0 STOP 
200 LET d•O: 1F • <> n THEN LE 

T 1• 1b 
210 IF •• n THEN LET 1 • 13 
220 IF •< n OR • >24 THEN LET l • 

12 
2~ FOR 1:• 12 TO l 
260 PRINT AT :i:,• + 1;".f."; AT .:i:-1 

,•+1; .. .. 
270 NEXT 1:: PRINT AT l ,•+lJ PA 

p;~,'~l: < > n AND <• >n ANO • <2 ' 
) THEN PRINT AT z-l,•+1; " " 

276 LET h•• 
280 GO TO 130 
320 PRIN T AT ll,n;" "; AT 12,n 

;" "; AT 11,n+l;"l." ; AT 12 ,n+l: 
"H" 
34 0 FOR ::•1 TO 5 

35'!5 BEEP . 1,50: PRINT AT 11,n+ 
l; ".J.:; AT 12,n+l; :!i" 
3'!57 BEEP . 1,01 PRINT AT 11,n+l 

; "'.K."I AT 12,n+I;"..:!_" 
360 NEXT z 
377 PRINT AT ll,n+l1" "J AT 12 

,n+lJ" " 
378 PRINT AT 1, ,n+l 1" " J AT lb 

,n + lJ "JS." 
380 PRINT AT 1,,n+l1"HELP!"1 F 

OR z•l TO ,1 PRINT AT 16,n+t1 " I 
"1 BEEP .1,01 PRINT AT 16,n+I;~ 

,K"1 BEEP .l,101 NEXT ZI PRINT A 
T 1, 1 n+l;" " 

385 LET lv • lv - 1 
386 lF 1 v • -1 THEN 130 TO 2000 

387 BO sue 900 
390 PRINT INK 2; PAPER bJ FLAS 

H IJ AT tO,B1tv;" LIFE-BELT"1"S " 
AND lv <> 11" LEFT " 
39, FOR x • l TO 101 FOR :i • x TO II 

+,O STEP 101 BEEP .Ol,:i:1 NEXT :z1 
NEXT x \ 
397 PRINT AT 10,B , , AT 1,

1
n-+2; 

" "I AT 16,n+l;" " 
398 FOR z • O TO 4: PRINT PAPER 

B; AT IB - 1:,31-1:;'"i,l " J"EEEEEEE " ( T 
0 2> 1 NEXT 1:: PRINT PAPER 7; BR 
lGHT 1 ; INK O; AT l3,2b;".E.E.f.Et ~ 

399 GO TO 82 
900 INK 21 LET d•3 + 0v • 2) 
90, PRINT AT 1,1 n+l1" 

910 FOR 1:•27 TO n+l STEP -I 
920 PRINT PAPER 8 1 AT d,ZJ INK 
2; ·"t1N0" 
922 PRINT AT d,1:;" 
92:5 BEEP • 01,2 
930 NEXT 1: 
93, FOR :z•d TO I STEP -1: PRINT 

AT 1:,n+l1" P "1 NEXT :i: 
940 FOR z•d To lb 
950 PRINT AT :i:,n•l;"!!!Q"; AT :i: 

-1,n+lJ" " 
955 BEEP . 01,1: 
960 NEXT :i: 
'f6 5 FOR .: • 1:i TO 1 STEP - 1 : 
967 PRINT AT z ,n+l;"~": AT :i 

+t , n•t;" " 
968 BEEP . 0 1,1: 
969 NEXT :i:: FOR 1:•n+l TO O STEP 
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Continued from page 48 

-1: PRINT AT 1,z;"HQO "1 NEXT 

' 970 FOR 2:• 2 TO 12: PRINT AT :z:, 
0J " t1Q0"; AT z:-1 ,O; " P ": BEEP . 0 
l,:z:'j""""ije)(T z -

990 PRINT AT 11,0; INK O;" l. " 
'" H "1 FOA z •9 TO 1 STEP -11 PR 
INT AT z,O;"!!t:!Q_" ... "r NEXT z 

98:5 PRINT AT 1,0;" 
990 INK O: RETURN 

1000 FOR z•2:5 TO 30 : PRINT AT 1 
1,:;q" J " i AT 12,z;" ..ti": BEEP . 01 
,:z:: NEXT :z: 
1001 INK 11 PRINT AT 11 1311" "J 
AT 12,31; " " 

1010 FOR z•O TO 291 BEEP .001,33 
I PRINT INK 11 AT 12,:z:;"50 poin 
t• for CDfflpl•ting br-ldge"l:z:+1);" 
CB": NEXT z 
1020 PRINT AT 12,29; "g• " 
1030 PRINT FLASH t1 AT 12,0J DY 
ER 11 INK 8,,1 FOR :z:•1 TO :51 LET 

s•s+l1 PRINT FL ASH 1; PAPER t; 
INK 7; AT tb,30p BEEP . 01,-:z:1 

NEXT z1 PRINT PAPER 31 INK 7; A 
T O, lOJ• 
1040 PRINT AT 12,0,,1 PRINT AT 

13,bJ , TAB 20J 
1100 LET n•:51 00 TO 82 
3000 LET n • n + I: FOR z • l 7 TO 20 

3010 PRINT PAPER z-u.; INK 7 1 A 
T t:5,10J " GLUG!! " ; PAPER 8; AT z-
1,n, .... , AT z,nJ"l."1 AT z+t,n;".!l, 
"1 BEEP .1,22-z 

301 :S PRlt,IT PAPER 11 AT z ,n1 INK 
7;".!S,"1 BEEP .1,21-z 

3020 NEXT z 
3030 BE:EP .1,481 BEEP .1,361 BEE 
P . 1,241 BEEP 1,121 BEEP . 2,0 : 

3040 PRINT AT 20,n1 PAPER 11 H( 

K 71 ''..r 
3050 PRINT AT 10,UJ INK 1;"13AM 
E OVER"; AT 10,11J"0EMO" ANO dm 

3060 FOR z • l TO 3001 NEXT z 

3070 CLS 
3080 IF dt11 THEN GO TO 4000 
3100 FOR z•l TO 10 
3110 IF a < • h(:t) THEN NEXT :z:1 

GO TO 4000 
3120 PRINT "you h•v• g ot one of 
today "•"' . .. hi9h••t •COf"ea. plea 
•• enter. " ' ·" your- na•• · " 
313:5 LET c•21 : LET zS •" ?ABCDEFGH 
lJKLMNOPQRSTUVWXYz ! • -+••" 
3137 LET h.$(101•" " : LET z:f•zS,..z:f 
I PRINT AT 11,16J ''"""i AT 10,16; 
.. ~~PER 4 ;" "I .. ~~PER 71 AT l:5, 10J 

3140 FOR z•I TO 10 
3142 PRINT AT 1:i, 10+:; PAPER 71 

I NK :5; FLASH l;" " 
3160 PRINT AT 10,0; PAPER b1zS( 
c TO c+26l 
3170 PAUSE 01 LET c•c+I lNKEVS • 
"8")-t INKEYS •":5"1 : lF c)34 THE 
N LET c•l 
3 172 IF c< l THEN LET c • 34 
3173 IF INKEYS • CHRS 13 THEN 
GO TO 3190 
317:i IF JNKEVS • "0" THEN LET h 
SU0,2l • :t;(c+l6)1 PRINT PAPER 7 
; AT 1:5,tl;hS(lO>: FOR :,i•I TO :50 

STEP 10 : BEEP ,Ol,ll : NEXT x : NE 
XT z : GO TO 3190 
3180 130 TO 3160 
3190 LE T hUO>•a : PR IN T AT 1:5,l 
1; FLASH 1; INK 2; PAPER 6;hS(l0 
) 

3200 LET f •O 
3210 FOR z•l TO 9 
32 1:5 BEEP . 005 ,z 
3220 IF h(:l<hlz+ l> THEN LET t • 
h(z+ll: LET hCz+Jl•hlzl: LET htz 
l•t : LET &S•h Stz+l l : LET h S(z-+ll 
•h Sl z) : LE T hS(z) •a. S : LET .,:• l 
3230 NEXT z 
3240 IF f • I THEN GO TO 3200 
4000 CLS : PRINT I NK O' .. A R R 

R R R R R R R R~ 
R 1; INK 7 ;" TODAY'S HIGHEST 

SCORES ON BRIDGE FA 
LL 

4010 FOR z • l TO 101 PRINT AT 2+ 
4,:5;h<%); TAB l81hSh:>1 NEXT z 
4020 PRINT AT 20,51 FLASH JI IN 

S(l~Eln BlAST 
10 CLEAR USA "A" - 201 
20 CLS : PRINT " This pr-ogr a 

III demonstrates a series of 
short machin • code r-outin .. , .. 

30 oo sue 9000 
40 PRINT . .. <il) 'E XPLODE ' :A 

sound r-out in• -which mak•• .a. 
good •xplosion. " 

50 FOR n • l TO 4: RANDOMIZE UBR 
EXPLODE1 PAUS E '50 1 NEX T n 

60 PAINT " <u.> 'Scr-oll I•H 
·:Scroll • sc: r-ee n loft 8 
pi)(els with wr-a.p-•rourtd" 

70 FOR n • I TO 3: RANDOMIZE USR 
l e ft: NE XT n 

BO PAUSE 11 PAUSE 100 
90 PRINT "'ti3) &Scroll rig ht ' 

:Scroll s - sc:r•ert right wit 
h wr-ap- around" 

100 FOR n• l TO 3: RANDOMIZE USR 
nght: NEXT n 
110 PAUS,E 1: PAUSE 100 
120 PRINT . " (il) 'Sc:rot l up' 

: Scrolls 'iiCreen up,c:l • aring b 
otto,n line." 

130 FOR n • l TO 101 RANDOMIZE US 
R up1 NEXT n 

J .t:10 PAUSE 1 : PAUSE 100 
1:50 PRINT AT 8,0J., (i:51 'Scro 

1 t down·: Scroll• -.cr-een 
down 1 line,cl•ar-ing top ltn ... 

100 F-'OR n .. l TO :S: RANDOMIZE USA 
down1 NEXT n 
170 PAUSE 1: PAUSE 100 
180 PRINT ''' '" Us> : 'Clear-' 1 

Cl e ar s l•ft - h•nd 
&creen.Us.ed in 
n wit h 'Left• 
' to avoid 

d •• 

column of 
conjunctio 
a.rtd 'Right 
wr•p -a.r-oun 

190 FOR n• l TO 3: RANDOMIZE USR 
left: NEXT n : P,AUSE 100 
200 RANDONIZE USA c:lear-
2 10 FOR n • l TO 30: RANDOMIZE US 

R left+USR clear: NEXT n 
8999 STOP 
9000 LET UP•USR "A"-200 
9010 LET DOWN•UP+4 
9020 LET LEFT•DOWN+5'5 
9030 LET RIGHT • LEFT+12 
9040 LET CLEAR • R I GHT + 12 
90:50 LET E)(PLODE•CLEAR,..14 

9060 FOR N•UP TO EXPLODE+2'5: REA 
D A: POKE N,A1 NEX T N 
9070 DATA 20:5,2:54, 13,201 
9080 DATA 33,255,Bb,6,2 4, 14,22.t:I, 
17 ,32,0,237 ,8 2, 126,2:5, 119,43, 13, 
32,247, 14,32, 17 ,32, 7 ,237 ,82, 126, 
2:5, t 19,43, 13,3 2,2 47, u,,226,33,o, 
b4, 17 ,224,0, 14,B,6, 32,5 4,0,3:5, 16 

q~' ;:r!3:Si~i~:::~:o,b4, 1,2:54, ' 
23 , 237,176,201 
9100 DATA 33,2'53,87,17,2'54,87,1, 
2:5.t:I, 23,237, 184,201 
9110 DATA 33,0 1 64 1 17 1 32,0,6 1 192 1 

54 , 0,25, 16, 2 5 1 ,201 
9120 DATA 33,2:5:5, 75, l 7 ,20:5,2:5::l,O 
2 , 2.5~,21 J ,2::14,68,4, 16,2::14,62,0,2 
1 l ,2:i4,b8,4, 16,2:54,2'5,:56,237 ,201 
9130 RETURN 

K 2 1 '"PRESS <SPACE> TO START" 
4030 FOR Q•l TO 51 FOR z•l TO 7 

4040 FOR ll•l TO 101 PRINT AT )(+ 

4,51 PAPER 21 INK 9J OVER 1J TAB 
291 t lF INKEYt: •'" • THEN GO T 

a• 
4050 NEXT )( 1 NEXT z r NEXT o 
4070 l.ET dt11•l I GO TO 10 
9900 FOR z • USR ".-'" TO US R "u"+ 
71 READ x: POKE :: ,x : NEXT 2 
9902 DATA 127 ,2,31,:55, 103, 103,63 

·" 9904 DATA 2 40,1,131,2:55,25'5,2.t:IO , 
224, 192 
9906 DATA 0,0,1:5,28,63,63,63,12 

9908 DATA 2'55, 138, 14 0, 136,2 .t:I0, 16 
0 , 192, 128 
9910 DATA 25:5,13b,x,ll,2:5:5,136,)(, 

' 9912 DATA 2!5::l 1 )(,)( 1 X,1!53,189,219, 
153 
9914 DATA O,x,128,192,252,)(,11,48 

9916 DATA 153,24,24,28,22, 18,226 
,131 

9918 DATA o ,x,b0,90,126,24,60,21 
a 
~20 DATA 24,x,x,)(,60,102,19:S,12 

• 9922 DATA 0,)( 1 60,90,12b,1:53,126, 
24 
9924 OATA l'i':S,231,2:5:5, x , :,i,x ,x, x 

9926 DATA l :5,6 3 , 124 ,224, )(, 12.t:1,63 
, 15 
9929 DATA 2:S:S,x ,O,x ,x ,)( ,2:55,)( 
9930 DATA 240,2'52,62 , 7,7,62,252, 
2 40 
9932 DATA :52,.t:14,3b,36 , :52,44,36,3 
b 
993 4 DATA b0,90,126 . 24 ,b0,218,2 :5 , ,, 
V93b DATA 12 1 1 103,97,97,t :21,102 
9938 DATA 22.t:l,ll,240 , x,2.t:18,252,2::l 
4,25 5 
9940 DATA 7,7,1:5,1:5,31,63,127,2:5 
5 
9942 DATA 255 ,72,40,16,7,4,2,1 

9998 SAVE "BRIDGE" LINE 9999: SA 
VE "ud9" COO£ USA "a",21 • 8 
9"'99 LOAD " " CODE USR "a" : RUN 

SCREEN BLAST demonstrates a 
series of short machine code rou­
tines. The first of these gives an 

explosion and sound effect, while 
"left", "right", "up 11 and "down" are 
scro11ing routines. There is a jjclear" 
routine which clears the left-hand col· 
umn of the screen and is used in con­
junction with "lefi' ' and "right" to 
avoid wrap round. 

Written for the l6K Spectrum by 
Simon Wallis of Richmond, N. Yorks. 



PLAYING TH E pan of Hewbert 
th e Egg Thie f you must Iry to 
ste .. t seven eggs on each level in 

as little time as possible. Each time an 
egg is collected the storm clouds will 
move down and you will be sent back to 
the middle of the screen. On the second 
level the helicopter will become an eagle 
and the storm clouds will become a 
convoy of helicopters . All of these ob­
jects must be avoided. Use cursor keys 
to move, and collect eggs by sliding 
down the ropes. 

Written for the 16K Spectrum by 
Mark Mitchell of Barry, S. Glamorgan. 

1 GO sue 9000 ! INPUT "L•v•l 1 
"I LINE t•: PAPER 71 BORDER 7: 

INK 0 : CLS : LET T:f • " R T s R S 

I.8.... 1 I.......B.... .. 
2 LET 1• 2: DIM y:f(2,411 LET y 

SU) •" ~ "1 LET y:f:t2> • " ~ " : 
DIM x$12 1 2)1 LEf xS(l> • .. !il:1": LET 

132 PRINT AT f ,2;r$ 
200 IF x>17 THEN GO SUB 7000 

300 PRINT AT 0,01 "Tlm • l•ft • "J 1 
NT 51" "1 LET ••• -· :5: IF •<•O TH 
EN LET k •5 : GO TO :5000 

310 IF •• 30 THEN PRINT AT .f 1 2J 

x :t<2> • "01!!" " 1 LET .f• f+l 
3 LETf-01 LET n •O 80 0 PRINT AT 17

1
1+1;y:f:C2) 

4 LET k•Oz LET s • lOO 810 IF SCREEN.f lx,y)()"" THEN 
:i LET x • tn LET y•l6 GO TO 6000 
6 LET b•O: LET d • O 895 NEXT l 
7 LET p•O 897 PRINT AT 17,29; " " 
8 LET t • l 9'?9 PRINT AT 18,0; INK 21xSUI 
9 LET l<S• "the cloud•! " 900 GO TO 40 

11 PRINT AT 19,0; INK 3; PAPER ~ IF k • 2 AND 1<• 17 THEN LET k 

,.7~ .. " 1:!:. ~ ~ .r..!:.. ~ ~ ;;;h~F k;;i;~~-l~:;pt:::th• ti 

- 12 PRINT AT .f,2;rs 111•" 
13 LET n$•" OP OP OP OP :i010 IF k • 3 THEN LET kS • "th• 

OP OP OP -HN-MN -MNr-'IN bird" 
MN MN i=i'N" • :i01:i IF k•4 THEN LET k.f • .. th• 

14 PRINT AT 20 10J INt< 2; PAPER cloud•" 
71n* :i0 17 IF k ( )1 OR k02 OR kOJ THE 

20 PRINT AT 6, 16; "~" N LET 1<• 4 
~ PRINT AT 19,0; INK 3 ; PAPER :.020 FOR ••0 TO 40t BEEP . OO:i,a1 

7;" LL LL LL LL LL LL NEXT a.: CLS : PAUSE O 
LL" - - - - - - :5030 INK 7: PAPER Or BORDER O: C 

~ O lF JNKEV:t • "" THEN GO TO 30 LS 

40 FOR 1 • 3 TO 29 STEP 2 
41 LET b • b+l: IF b )• 21 THEN L 

ET b • O 
42 FOR p •O TO t : NEXT p 
4 3 PRINT AT 10 1 3; INK 31 PAPER 

7;"'" ,.. ,.. rr !: ~ ...!:... 
44t'RINT AT19,~; INK 3; PAPER 

7 ·" :I :I :I I :I :I l: 
45PRINT AT - b,d;"[NK-2;x'i'"<l>-
46 PRINT AT b+l ,d; INK t ;1<.f(2) 
47 PRINT AT x,y;" " 
:iO PRINT AT x,y; "FI" 
5:i PRINT AT x ,y; ,.-;; 
60 PRINT AT 17,l;y.$11) 
97 FOR p •O TO t : NEXT p 

100 LET x • x-< INKEV$ • "7" AND )( ) 2 
)+CINKEVS • "6" AND )(< 191 

110 LET y•y- ( INKEY.f•"5" AND y>2 
)+( INKEYS-• "8" AND y< 29>: PRINT A 
T x, y1':.,9," 

11:i IF SCREENS- (x,y><>"" THEN 
GO TO 6000 

120 IF y•2 AND INKEV* • ":i" THEN 
LET k•3 1 GO TO 5000 
130 LET r$•r$12 TO >+rSCt> 

50 

:i050 PRINT AT O,O;"WHOOPSiYou .... 
,.. kill•d by ";k.f 
:iOOO PRINT '' "Scor• 

'"1n;" •;g• in th e 
till'Ht o.f "1• 
~70 PRINT "••cond•." 
::5890 BORDER 7: PAPER 71 INK O 
5900 PAUSE 0 1 RUN 
6000 IF SCREENS (x,y><> " P"" OR SC 
REENS ()(, y> < )" £" THEN [Er k•2 
6010 IF k•3 THEN LET k•3 : GO TO 

6020 
6015 IF k• 2 THEN LET k-21 00 TO 

6020 
6017 LET k • l 
6020 GO TO 5000 
7000 IF y•3 OR y•7 OR y • l 1 OR y • 
15 OR y• 19 OR y•23 OR y •2 7 THEN 
LET k•I: GO TO 7010 

7001 RETURN 
7010 PRINT AT 20,y+t;" .. 
7020 PRINT AT 21,y+t; "~" 
702:i PRINT AT 17,2;" 

": LET n • n+t 
7027 PRINT AT .f ,2;" 

7029 IF n • 7 OR n•l_,. THEN GO TO 
8000 
7030 LET x • 7: L ET .f•.f+l I IF .f•7 

THEN LET k•4 t 00 TO 5000 
7040 GO TO 40 
8000 PAPER • 0 : BORDER 01 INK C JNT 

IRND*4)+2l: ~LS : PAUSE O 
8010 BEEP 1,501 PRINT "W•l l you' 
11• b•en lucky • o .f.ar, but I wou 
ldn't r•con on your chance• n 
8)(t tim• ••• " 
8020 PAUSE 01 PAPER 7 : BORDER 7: 

INK 0 : CLS : LET t•t - 1 
8022 LET y$Cl)•" QH"I LET yS C2) • 
.. oe.. -

~~~7i!t;:)1~: · ~~~)"1 LET 1<S 

8024 C'E'T'""ri'·- ':!.!:S ~ ~ !}.£ 
~~ ..J1L'' 
002:5 '30 TO 3 
9000 FOR d • USR "a" TO USR "u"+7: 

READ • 1 POKE d , • 1 NEXT d 
9010 DATA 60,24,255,24,24,36,36, 
102 

9020 DATA 63,2 1 63,7~ 1 79,63 1 136,1 
27, 22 4 ,o, 236, 242, 242,236,64, 2 4 0 
C:,030 DATA 7 1 29,103 1 137,8 1 8,28 1 42 
,224, 184,230, 14:5, 16, 16,:56,84 
9040 DATA 48 , 40,2 4 , 48,40,24,40,4 
0 
9050 DATA 7 1 1~ 1 13:i , 137,8,8,28,4 
2,224, 190,22:i, 145, 16, l6,:i6,84 
9060 DATA 24 0 49 1 40 , 24 1 56 1 16,0, 0 
9070 DATA 2:S::S,2,63,79,79,63,136, 
127 
9080 DATA 248,0 1 2~,242 , 242,236 1 

64,240 
9090 DATA 16,32 1 16,32,16,32,16 1 3 
2 
9100 DATA 4,68 9 63,31 1 31, 15, 7 , O 
9110 DATA 32,34 0 252,248,248,240, 
22 4,0 
9120 DATA 0,0 1 0,0 1 1 1 2,2,4,0,0,0, 
o, ·120,64,64,32 
9140 DATA 0 1 64,63,31,31, 1:i, 7 ,O 
9 150 DATA 62 1 126, 126 12:52,2:5 5,2:54 
,22, 0 
9160 DATA 4B,118,2:i5,2:i5,1:i,3t,3 
2,0 
9170 DATA 24,60, 12 6 ,2:i:i,2:i:i, 12 i&, 
60,24 
9180 DATA 0,2,252,248 , 248,240,22 
4,0 
9'?99 RETURN 
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HIRE SPECTRUM 
SOFTWARE 

OVER 280 diflerenl lapes ror hire in· 
eluding ARCADE. ADVENTURE. BUS­
INESS, EDUCATIONAL, etc. -even anm/c 
Compiler. FREE 26 page catalogue. FREE 
newslette1, with hints. lips and our loP 
tape chart. 
OVER 3000 tapes in slock, with up to 60 
cop1es of each title for fast service. AU 
tapes sent by tst class posl 
LOWEST PRICES- hire up to3 tapes at a 
time, lrom 63p each for two weeks hire. 
(Plus p&p and VAT). European members 
welcome. 
T1pu for sel, 1t DISCOUNT pricu . 
Telephone 01-661 9240 (9am - 5pm) or 
write for further details, or complete the 
coupon and JOIN TODAY -you've nothing 
lolo.se! 

f1·Wlil1IIW 
For a limited period, we 
a,e otter"J HAIH'AJCE 
membefship to readers d 
th:s magazine . .bin oow, 
UFE-shipoorly 
£3.00 (normal~ £600). 

llVi?IJili:111'4 
A new service from N.S.L 
SWOP yoor unwanted 
lapes wi1h tapes frcm 
olhermerJbersforasmall 
han<lirg cha,ge ol orly 
60p (lllos p&p and VAT) 

NATIONAL SOFTWARE LIBRARY 
200 Mulgrave Road, Cheam. Su"ey SM2 6JT. 

l enclosecheQu e/posta lOl'der l0t £3.00l0tLIFE membersh ip . Please rush 
rrtt membel'$hip kit tome. II, within 28 days, I'm not de lighted with your 
setVice YO\l'II refund my ~mbers.hipfee .. 

"""'~~~~~~~~~~~~~~~ 

~~~~~~~~~~~~~~~~ SP9 1 

------------------------------------· 

SINCLAIR PflOGRAMS &pum~ 1984 

SPECTRUM SOFTWARE 
EXCHANGE CLUB 

We are now operating the 
only Program Exchange Club 
that specialises in the current 
top twenty titles. Life Mem­
bership is FREE. 

Write for details to 

HAM SOFTWARE LIBRARY, 
HAM LANE, ELSTEAD, 

SURREY GUS GHQ. 
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fOIK/f Mlf 
COLLECT ALL the green 

bushes and the blue bonus 
plants in the Forest Maze of 

death . There arc no ghosts chasing you 
but there are other hazards to face. 
Once you choose a particular path you 
move at high speed until a different 
movement key is pressed. If you bit any 
of the walls you will lose one of four 
lives and a cross will be erected on that 
spot. To a.her the speed of the game 
change the BEEP statement in line 31. 

Written for the 16K Spectrum by 
Tim Carter of Shrewsbury , Salop. 

52 

1 REM FOREST MAZE 
2 CLEAR 32570: GO SUB 59 
3 REM lNJTIALJS 

4 LET 0•01 LET SC•O : LET L•4 : 
BORDER b: PAPER 6: GO SUB 63 

5 LET 8 • 999: LET PS• Ne"1 POKE 
23658,8: LET C•O : GO sue 47 

b LET X•10t LET X1 •10 : LET V• 
13: LET V1•13 1 LE T 0•0 

7 PRINT AT Y,ICI INK O;P t: 
8 IF INKEYS • M" THEN GO TO 8 
9 REM MAIN LOOP 

10 IF C• l THEN PRINT AT v.x; 
BRIGHT 1;".1; " 1 LET C•01 BO TO 12 

II PRINT AT Y,XI " " 
12 LE T Kf'.•INl<EYf'. 
13 IF Kf'.•"" THEN GO TO I 9 
14 IF Kf'.•"Zn THEN LET PS•"~ 

15 IF KS• " X" THEN LET PS •"(!:" 
16 IF t(f'.•"P" THEN LET P f'.•"~ 
17 lF t<f'.•" L " THEN LET P $ • "Q" 
18 lF K$ •"0" THEN GO SUB 41 
19 I F Pf'.•"~ " THEN LET Xl•X - 1 
20 IF Pf'.•"(J:" THEN LET Xl•X+I 
21 IF PS•" ~" THEN LET Yt•Y- 1 
22 IF P.f:•"G " THEN LET Yl•Y+t 
23 LET B•B-11 PRIN T AT 6.2e,e1 

24 IF 0-2~:S THEN PRINT AT 13• 
221 FLASH t I INK 31 PAPER 61 " e O 
NUS• "1AT 14,241 FLA9H 0181 LET S 
C•SC+B1 FOR A-0 TO 401 POKE HC+7 

101 POKE Mc:+10 1 291 LET M•USR t1C1 
NEXT A, LET L•L•21 Gb TO 5 

25 lF ATTR (Y I , X1 >•~ THEN GO 
TD 34 

ET 
2:c!~:~~,:~~Ex~:~ ~~o~~E~DR L 
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A•O TO 101 LET M•USR MC1 PAUSE 5 
I NEXT A 

27 IF ATTR <Y1 • X 1 > •51 THEN LE 
T X1• 2t LET Y1•11 

28 IF ATTR <Yl , X1>•112 THEN L 
ET C•l 

29 IF ATTR (Yl 1 Xt>•49 THEN LE 
T X1•2 1 LET Yt•101 POKE MC•7,01 
LET l'l•USR l'IC 

30 IF ATTR (\'1 ,X1> •52 THEN LE 
T SC•SC•51 LET 0•0 • 11 POKE MC+U, 
,281 POt(E l'IC+?,2301 LET M•USR MC 
I POKE MC•l612'h PRINT AT 2,2815 
c 

31 PRINT AT Yl,Xl; INK O;P$: B 
EEP . OOv ,51 LET Y•Yl : LET X•Xl 

32 GO TO 10 
33 REM LOSE A LI 

FE 
34 PRINT AT Y,X; FLASH l;P•, P 

CKE MC•16,28: POKE MC•7,200: FOR 
A•O TO 10 : LET N"'USR MC1 OUT 25 

4,A1 NEXT A1 BORDER II PRINT AT 
Y,X; BRIGHT 1;".t,"1 POKE t'IC+16,29 
I LET L•L-1 : FOR A• O TO 1001 NEX 
T A 

35 FOR A•l TO Lt PRINT AT 4 ,A+ 
27j "(3- .. : NEXT A: LET PS •"e'' 

36 IF L• O THEN GO TO 39 
37 LET X• 101 LET Y• 131 LET Xl • 

10: LET Y1 •13 t GO TO 7 
38 REN GAME OVER 

39 PRINT AT 4,27;" " : PRINT A 
T 10,22; FLASH 1;"GAl1€";.AT 10, 27 
;''OVER": POKE MC+t6,29 : FOR A•S 
TO 2 55 STEP S : POKE 11C+7,A: LET 
M"'USR MC: NEXT A: FOR A• O TO 400 
: NEXT A: GO TO 4 

40 REM PAUSE MOO 

41 PRINT AT Yl,Xl;PS: FOR A• O 
TO 1001 · NEXT A 

42 FOR A•O TO 500 
43 BORDER 2: BORDER 61 BORDER 

4: BORDER 1 
44 IF INKEYS< )"" THEN PRINT A 

T Y1,Xt1" "1 RETURN 
45 NEXT A: GO TO 42 
46 REM DRAW NAZE 

47 BORDER 1: PAPER 6 : INK 01 C 
LS I IF L )4 THEN LET L • 4 

48 FDA: 0•2 TO 19 : PRINT AT l,D 
; INK 2J"ID'";AT 20,D;"ll";AT D,1;" 
1!.13";AT D,20;"11"; INK 4;AT D,2;"++ 
+ + + + + + + + + + + + + + + +": NEXT D 

49 INK 1: BRIGHT h PRINT AT 2 
,2;"X " ;AT 2,l9j "X";AT 19 1 2;"X" ;A 

T 19,19; "X": BRIGHT 0 : INK 3 
50 PRINT AT 10,l;"l ";AT 11,lJ" 

:"; INK l;AT I0,20;")"jAT 11,2 0; 
" >"; OVER l;A T 10,20; .. -";AT 11,2 
O; .. _ .. : OVER O 

51 INK 2: PRINT AT l,l1 " Al";.AT 
1,20; .. ?!t!..";AT 20,l;"'«";AT 20 1 20 ;"111 
";AT 10, 10; ",M.";AT 11, 10; ''V'" 

5 2 PRINT AT 9,l;" W";AT 12,1;"* 
";AT 9,20;"W";AT 12,20;"A " ;AT 14 
,B; " ~"JAT 15,81 "S1";AT 16,8; 
"ID";AT 17,B;"'lll' .. ;AT 1S,13;"111';AT 
H,,13;"lil";AT 17 ,1 .:S;"W" 

5 3 PRINT AT 1b 1 10 ;"49o";AT 4,81 
"A"tAT 4,1 3 ;"At.";AT :5,B;"lll";AT :5, 
13; "ID" ;AT b,8; "61"; AT b 1 13; " ID" ;AT 

7,B;" ~ ";AT 5 1 10;" .. '' 
54 PRINT AT 12, S ; " .8";AT 13,5; 

"ID" : AT 14, 5 ;"m";AT 15 1 41"A!Jl'";AT 
16, 4; "'*";AT 12, 15; "~";AT 13, 16; 
"liS" ;AT 14,16;" tl " ;AT 15,16;"'tb." 

55 PRINT AT tb,t7;"W";AT 5,41" 
,-";AT 6,4;"'@).";AT 7,5;"B1";AT B,~ 
1"Bl";AT 9,5;"~";AT 4,2;" .";A T 4 
,191"4:";AT 14,2;"1t";AT 14,19;"~" 
;A T S ,17;"A";AT 6,lb1"AW";AT 7,1 
6; "§J";AT 8 1 16; "D";AT 9, 15; " '9"' 

56 INK 0: PRINT AT 2,22 ; "SCORE 
";SC;AT 4,22;,.LIVES";AT b,22:"B 

ONUS ";B : FOR A=l TO L : PRINT AT 
4 0 A+27;"(3": NEXT A 

5 7 PRINT AT 16,2 3 ; PAPER 4; ' 'P: 
UP ";AT 17,23;"L:DOWN "JAT 18, 
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23 : "Z:LEFT ";AT 19,23; ., X:RIGHT"; 
Al 20,23 ;" 0 : PAUSE": RETURN 

58 REM GRAPH l CS 
~ N.CODE 

59 FOR A•USR "A" TO USR "P"+7: 
READ 8; POKE A,81 NEXT A 

60 DATA 60,66,1 51 ,136,136,135, 
b6,60,60,66,233, 17, l 7 ,22::5,6b,b0, 
36, t02, 1b 5, 153, 161, 129,bb,60,60, 
b6, 129, 133, 153, 165, 102,36,3, 15,2 
e,55, 106, 12 5 ,202, 113, 192, 112, 184 
, 108, 150, 11 0 ,2 03 1 85,2 14,201, I lB, 
109,50,29, 14,3, 171,83, 174, 182,20 
4, 120,240, 192,2 55 , 181,203, 179,20 
5, 181,203,255 124,b0, 11B,90,239,2 
19, t81 1 219,240, 188 1 8b 1 187 ,239,86 
, 188,240, 15 ,61, 106,221,247, 106,6 
1, 15,219, 181,219,239,90, 118,60,2 
4,0,B,28,54, 28 ,8, 0,0, 19 :i, 102,60, 
4'.',52,b0, 102, 19 5,24,2 4, 126,24 ,2 5 
,90,189,128 

61 LET MC•32570t FOR V•HC TO l'1 
C+201 READ E1 POKE V,E1 NEXT V1 
DATA 58, 72,92, 15, 15, 15,30,0,243, 
211,254,238, 16,b7, lb,254,29,32,2 
46,251,2011 RETURN 

b2 REM INSTRUCTJ 
ONS 

63 LET AS• " •..••... . •.••.....• 
•••••• • ••••• • FORES T MAZE ..• . •••. 
• .. SINCLAIR PROGRAMS .••••••• S 
EPTENBER 1904 ••.•.••...•.......• 
.KEYS TO USE: •••••• Z• LEFT • •.•.. 
X• RIGHT •••• •• P• UP •. ... . L• DOWN 
••••• • 0• PAUSE ••••••• .. .. . •.•• •• 
** PRESS ANY KEY TO PLAY **** " 

b4 CLS : LET BS•"'(ll•IGB:iFtiO 
I iRt iE: lSl l T11081111: iA: 12= iE110 • 
lg8) ": GO SUB 67 

bS LET 8$•" C3•lg$) ~ BY TI 
l'1 CARTER ~ C3• ig8> "t GO SUB 6 
7 

bb LET 9$• " (13•i9B11ig8111:1 
9:i8:t4113•tg8)"1 GO sue 67: PLO 

T 0 1 lbB1 DRAW 255 1 01 DRAW O,-?.h 
DRAW -255,01 DRAW 0 ,2 51 BO TO b 

B 
67 LET D• D+l: FOR 8•1 TO 3 11 P 

RINT AT D,OJ INK 2J8$C32-B TO >i 
BEEP D/100 1 8: NEXT ,B: RETURN 

68 INK Ot PRI-NT AT :i,O;" THIS 
JS NOT JUST THE NORMAL PAC-MA 

N GANE JN WHICH YOU HAVE TO DEF 
EAT THE GHOSTS.";'•;" JN THIS N 
EW VERSION THERE ARE NO GHOSTS, E 
ASY YOU MAY THINK BUTYOU CAN'T 
STOP MOVING AND IF YOUHIT ANY OF 

THE RED BRICK WALLS IN THE FOR 
EST MAZE YOU WILL DIE. " ;'"' YOU 
R OBJECT 15 TO COLLECT ALL THE G 
REEN BUSHES["; INK 4;"+"1 INK O 
; •• l ANO THE BLUE BONUS PLA NTS 

["; INK t;"X"; INK o,"l. ALSO Y 
OU CAN USE A ONE-WAY HIDDEN TUNN 
EL AT THE EDGE OF THE MAZE. "' 

69 FOR A•l TO 255 STEP lOt BEE 
P .0025,35: BEEP . 007 , 01 POKE MC 
+lb,29: POKE MC+7,255-A : LET N•U 
SR MC: PRINT J01AT o,o ; PAPER 7; 

INK 21AS( TO 32): LET A$ • AS(2 T 
0 )+A$(1) 1 IF INKEY$ ()"" THEN F 
OR Z•O TO 52 . S STEP 2 . 5: LET M•U 
SR 3582 = BEEP . 01,Z: NEXT Z : RET 
URN 

70 NEXT A: GO TO b9 

•ooo REM GRAPHICS 
A• (3 .. ~ C• ., D• <> 
E• A F• ... G• 

" H• .. 
l• .. J • .. K• .. L • 4' 
M• . O• 

x P • ;ja 
90 10 REM SAVE "FORE:ST MAZE" LIN 
El 
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YOU ARE trapped in the castle of 
death and your only hope of 
survival is to collect a cross from 

the top of the castle. Beware of the 
closed doors, as Dracula may be hiding 

S4 

behind them, and watch for the vampire 
bats and hidden trapdoors. 

Dracula's Cas tle was wrinen for 
the 16K ZX-81 by Robert Campbell of 
Wemyss, Fife. 

'IS ~EI H •O 
1511 Gosu e 9000 
!55 L!T 15•0 
&0 CL! 

• ii g~~u111,!1111B11!1lf••••••• I 
100 L!T X•UI 
110 L!T Y• :il? !!! ~,IfrrrrA1A~6~~i'! t TH!!N 00.&Ue 

140 II" INKl!Yt•"l" TM!!N G05U8 30 . 
0

1!50 II" INK! Y t •'' 0'' TH l!N G0$U8 3S 

1&0 II" V•U THl!N GOTO 400 
16!5 L!T !•5 + 10 
170 GOTO 1 .10 
:il00 L!T A•INT CRNIH3 ) +1 
:il10 II" Rd THEN L!T 0•1:il 
:il:ii:0 I,.- A•:il Ttt!N Lf'T 0-17 
:il30 I,. A•3 TH!N L~ O•:il.iil 

0
:il40 II" INKl!:Y t •"1 " TH!N GOSUD 30 

0:ilS0 II" INK!Y l• " I" TH!N oosue 3!5 

• .i_\0 PAINT AT 1&,0;" 0 "jTA8 O," 

-.,.;0·1~8o~b INO Y)11 ANO Y<ts o 
A 0•17 ANO Y>16 ANO Y< :il0 OR 0 •:il:il 
~/~ND Y ~:ii AND Y <:il!5 THfN QOTO '?00 

:il:80 1'0R 1' • 1 TO !5 
aes N!:XT ,. 

'!!0 PR I NT AT 16,0;" - ", TAS o;·• 
" , TRl!!I O;:"-" 
5 R!:TURN 

300 II' Y•11 TH l!N R!TURN 
3UI L !:T Y•Y-1 
~:il:0 PA I NT RT X ,Y;" ll " ; RT X,Y+i , " 

330 R!:TURN 
3 150 If' Y •:il:7 T H!:N Rl!:TURN 
360 L!:T Y•Y+l 
~70 PAINT l=IT )( ,Y; " ll ";l=IT X,Y-1," 

380 R!:TURN 
400 ,.OR N•li TO 13 5T!;P -1 
410 PAINT AT N,Y ; "D" 
420 ,.OR 1"•1 TO 15 
430 N!:XT f' 
4.40 PRINT AT N,Y;" 
4.150 Ll!T Y •Y-1 

i?! Eif111l~.1111s••••••• 
490 Ll! T Y•7 
!500 PRINT AT X, Y; " II " u: ,~sy~K~:."1" TH!:N GO!Ul!!I es • 1530 I,. INf!.EY l •"0 .. TH!:N G0 $Ul!!I 70 

• 5 4.0 II" V•22 THEN GOTO 800 
54.5 L~ 5 • 5+Ul 
S50 QOTO 500 
600 L!:T RlhI NT IR N0 t l01 +i 
610 l"'OR N•10 TO 13 

;~5! PRINT RT N,Rl!!l;"U" ;A T N ,R l!!l+:i 

630 IP' INKeY1 •"1'" TH!:N C0$Ul!!I 65 . 
• 635 II"' 1NK!Y l •"0" THl!:N G05U8 70 

~·! PRINT RT N , Rl!!I, .. ··;A T N,Ae. a 

642 Nl!)(T N 
&4!5 II" Y•A15 OR Y• RB+ :i T HfN GOTO 
7 000 
6 47 Al!TURN 
650 IF Y •7 THl!N AUUAN 
660 L~ Y•Y -1 
~7 0 PAINT AT x ,v;·· a· ·;AT )(,V + l;" 

680 R~URN 
700 I,.- Ya .iii THl!N R!TUAN 
710 L.~ V•Y +l ~·e PRINT AT x,v,·· a ·· ; RT X,V-1," 
730 R!:TURH 
gf: ~g~N~•a? ~~V!"i!!:P -l 
aa0 l'OR 1"•1 TO 3 
830 N!XT f' 
1!!140 PRINT AT N,Y ;" 
845 L!T Y•Y•l 

g;; Eifli:illll-•••·-· 
gsg ~~i.J •i, x. Y ; " D " 
900 Gosue 1100 

1000 II"' IN Kl!:Y l • 00 l" TH!N C05U6 12 

•• 1010 II'" tNK!Yl •" 0 0" THf:N G05Ul!!I 12 .. 
10:i!D If' Y •10 TH!N GOTO 1300 
10:il5 Ll!;T 5 • 5+10 
10 °30 GOTO S'i10 
110 0 L!T FhINT I RN0t101 •10 

Uff ~~1~K~l~ ... ~ ,:· T~e:N CO!Ul!!I 1.! 

•• 111:il If' lNKl!Yl1t"0"" THl!N GO!UB l.! •• 1120 If' R•Y TH!N GOTO 6000 
1121 f'OR 1"•1 TO 10 
112:il N!:XT I'" 
1125 PRINT AT ~.A ; ... .. 
1130 Rl!TURN 
1:il00 II'" Vd0 TNl!N Rl!TURN i;i: ~51Nt•AT1 x,v ; " ll ";RT ).,V+L .. 

1230 R:l!TURN 
1250 II" V• 25 THl!N R!TURN 
1:il60 Ll!.T V •V+l 
1~70 PRINT AT X,V;" ll ",AT X,Y~L" 

1280 R!:TUAN 
1300 l"OR N1t8 TO 4 5Tf:P -1 
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5-1S0 
0 TO lS 
RT N,23, "R" 

N 

~O;A l~t~t~~~~i~~O 
7~00 

7001il N• 1 TO 30 
7010 Nl!Xi N 
70.?0 CL! 
70.!!5 Ll!T 5•5-1~0 
70:30 l"OR N•0 TO 1S 
7040 PRINT RT 4 ,tl , " .,. ... 
70S0 l"OR 1"•1 TO 2 
70e0 Nl!X,. I" 
7070 PAINT RT , , N, .. ... .. 
7080 l"OR 1"•1 TO 2 
7090 Nl!Xl" I" 
710 0 Nl!XT N 

ROUND -UP the sheep using 
keys 5 and 8 to move the dog. 
When you think you have the 

dog in the right place press "O" to send 
the sheep into the pen. If the sheep 
misses the pen a point will be deducted, 
otherwise different points are given for 
chasing the sheep into a particular part 
of the pen. 

Sheep Round-up was written for 
the IK ZX-81 by Jessica Irwin ofBees ­
ton, Leeds. 
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,.OR N•16 T O 18 
1~70 PRINT AT N , 12 ; ··- - -
!0ee Nl!XT N 
8.ii 0 PRINT RT a__.22; " ,& " , AT :J,22 , ;n;;; :.12i .. . .. 

9000 

,\ 

SffetP ROUKD-UP 
.. ,!!I ~H..t·aT o.0;·---­
.. 110 PAINT AT 1,8;" . 

,,l.10 PAINT RT 2,1!1;" . 
• • 

410 PAINT RT x-1,v; "O" 
4.20 Ll!T FhlNT ( RNC>•2l +1 
430 LfT X • X-1 
440 II" A•1 THfN LfT Y•V+1 
4!0 I,. R•:.I Tt11!N LfT Y • V-1 
460 Nl!XT A 
Sl0 11'" Y<GI Tt1 1!N Ll!T 5•!-1 
S20 I,. Y>19 THl!N Llrr 5•5-1 
S30 II' Y >• 9 ANO Y< • l'i THl!N LfT 

5•!+1 
!5&0 PRU:51! 100 
se0 PAINT "YOUR SCORE • .. , 5 
e e0 PRUSE 100. 
S70 CL! 
se0 GOTO 110 

SS 



T HE BUILDER climbs an un­
finished skyscraper in an at­
tempt to reach th e lift at the top. 

Ifhe reaches the lift it will carry him to 
the next screen. The score depends on 
the time taken and the number of 
screens completed. 

Skyskrape was written for the 48K 
Spectrum by A Sherwood of West 
Bromwi ch, West Midlands. 

2 CLS : RESTORE 
3 PRINT AT 0,0 : [NVERSE l;" 

SKYSKRAPE 

4 LET 1.1•- tBi GO SUB 5000 
32 PRINT AT 2,0 ; "THE &UILOER 

CLIMBS THE UNFINISHED S 
KY SCRAPER I N AN ATTE MPT TO R 
EACH THE LIFT AT THE TOP,BUT 
A COLLISION OR A HIGH FALL WI 
LL LOSE A LIFE." 

3b PRINT ·" IF HE REACHES THE L 
IFT IT WILL CARRY HIM TO THE NE 
XT SCREEN. THERE ARE 4 OJFFERE 
NT SCREENS. •· 

37 PRINT '" YOUR SCORE DEPENDS 
ON THE NUMBEROF SCREENS COMPLETE 
D AND THE TI ME TAKEN FOR EACH 

SCREEN. " 
39 FOR i .. O TO 6 : FOR .1•0 TO 7 : 

READ w: POKE USR CHAS ( 144+ i) 
+j ,w : NEXT j : NEXT 1 

62 PRINT AT 16, 7 ; "LEFT 
Z"; AT 17,7;"RIGHT 

X"; AT 1B, 7 ; "Jut1P 
"; AT 19 , 7 ; "WAIT Hold down N" 

70 PR IN T AT 21,0; INVERSE l ;" 
PRESS A KEY 

7S GO sue SOOO : LET h •O 
8 0 PAUSE O 

132 DATA 56,:S6 , 14 6 , 124,~,S6,40 
, 108,56,56, 16, 4 0, 4 0, 40, l6, 1b,S 6 , 
56, 16,5b, 124, 186,40,b8,S6, l84,80 

137 DATA 63,184,254,2, 0 ,223,22 3 
,22 3 , o , 2:53, 253, 253 , o, 5 6, 5 8, 20,24 

8,S8,2S4, 12 8,0,56 156, 16,254 ,56,2 
5 4, 0 , 0 

160 LET 1 •3 : LET ••0 
165 GO TO 3770 
170 CLS : GO TO 8000 
200 F'FUNT AT 0,0 ; "SCORE 00000" 

; AT 0,22; "HIGH 00000" 
20 1 POKE 23673 , 0 : POKE 23672,0 

203 LET y•20J LET K•O 
20'!5 IF l< 1 THEN GO TO 3600 
208 LET ••17 : LE T m• l1 LET k•O 

209 LET r•I: LET q•6 
210 PR I NT AT Y,K; "..e,:'; AT 3 ,0; 

F~~;H P~ iNt K A~;~~~::: 
2 14 PR IN T AT 16,6; " 

220 PRINT INK 2; AT O, 16; "A" J 
FLASH 1; l t LET d • -1 -

226 IF s)h THE N LET h •s 
229 PRIN T AT O , 11- LE N STRt: • 

i•i AT 0,32- LEN STR:I h : h 

56 

240 GO SUB 5000 
260 LET k=k+l : IF k•2 THEN LET 
k •O : PRI NT AT 10,a ;" LET 

.a .. .a+m: PRINT AT 10,.a; INK I; I 
NVERSE 1;" •11#11": IF a.• 17 OR ••23 

THEN LET ffll• -ffl 

270 I F INKEYS • '':?" THEN LET d 
•-1 

27 4 IF INKEYS • "x" THEN LET d 
• l 

277 IF INKEY • • "n" THE N GO TO 
321 
290 IF INl(EY$ • "m" THEN GO SU 

8 3000 
320 LET x•x+d : IF x)-3 1 THEN LE 

T x•31 
321 IF x(O THEN LET K• O 
330 IF y •3 AND x<2 THEN 00 TO 

3700 
340 IF PQJN T (K *B , (22-y> • B-t> • 

1 THEN PRINT AT y,x-d1" " : GO 
TO 3800 : REH CRASH 

342 PRINT AT y, x -d; " " 
35 1 PRINT AT y,K;"A" 
352 BEEP • 002, 45 
3 6 0 IF PO IN T (K*B , C21 -y> • B-11• 

O THEN GO TO 3~ 
4 20 LET q•q+r 
425 PRIN T AT 16,q - r;" ., 
4 30 PRINT AT 16, q ; I NK 2; IN VE 

RSE 1; ~11" 

44 0 lF q•6 OR q•13 THEN LET r• -, 
450 IF d"'l THEN PRINT AT y,x; 

"F": GO TO 456 
4:ss .PRINT AT y,x; "!!" 
SOO BEEP , 002,40 : GO TO 2 50 

3002 PRINT AT y 1 x; "Ji,. 
3005 BEEP • 02, O 
3010 FOR i•l TO 2 : PRINT AT y,x 
; OVER l;"Ji" : LE T y•y- 1: LET x • x .. 
3020 IF x >3t THEN LET x•3 1 
3022 IF x<O TH EN LET x•O 
3030 f'Rl NT AT y,x ; OVER 1;".§" 

303'!5 BEEP . 02 ,l•S: NEXT i 
3044 BEEP . 02,15 
30 45 JF POINT (x•B, (2 1-y> • B-l) • 
1 THEN RETURN : REH LANDED OK 

3050 FOR i•2 TO 1 STEP - li PRINT 
AT y , x; OVER 1 ;".Q." : LET y•y +l: 

LET x • x+d 
3060 IF x)3 1 THEN LET K•3 1 
3062 IF 1((0 THEN LET x•O 
3070 PRINT AT y,x; OVER 1 ; "...!!" 
3071 BEEP . 02 ,i• 5 
30 73 IF POINT <x• B, <21 - y) • 8-1 )• 
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1 THEN RETURN : REM LANDED OK 

3077 IF x)O ANO x(31 THEN IF P 
DINT ( (x+d) • B, 121-y> •8 - 1 >•1 THEN 

PRINT AT y,x ;" " : GO TO 3 400 

:J06C> NEXT 1 : BEEP • 02, 0 
3V9"' kElURN 
3 42 0 LET l • l -1 
3 430 FOR i • l TO 40 : BEEP • 005, 10 

3435 PRINT AT y,11 ; OVER 1; "Ji." 

34 4 0 t,IEXT i: GO TO 200 
3~2 LET c::• 0 
3505 PRlt,IT AT y,11 ; " ": LET y=y+ 
I 
3:::11:::1 LET c::• c::+l: IF c::) 9 THEN GO 
TO 3400 
3:::120 IF y>:?O THEN BEEP .2,-10: 
GO TO 202 
3:::135 JF POINT 111• 8, 121 - y) • S-1)• 
1 THEN PRINT AT y,11; ·~ ": GO TO 

250 
3:539 PRINT AT y -l, 11; "A ": BEEP 
1:::1,20-c:: : PRIN T AT y-i7x : " " 
354 0 PRINT AT y,x:"C" 
3:::1'50 BEEP . 15, 20-c; Go TO 3~4 

,, 

PAP 

SINCLA IR PROGRAN\S Sq,ttmber 1984 

ER 1 : BORDER 1 : CLS : BEEP • 00:::11 
i : PAPER 7: BORDER 7: CLS : BEEP 

.OO:::l;i: NEXT i : GO TO 170 
3820 LET l • l-1 
3830 FOR t•l TO 40: BEEP . 005 , 10 

383 5 PRI NT AT y,x-d; OVER l; "A .. 

3840 NEXT i: GO TO 200 

8000 READ j : READ m: READ t 
9004 IF 1n• -l THEN RESTORE 6000 

8005 IF 1• 0 THEN PAPER 7 : INK O 
: GO TO 173 
8006 I F 111"'0 OR m+i •32 THEN PA PE 
R 7: INK 0 : GO TO 8008 
8007 PAPER INT I RND • 2> +5: INK 

I NT ( RNO • 4) 
8010 FOR f •O TO 1-1 
8020 PRINT AT j,m•f ; "!," : NEXT f 

~IOOO IF u)40 THEN LET u•-10 
:5010 FOR i • l TO 3: BEEP . 03 ,u: B 
EEP .03,u +5 : BEEP . 03 , u+ l O: BEEP 
r lJ~~·u+1 5i NEXT i: LET u •u +S: RE __ •_o_•_o_G_o_r_o_•_oo_ o ______ _. 

4030 DATA 4,0, 7 ,4,28,4, 5,1 6,5,b, 
7, 5 ,6, 18, 7,b,28,4,8,0,b,8, 3 1, 1, 1 
0,9, 7, 10,28,4, 11 ,4,9, 12 , 0,3, 14,0 
,2, 14, 17 ,4, 14,30,2, 16, 0 
6040 DATA 5 , 16,16,6,16,25,7,18,3 
o,2,20,5, 1,20 , 15, 1,20,26 , 6,21,0, 
e,21, 11,0,21,21,3,21,26,6,0,0,o 

6060 DATA 4,0,4,4, 15,5,4,22,4,5, 
o, 7 ,5,9,4 , 5,28 ,4, 7 , 31 , 1, 9,8,3,9, 
12,4,9,28,4, l 0,3,3, 10,29,3, 11, 0, 
2, 13,0, l, 13, 7, 1, 14, 7 ,5, 15,0,5, 15 

6061 DATA 16,3,l !S,22,b,17,29,3,l 
9,30,2,20,4, 1,20,8, 1,20 , 14,5,20, 
26, t, 21,0, 12,21, 15,3,21 ,2 3,9 , 0,0 
,o 
6,080 DATA 4,0, 7 , :1,28 ,4,6,4, 3,6,1 
9 , 5 , 7 ,5,5, 7, 13, 4, 7 ,31, l ,9,28,2,9 
, 3 1, 1, 10, 11,5,l I, 13,2, 12,0,4, 12 , 
7 , 7, 13 , 9,4, 13 , 29 , 3, 14,0, 1, 14,9,4 

6081 DATA 15 , 23 , 3 , 15,30,2, lb,0,5 
, H,, lb ,6, 17 , 29,3 , 19 , B , 2, 19 , 30, 2, 
20 , :::1, b , 20, 14, 41 20 , 231 1 ,21 ,o, 12,2 
1, 10, 10,21, 29,3,o,o,o 
6090 DATA 4, 0,3,5 , 20 ,11, 6,3,5 ,b, 
IB,B,B,b,4 ,8, 11,b,8,29,2, 9,30 , 2 , 
13, 27 ,3, 11,31, t, 12,0 ,4 , 12,b, 2 , 12 
,9, 5 , 13, tS , 3, 13,9 
6091 DATA 2,13,24,3 , 14,0,1, 16,1, 
4, lb, 16,5, 17 , 22,4, 17 ,29, 3 , 19,6,6 
, 19,3 0, 2,20, lb,3,21,0,b,21, H",3, 
21 ,23,6,0, - 1 ,0 

YOU PLAY the part ofa birdman 
with strapped~on wings. Fly 
round the course, being careful 

not to fly off the edge. To achieve this 
you must fly into the blocks that you 
will encounter, as so doing will change 
your direction of flight. Use keys 6 and 
7 to move up and down. 

Birdman was written for the lK 
ZX-81 by Luuk Hilhorst of Holland . 
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* FllS SNUGLY ONTO SPECTRUM 
* DOES NOT USE SPECTRUM'S RUBBER MAT 
* BLAO< KEYS BEAUTIFULLY PRINTED 

58 

BACKPACKS 

~ 
Sill:V$1$10nS ollritn:ti ~rioomplelleyot.11' 
OOffil)IMJI'. Al hlYe SAVE/LOAD and ON/OFF swilct*1g 
and a l'Qusn;llortt'81nlnSIDm!et~wrlh 
werl-one. ld&altcwuse wilhcased~ 
Aot BP1- f~ywllbletlCUf'ldamp-3>113.,,_,9CIICMtS , 
swildlendneonlndicalor - cable#ICl'*"9 ........ t27.50 
Aet BP2- UBP1 bul:nosotke1$.C!f*lndplugs. Has 
IOOfnlOfill)'(IUl'own~·~ ... ........ £19 .50 
Ael.BP3 -at BP1t,utno,ound ................ .. £21.50 
Rel. BPC - u8P1 bll:nolOUJldor$0Ckeb: ...... t13.0S 
Rot. BPS -ZX81119t1iontt . sockett.. mai'lt t'lrlktl 
Jl90l'I, ceble.., pbg •••••••••••'•".,.,.., ....... ,m.,•••H £20 ,13$ 
Rel.BP&asBP5bulnoe:,it,iitoraocket9 .......... t12.as 

MICROSTATION 
1r~ tray to, eboYe pk.ls oompulet" arid tape 
Ref. MSt7 .SO 

IN GOLD& RED 

* A PROFESSIO\IAL KEYBOARD AT 
A SENSIBLE PRICE 

* 40 INDIVIDUAL SNITCHES 
* EASILY FITTED IN MINUTES 

ilfSpectrum Only 
iffRef. KB 
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LIMITS== 
WHAT LIMITS? 

NEW RELEASES. 
The latest additions to our range 

are:- 'DARKSTAR'. 
(forthe48KSpectrum). 
By Simon Brattel. 
'HALLS OF THE THINGS' 
(for the CBM 64). 
By Graham Stafford. 

Just listen to what the authors say -
Simon. "HATE IT" 
Graham. "GAME WHAT GAME" 
Rainbow Software were 
unavailable for comment ... 
WHO ARE RAINBOW SOF1WARE 
ANYWAY? 

Tircd of all this talk about going to the limits. 
pure addiction. mind blowing graphics etc 
etc? Well we're not surprised. Ultimately of 
course the reason you buy Design. Design 
Software 1s lts-quahty and no amount of 
talking will convmce you of that. you j.Jst 

have to play the games to find out. 

r Pleasesupply: - - - - - - -, 
Spectrum48K. HALLSOFTHETHINGS.0 £7.SO I INVASIONOFTHEBODYSNATCHA'S. 0 £6,SO I 
ROMMELSREVENGE. 0 £6,SO I I THE DUNGEON MASTER. 0 £7.SO 
DARK STAR. 0 £7 .SO I AnySpoctrum. lTSTHEWOOLUF. 0 £6.SO I 

I CBM64. HALLSOFTHETHINGS. 0 £8.SO I 
ZEUS 64. 0 £9.95 

I .::.r:;"eoi~«;"izK . rueEwAYA RMv. o n.so I 
I NAME I 
I ADDRESS I 

Selectedtitlesavallablefrom:-~ 
"4MttNM§,Oi¥1 HMV "J/tiiJ/11 
M>OUMJmHi301@§i@rii) 
other large department stores and all good 
major software retailers. alternatively. send 
thecouponto: -

CRYSTALCOMPIJTING. 2 ASKTONWAY. 
EAST HERRINGTON. SUNDERIANO. SR33AX. 

I - -- I TRADEENQUIRIESWELCOME:-
I enclose cheque/p.o. for ............................ P8.P included. ::3~ is~TIWJU«:.HAM£e»-OWIOREXLTD. I Overseasorders.pteaseadd 61 .SO per item. I Th!Nmt~ ll ll9eClur-..11ma. 



The CURIIJ\H µSPEECH is ready to talk immediately on 
power -up. has an infinite vocabulary and outputs speech 
and ZX Spectrum sound through your 1V speaker There 
,s no software to load with µ SPEECH - sophisticated 
Gate Arro)' technology means you can Just plug ,n and 
start constructing words and sentences like this: 
LET SS= "sp(eeJk fnnH oo J feeJvll"willsay·speakno 
ev,n Further commands control the "voicing· of keys as 
they are pressed. and an intonation facility allows you to 
add expression to the speech. 
,,SPEECH ,s fully compatible with ZX Interface I and 
may be used With the CURRAH ,,SLOT Expandable 
Motherboard. allow ing easy expansion of your ZX 
system. µSPEECH and ,,SLOT w,11 also be compatible 
with the CURRAH ,,SO URCE unit when ,t arnves later 
this year. allow,ng you to write Assembl er and FORTH 
statements directly into your BASIC programsl 
Top selling games like ULTIMATE'S Lunar Jetman 
feature ,,SPEECH vo,ce output - wat ch out for oth er 
titles from Bug-Byte. CDS. Ocean. Oui cksilva and PSS. 

~,..Slol.atlCl~tCMelr~dCu-rdh~~Lid 
1)(."1)1.Sp«cn.m¥'t!ZXfnlfflae rl a c v~ol~Rnc~llO 

µSPEECH is available 
WOOLWORTHS. GREE • TS. JOHN MENZIES. 
SPECTRUM STORES and good dealers nat1onw1de -
or use the form to order the CURIIJ\H µSPEECH -
winner of the CTA 'Product of the Year' award 1984. 

----------------­• To: MkroSpeech Off« , P.O. 8oJf t, GateshNd. ~ & w~. NE8 1AJ I 
I PleaseSuppJy Mlero.5pffchU1"11t!sla1l29.95cach nd VIIT& f&P I 
I Mkro51oCUOlt[sJ.iJ1£14.95c.xnll'ld VAT&P& P I 

I 
QI 
l:J I 

I I~ cl cnequelPO payat»e to 'MicroSpttch Olfe(v alue£. I 
I Ofdet>RmyN:c~c~ NOJ I I I I I I I I r I I I I I I 11 
I c.........,_. I 
•=:-~s:~==POl=:a:;;;:;.l&.;1 


