


250 K OF PURE MYSTERY
BY IAN LIVINGSTONE

m 5 complete Adventures, each with its own Arcade,*
inone multi-lood mega-progrom: “Eureka!” is the
ultimate computer Epic.
- Eplch.smlr. “Eurekal* spans five eras of history!
You oulwil Nero and
hisgladiators, join the Knights of the Round Table,
pe mm@ddltz.ans inally into 1984 defeat the
bean whois holdingthe world g

parately. And they all have REAL TIM|
fast, you wind up as a pterodactyl’s lunch,
ur or just lose your mind...
urekal” is not just an Epic — nuljuslnm\umm h

orbcslam you face an Arcade Action fest, mdscldeyourstrengmfawlmr
The Adventure lo come,
mThe hansrynulmrs the stronger and faster you'll be.
m And it'll eep you on your foes, with conslantly-changing,
g‘uphux Brilliant music and sound effects add fo the excitement.
m As part of the “Eureka!” pack, you receive a full-colour illusirmed
booklet, containing cwpﬁc riddles and mysterious illustrations. Using
booklerand screen fogether, you steadily unravel the clues and build
up asecref phone numberpleee by piece.
m Ifyou'refirstto ﬂnﬂmvnu scvalha world and collect the £25,000!
= Quite a package! And fo give everyone a fair chance, “Eurekal” will be
released simulfaneously worldwide on Oclober 31st, 1984. No packs will be
available until thal dafe. All orders received by mail or phone by 26th
OCTOBER will be despalched by post onthe 31stright across the world. So
order now, and be one of the first offthe mark.
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The ﬁurvllnus for "Eureka!” are by lan Livingstone,
whose “Fighting Fantasy” books have sold over
2,0 copies. Hes dreamed up some rather
nasty ricks and twisfs for youin fhis Epic, because
he hos also devised the cryplic clues and
conundrums in the bookle! that goes with the
program. He's the one who knows the answe
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Instructions for graphics characters are printed in lower-case letters in our listings. They are enclosed by brackets and separated by colons to distinguish
them and the-brackets and colons should not be entered

Inverse characters are represented by the letter *'i”” and graphics characters by
“gw”, and an inverse graphics W by “igw’.

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

‘Where whole words are to be written in inverse letters they appear in the listings as lower-case letters. Letters to be entered in graphics mode on the
Spectrum are underlined.

Inverse characters may be entered on the ZX-81 by changing to graphics mode and then typing the appropriate characters and on the Spectrum by
changing to inverse video and typing the appropriate letters. Graphics characters may be entered on the ZX-81 by changing to graphics mode and then
pressing symbol shift while the appropriate characters are entered. On the Spectrum graphics characters may be obtained by changing to graphics mode and
then pressing the appropriate character. User-defined graphics will appear as normal letters until the program has been RUN.

'g"". Thus an inverse W would be represented by “‘iw”, a graphics W by
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villain. You are able to choose

the eyes, mouth, nose and
hair from a variety of features. If you
think the end result looks like the villain
you have a chance to put him behind
bars.

Photofit was written for the 48K
Spectrum by Peter White of Gravesend,
Kent who wrote the program to test his
knowledge of plotting, drawing and de-
fining graphics. Although he admits
that the program is rather long for what
it does he also points out that more
experienced programmers could have
fun tidying it up and experimenting
with the graphics. Peter’s children
Chris, aged 12, and Julia, aged 10,
enjoy using the program and the game
holds a lot of appeal for younger chil-
dren.

I MAKE a photofit picture of the

For clarity the program has been divid-
ed into several sections which are ex-
plained below.

Line numbers Section

3-190 SETUP

200-210 EYES
211-214 NOSE
215-228 MOUTH
600-650 OUTLINE
700-705 EYEDRAW
706-708 NOSEDRAW

- 710-713 MOUTHDRAW
800-830 HAIR

900-914 FACEHAIR
1600-1720 GLASSES
2000-2011 HAIRDRAW
3000-4065 FHDRAW
4500-4545 USERHAIR
5000-6040 GAMEEND
7000-7500 UDGS
Graphics

The four groups of eyes are repre-
sented by the graphic pairs AB, CD, EF
and GH. The three noses are represent-
ed by graphics IJK, LMNO, and
PQRS; and the man by graphics T and
U.

Variables

a=eye type (1 to 6)
b=nose type (1 to 3)
c=mouth type (1 to 4)
d=hair type (1 10 4)
e="face hair (1 to 5)
f=glasses (yes/no)
h=identity flag

a$, w$=characters

n, a, y=loop counters

SETUP:

Call UDG subroutine

Introduction and call OUTLINE
EYES:

Input type (2). Jump to EYEDRAW
NOSE:

Draw available types of nose.
Input type (b). Jump to

NOSEDRAW
MOUTH:
Draw available types of mouth
Inpur type (c)
Jump to MOUTHDRAW
OUTLINE:
Draw outline of face with ears,
brows and photofit border.
Print available types of eyes.
EYEDRAW:
Draw specified eyes
NOSEDRAW:
Draw specified nose
MOUTHDRAW:
Draw specified mouth
HAIR:
Print description of available types
of hair. Input type (d)
Jump to HAIRDRAW or
USERHAIR
FACEHAIR:
Print description of available types
of facial hair. Input type ()
Jump to FHDRAW
GLASSES:
Prompr for glasses (yes/no)
If yes THEN draw glasses
HAIRDRAW:
Draw specified hair (three
programmed types)
FHDRAW:
Draw specified facial hair
USERHAIR (for user-defined hair):
Print cursor instructions
Erase top of head. Set up start x, y
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coordinates. DRAW hair with
PLOTs on adjacent pixels.
GAMEEND:
Input identification flag h
IF not identified THEN restart
ELSE draw bars (for jail)
Clear screen and print “villain
running away”’ (graphics T, U)
Input “Want another game” and
restart if yes.
UDGS:
Setup user defined graphics

COMMENTS

As this month’s Program Tutor is
about programming efficiency, this
program can be used to demonstrate
how a long program could be
condensed.

1) Lines 205-210 can be replace by:

GOTO 699+(a=1)+(a=2)*2+(a=3)
*3+(A=4)*4+(a=5)*5+(a=6)*6
Lines 212-214 by:

GOTO 705+(b=1)+(b=2)*2+
(b=3)*3

Lines 225-228 by:

GOTO 709+(c=1)+(c=2)*2+(c=3)
*3+(c=4)*4

Lines 815-825 by:

GOTO 1999+(d=1)+(d=2)*6+
(d=3)*11

Lines 910-914 by:

GOTO (e=1)*1600+(e=2)*3000+
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(e=3)

*3050 + (e =4)*3060+ (e=5)*4050
These substitutions eliminate the need
for many IF ... THEN statements.
Limit checks should be included, as the
program cannot handle invalid entries.
Therefore, if you enter line 205 as the
GOTO, also enter:

204 IF a>6 OR a<0 THEN GOTO
200

2) The sound effect only statements
can be simplified. For example, line 130
could become:

130 DATA 0,4,2,5,4,7,5,9,7,11,9

140 FOR n=1 TO 11:READ p: BEEP
0.1,p: NEXT n

RESTORESs would also be required (for
UDGs and 130) to ensure that data was
read in the correct sequence.

3) Lines 4040-4055 (for moustache
and beard) unnecessarily duplicate lines
3050-3055, which deal with the mous-
tache only. The solution here would be
to write a separate subroutine for draw-
ing the moustache.

4) One variable name could be used
for a,b,c,d,e,f as it is unnecessary for the
computer to remember, for instance,
what type of eyes were used when
moving on to nose types.

5) Lines 205-210 could be extended
to include lines 700-705. Similarly,
lines 212-214 could take in lines 706-

708.

6) Most of the draw routines can also
be simplified using DATA (with RE-
STORE) and FOR/NEXT loops, as
they nearly all follow the PLOT,
BEEP, DRAW, BEEP pattern. Line
2000, for example would become:
2000 FOR n=1 TO 5: READ x, y:
PLOT =xy: READ xy: BEEP xy:
READ x.y: DRAW x,y, PI: READ x,y:
BEEP x, y: NEXT n

All the numbers in line 2000 can then
be placed in a single data statement.

3 PRINT AT 10,10;
" PLERSE WAIT "

5 BO SUB 7000
100 FOR n=15 TO 30:
BEEF .05,n-2: NEXT n
120 PRINT AT 5,8; BRIGHT 1;'%»
# PHOTOFIT #%*"; AT 10,4; BRIGHT
©3"Can you remember what the';
illain looked like ?":

INVERSE 1;

BEEP .01,n:

130 BEEF .1,0: BEEP .1,4: BEEP
-1,2: BEEP .1,5: BEEP .1i,4: BEEF
.1,7: BEEP .1,5: BEEP .1,9: BEE
P .1,7: BEEP .1,11: BEEP .1,9: B

EEF .5,12
190 PAUSE 30: GO SUB &00

200 INFUT “Which eyes ";a
205 IF a=1 THEN GO TO 700
206 IF a=2 THEN GO TO 701
207 IF a=3 THEN GO TO 702
208 IF a=4 THEN GO TO 703
209 IF a=5 THEN GO TO 704
210 IF a=6 THEN GO TO 705




3
2

5
INFUT "Wh
ich nose ?
212 IF b=1 THEN G0 TO 704
213 If b=2 THEN GO TO 707
214 1F b=3 THEN 60 TO 708
215 PRINT )
T 0,9;2= 0,173 "3=
"3 AT &,03" w e 2505
AT 3,2
v; AT 3,63 AT 3,10;"
"3 AT 4,2; 5 AT 4,6;"
AT 4,10 I
216 PLOT 20,160: DRAW 5,-3: DRA
W 3,-5: DRAW 15,0: DRAW 3,5: DRA
W 5,3: DRAW —-10,3: DRAW -5,0, PIL
: DRAW -S,0, PI : DRAW -10,-3:
DRAW 31,0
217 FLOT 90,1460: DRAW B,-S: DRA
W 12,0: DRAW 8,5: DRAW —28,0: DR
AW 14,3: DRAW 14,-3
218 PLOT 162,140: DRAW 5,5: DRA
DRAW 3,-1: DRAW
DRAW -25,0, PI
219 FLOT 22,130: DRAW 3,-6: DRA
DRAW &,4: DRAW
DRAW -4,-3: DR
W —4,2: DRAW —-6,4
"Which mouth ? "j;c
L THEN 6O TO 710
2 THEN, GD TO 711
IF c=3 THEN GO0 7O 712
IF c=4 THEN GO TO 713
BORDER 3: PLOT 130,12: BEEF
.03,40: DRAW 0,140: BEEP .03,3%
: DRAW 120,0: BEEP .03,38: DRAW
0,-140: BEEF .03,37: DRAW —120,0

C
: BEEP .03,36
401 PAUSE 20: PLOT 128,10: BEEP
.03,40: DRAW 0,144 EP .03,3%
: DRAW 124,0: BEEF .03,38: DRAW
0,-144: BEEP .03,37: DRAW —124,0
BEEP .03,34
510 FLOT 230,105: BEEP .01,35:
DRAU =-80,0, PI : BEEP .01,38: PL
o7 230,105t BEEF .01,33: DRAW 0,
—22: BEEP .01,32: DRAW -5,-22: B
EEP .01,%1: DRAW -7,-10: BEEP .0
1,30: DRAW —10,-15: BEEF .01,29

411 PLOT 150,10S: BEEP .01,28
DRAW 0,-22: BEEF .01,27: DRAW S,
-22: BEEP .0l,26: DRAW 7,-10: BE
EF .01,25: DRAW 10,-15: BEEP .01
,28: PLOT 173,35: BEEP .01,23: D
RAW 35,0, PI : BEEP .01,22

612 PLOT 150,901
RAW —6,0, PI : BEEP .01,2

4,-18: BEEP .01,19: DRAW 5,0, P
I : BEEP .01,18: PLOT 227,72: BE
EF .01,17: DRAW 5,0, PI : BEEP
01,1&4: DRAW 4,1B: BEEP .01,15: D
RAW —-6,0, PI : BEEP .01,14

613 PLOT 185,95: BEEP .01,13: D

Pl : BEEF .01,12: FLO
BEEP .01,11: DRAW -16,
BEEP .01,10: PAUSE 10t B

0y PI &
.2,30: BEEF .2,28: BEEP .2,3

INK 13"1=AB"

620 PRINT AT 2,2;
342=CD"; AT 2,103

5 AT 2,65 <
INK 13"3=EF"
421 PRINT AT 4,2;"4=GH"3; AT 4

63 INK 5;"S=AB"; AT 4,103 INK

Hg=CnM

625 PRINT AT 21,0;"MAKE SELECT
10N AND PRESS 'ENTER'"

650 RETURN

700 PRINT AT 10,21; INK 1;“ABY
3 AT 10,25; INK 1;“AB": BEEP .05
,-10: PAUSE 10: BEEF .05,0: GO T
0 211

701 PRINT AT 10,21; INK O;"CD"
4 AT 10,25;"Cl BEEP .05,-20: P
AUSE 10: BEEF .05,10: GO TO 211

702 PRINT AT 10,213

3 AT 10,25;"EE": BEEP
AUSE 10: BEEP .05,-20:

.05,-30: P
80 TO 211

703 PRINT AT 10,213“EGH"; AT 10

10,253 INK S;"AB"
¥: BEEP .05,15: PA
P .05,25: 60 70 211
705 PRINT AT 10,2143 INK 23"CD"
; AT 10,25;"CD": BEEP .05,508 PA
USE 10: BEEF .05,40: GO TO 211
706 PRINT AT 11,247 INK 231"
AT 12,243" AT 13,28;"K": FOR
1=2-10 1O BEEF .05,l: BEEF .0
S,1+3: NEXT 1: GO TO 215
707 PRINT AT 11,285 INK 13"L";

AT 12,23;"MNO": FOR b=10 TO -10
STEP -1: BEEP .05,b: BEEP .05,b
+3: NEXT b: GO TO 215

708 FRINT AT 11,23;"PA"; AT 12
1233 RE FOR k=40 TO O STEP -1:
BEEP .007,k: NEXT k: GO TO 215

710 PLOT 178,52: BEEF .00B,10:
DRAW S,-3: BEEP .008,11: DRAW 3,
-5: BEEP .008,12:  DRAW 15,0: BEE
F .008,13: DRAW 3,5: BEEF .008,1
4: DRAW 5,3: BEEP .008,15: DRAW
0,3: BEEP .008,16: DRAW -5,0,
P1 : BEEP .008,17: DRAW -5,0, PI
: BEEF .008,19: DRAW -10,-3:
BEEF .00B,20: DRAW 31,0: BEEP .08,
2i: 60 TO BOO

711 PLOT 1B0,S52: BEEF .0S,&: DR
AW 8,-5: BEEF .008,8: DRAW 12,0:

BEEP .05,56: DRAW 8,5: BEEF .008
,10: DRAW -2B,0: BEEP .0S5,&: DRA
W 14,3: BEEF .00B,14: DRAW 14,-3
: BEEP .05,b: GO TD BOO

712 PLOT 180,44: BEEP .1,15: DR
AW 5,5: BEEP .1,14: DRAW 5,3: BE
EF .1,1%: DRAW 3,1: BEEP .1,12:
DRAW 3,-1: BEEP .1,13: DRAW 5,-3
: BEEP .1,14: DRAW 5,-S: BEEP .1
,15: DRAW -25,0, PI : BEEP .5,15
: BD TO 8OO

713 PLOT 1B2,54: BEEP .05,30: D
RAW 3,-4: BEEP .05,201 DRAW &,—4
: BEEF .05,29: DRAW &,0: BEEP .0
DRAW &,8: BEEP .0S,28: DRA

,6: BEEP .0%5,22: DRAW —6,-2:
BEEP .05,27: DRAW -4, BEEF .0
5,23: DRAW -4,0: BEEP .05,26: DR
AW -4,2: BEEP .05,28: DRAW —5,4:
BEEP .1,25: GO TO 80O

800 PRINT AT 0,03"

"3 AT 1,03"
"3 AT 2,0;"
"5 AT 3,03
801 PRINT AT 1,0;"1= some hair

2= a little hair"; AT 3,05"3=
punk ! 3 AT 5,0;"4= DRAW IT"; A
T 6,03 YOURSELF 7"

914 IF e=5 THEN B0 TO 4050
1600 PRINT AT 1,0;"

*3 AT 3,03"1=no AT 5,0
iy AT 9,050
“3 AT 1603 “3 INPUT

'Did he wear glasses ?";f
1605 IF f=1 THEN B0 TD 1700
1610 IF £=2 THEN GO TO 1710
1700 GO TO S000

1710 CIRCLE 175,94,12:
2: CIRCLE 17%5,93,14:
CIRCLE 207,94,12:
RCLE 207,94,14: BEEP .5,7t PLOT
187,94: BEEP .5,9: DRAW 8,0: BEE
F +.5,5: PLOT 163,% BEEF .5,7:2
DRAW -12,-4: BEEF .S5,4: PLOT 218
,94: BEEF .5,5: DRAW 12,-4: BEEP
.5,2: BEEP 1,0

1720 B0 TO S000

2000 PLOT 155,120: BEEP
P1 : BEE|

BEEF .5,1
BEEP .5,9:
BEEP .S5,11: CI

- PLar 159
&: DRAW 30,15, P

PLOT 163,133: B
5,10, FI : BEE
P .01,-3: PLOT 167,138: BEEP .01
-2: DRAW 20,8, P1 : BEEP .0i,-1
: PLOT BEEF .01,0: DRAW
15,6, L0111

2001 PLOT 210,140: BEEP .01 D
: BEEP .01,3: PLO

01,4 DRAW 13,-

01,5t PLOT

214,13
.01,6: DRAW 11,-18, Fl =
BEEF ,01,7: PLOT 215,134: BE

.01,8: DRAW 9,-1&6, PI : BEEP .01
,7: PLOT 216,132: BEEP .01,10:
DRAW 8,-13, PI : BEEF .01,11t PLO
T 218,130: BEEP .01,12: DRAW 6,—
11, P1 : BEEP .01,13: FLOJ 220,1
28: BEEP .01,14: DRAW 4,-B8, PI :
BEEP .01,15: GO TD 90f
2005 PRINT AT 3,23;"7": FOR g=3
S TD 55: BEEP .007,g: PAUSE S: N
EXT g: GO TO 900
2010 FOR 1 TO .02 STEP -.01:
NEXT f1 INK 23 CIRCL
FOR f=.1 TO .02 STEP
BEEF £,0: NEXT f: PAUSE 2
0: INK 3: PLOT 185,126: DRAW -7,
12: BEEP .04,-20: PLDT 1B5,130:
DRAW -6,12: BEEP .04,0: PLOT 185
,134; DRAW -5,12: BEEP .04,-20:
PLOT 185,138: DRAW —4,12: BEEP .
04,01 PLOT 185,139: DRAW -2,12:
BEEF .04,-201 PLOT 185,13%: DRAW
©,12: BEEP .04,0
2011 INK 4: PLOT 195,125: DRAW 7
,12: BEEP .04,-20: FLDT 195,130:
DRAW &,12: BEEP .04,0: PLOT 195
,134: DRAW 5,12: BEEP .04,-20: P
LDT 195,138: DRAW 4,12: BEEP .04
,0: FLOT 195,13%: DRAW 2,121 BEE
P .04,-20: PLOT lqﬁ,l!q: DRAW O,
12: BEEP .04,0: INK 0z GO TO 900

&

805 INPUT "What kind of hair ?"
5d

§

815 IF d=1 THEN GO TO 2000
820 IF THEN GO TO 2005
825 1F THEN GO TD 2010
830 IF d=4 THEN GO TO 4500

900 PRINT AT 0,03
“; AT 1,03"
2,03"
3 AT
"; AT 5,0;"
0y "
902 PRINT AT 1,03"1= none"; AT

3,03;"2= stubble"; AT 5,0;"3= mo

ustache; AT 7,0;"4= beard"; AT

9,03 "S= moustache and"; AT 10,33

"a beard"

05 INPUT "Facial hair
GO

910 IF e=1 THEN TO
%11 IF e=2 THEN GO TO
912 IF B0 TO
213 IF G0 TO
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3000 PLOT 160,70: BEEP .005,20r
PLOT 162,68: BEEP .005,30: PLOT
165,631 BEEP .005,20r PLOT 166,56
&1 BEEP .005,30: PLOT 167,581 BE
EP .005,20: PLOT 170,45: BEEP .0
05,30

3005 PLOT 215,69: BEEP .005,20:
FLOT 221,71: BEEP .005,30: PLOT
213,59: BEEP .005,20: PLOT 211,6
S: BEEP .005,30: PLOT 209,63: BE
EP .00%,20: PLOT 211,403 BEEP .0
05,30: PLOT 207,58: BEEP .005,20
: PLOT 200,44: BEEP .005,30: PLO
T 198,38: BEEP . 005,20 PLOT 193'
[35: BEEP .005,30: PLOT 187,33t
BEEP .005,20: PLOT 1B8,35: BEEP
. 005, 3

3010 PLOT 177,28: BEEP .005,20:
PLOT 174,27: BEEP .005,30: FLOT
173,30: BEEP .005,20: FLOT 181,2
5: BEEF .005,30: PLOT 183,261 BE
EF .005,20: PLOT 187,28: BEEP .0

0S,30: PLOT 189,20: BEEP .005,30

PLOT 191,21: BEEF .005,20: PLO
T 193,231 BEEP .005,30: PLOT 194,
[21: BEEP .005,20: PLOT 195,22
BEEF .005,30: PLOT 196,24: BEEP
005,201 FLOT 199,26: BEEP .00S,
30: PLOT 202,24: BEEP .005,20: P
LOT 200,24: BEEP .005,30
3012 G0 TO 1600

3050 PLOT 180,57: DRAW 2,5: BEEP
.01,-30: PLOT 182,5B: DRAW 2,5:
BEEP .01,-20: PLOT 184,60: DRAW

2,5: BEEP .01,-30: PLOT 1B&,82:
DRAW 2,5: BEEF .01,-20:
#,64: DRAW 2,3: BEEP .01,
OT 190,64: DRAW 2,3: BEEP .01,-2

o

3055 FLOT 198,671 DRAW 2,-3: BEE
P .01,-30: PLOT 200,567: DRAW 2,-
31 BEEP .01,-20: PLOT 202,67: DR
AW 2,-5: BEEF .01,-30: PLOT 204,
&5t DRAW 2,-5: BEEP .01,-20: PLO
T 206,63 DRAW 2,-5: BEEF .01,-3
01 PLOT 207,42: DRAW 2,-5: BEEP
01,-20: GO TO 1600
3060 PLOT 180,17: BEEP .02,11: D
RAW -8,20: BEEP .02,12: PLOT 182
,1&: BEEP .0Z,11: DRAW -9,21: BE

EP .02,12: FLOT 184,15: BEEP .02
,11: DRAW —9,21: BEEF .02,12: PL
OT 184,14: BEEP .02,11: DRAW -8,
20: BEEF .02,12: PLOT 187,14: BE
EP .02,11: DRAW -7,20: BEEP .02,
12: PLOT 188,14: BEEP .02,11: DR
AW -5,19: BEEP .02,12: PLOT 188,

14: BEEF .02,11: DRAW -3,18: BEE
P .02,12
3061 PLOT 189,13: BEEP .02,11: D
RAW -2,17: BEEP .02,12: PLOT 190
,12: BEEF .02,11: DRAW -1,17: BE
EF .02,12: FLOT 191,12: BEEP .02
,11: DRAW ©,17: BEEP .02,12: PLD
T 191,12: BEEP .02,11: DRAW 1,17
: BEEP .02,12: PLOT 192,12: BEEP
.02,11: DRAW 2,17: BEEP .02,11:

PLOT 19%,12: BEEP .02,11: DRAW
3,17: BEEP .02,12: PLOT 194,13:
BEEP .02,11: DRAW 3,17: BEEP .02
,12t PLOT 196,13: BEEP .02,11: D
RAW 3,171 BEEP .02,12

3042 PLOT 197,14: BEEP .02,11: D

RAW 4,17: BEEP .02,12: PLOT 198,
1

BEEP .02,11: DRAW 5,17: BEEP
.02,12: PLOT 199,1&: BEEP .02,1
: DRAW &,1B: BEEP .02,121 PLOT
200,17: BEEP .0Z,11: DRAW 6,191
BEEP .0Z2,12: PLOT 201,18: BEEP
0Z,11: DRAW 7,19: BEEP .0Z,12:
PLOT 203,19: BEEP .02,111 DRAW 7,
19: BEEF .02,12
3070 GO TOD 14600
4050 PLOT 180,57: DRAW 2,5: BEEP
.05,-30: PLOT 1B2,58: DRAW 2,5:
BEEP .05,-20: PLOT 184,40: DRAKW
2,5: BEEP .0S5,-30: PLOT 1B&,&2:
DRAW 2,5: BEEF .05,-20: PLOT 18
8,64: DRAW 2,3: BEEP .05,~30: PL
OT 190,54: DRAW 2,3: BEEP .05,-2
a

4055 PLOT 198,47: DRAW 2,-3: BEE
P .05,-30: PLOT 200,673 DRAW 2,-
3: BEEP .05,-20: PLOT 202,571 DR
AW 2,-5: BEEP .05,-30: PLOT 204,
&5: DRAW 2,-5: BEEP .05,-20: PLD

T 206,63: DRAW 2,-S: BEEP .05,-3
0: PLOT 207,62: DRAW 2,-5: BEEP
.05,-20

4060 PLOT '180,17: BEEP .05,11: D
RAW -8,20: BEEP .05,12: PLOT 182
,14: BEEP .0S,11: DRAW -9,211 BE
EP .05,12: PLOT 184,15: BEEP .05
,11: DRAW -9,21: BEEP .05,12: PL
OT 186,14: BEEP .0S,11: DRAW -8,

20: BEEP .0S,12: PLOT 187,14: BE
EP .05,11: DRAW -7,20: BEEF .05,
12: PLOT 188,14: BEEP .0S,11: DR

AW -5,1%9: BEEP .05,12: PLOT 188,
14: BEEP .05,11: DRAW -3,18: BEE
P .05,12

4061 PLOT 189,13: BEEP .0S,11: D
RAW —2,17: BEEF .05,12: PLOT 150
,12: BEEP .05,11: DRAW —1,17: BE
EP .05,12: PLOT 191,12: BEEP .05
,11: DRAW 0,17: BEEF .05,12: PLO
T 191,12: BEEP .0S5,11: DRAW 1,17
: BEEP .05,12: PLOT 192,12: BEEP
.0S,11: DRAW 2,171 BEEP .05,11
PLOT 193,12: BEEF .05,111 DRAW

3,17: BEEP .05,12: PLOT 194,13t
BEEP .05,11: DRAW 3,17: BEEP .0S
,12: PLOT 196,13: BEEP .05,11: D
RAW 3,17: BEEF .05,12

4062 PLOT 197,14: BEEP .05,111 D
RAW 4,17: BEEF .0S,12: PLOT 198,
1S: BEEF .05,11: DRAW 5,171 BEEP
.05,12: PLOT 199,143 BEEP .0S,1
1: DRAW 6,18: BEEF .05,12: PLOT
200,17: BEEP .05,11: DRAW &,19:
EEEP .0S,12: PLOT 201,18: BEEP .
05,11: DRAW 7,19: BEEP .05,12%

PLOT 203,19: BEEP .05,11: DRAW 7]
19: BEEP .05,12
4065 GO TO 1600
4500 PRINT AT 0,0;" USE CURSOR
KEYS TO DRAW. WHEN FINISH
ED "3 AT 2,0;" PR
ESS THE 1 KEY"; AT 3,0;"

Ay BT 5,054 " AT &

103

4501 OVER 1: PLOT 230,105: DRAW
-B0,0, PI : OVER O

4502 LET »=180: LET y=144

4510 LET wh= INKEY$

4515 IF ws="S" THEN LET x=x-1t
BEEP .01,-10

4520 IF w#="8" THEN LET x=p+1
BEEP .01,0

4525 IF w="&" THEN LET y=y-1:
BEEP .01,10

4530 IF w$="7" THEN LET y=y+1:
BEEP .01,20

4535 IF w$="1" THEN G0 TD 900

4540 PLOT x,y
4545 GO TD 4510

S000 INPUT “IS THIS WHAT HE LDOK
ED LIKE ? "3h

S0i0 IF h=1 THEN CLS : 60 TO 19

5015 IF h=2 THEN B0 TO 5020

S020 PRINT AT 1,33 "WE HAD BETTE

R PUT HIM BEHIND BARS THEN '"

5 AT 3,03 "3 AT 21,0
“: PAUSE 100

5030 FOR x=3 TO 20: FOR y=1% TO

28 STEP 3: PRINT AT x,yy"(igB)"

+ MEXT y: NEXT x

5050 PAUSE 150

S060 CLS

5070 FOR n=30 TD 2 STEP -1

- | PRINT AT ‘G,n;‘:l %y BEEP .

002,0: PAUSE 4

5090 PRINT AT 10,n-13"U ": BEEP
.002,6: PAUSE 4: NEXT n

4000 CLS : PRINT AT 10,2; BRIGH

T 13 INK 1;“TOO LATE ! HE'S RUN
AWAY 11
6010 PRINT AT 21,0;"DO YDU WANT
TO PLAY AGAIN 7 y/n INPUT a#

4030 IF as="y" THEN CLS : BO TO
190

4040 IF a$="n" THEN CLS : PRINT
AT 10,8; INK 2;"THANKS FOR PLA

YING": STOP

7000 FOR a= USR "

TO USR "u"+

7

7010 READ b: POKE a,b

7020 NEXT a

7030 DATA 1,6,24,33,193,48,12,3

7040 DATA 128,96,24,132,131,12,4
8,192
7050 DATA 1,6,24,17,17,16,12,3

7060 DATA 128,94,24,136,136,8,48
. 192
7061 DATA 192,112,63,35,18,10,7,

7062 DATA 3,14,252,196,72,80,224
192

7063 DATA 3,15,31,30,61,123,123,
252

7064 DATA 192,240,252,40,222,239
239,31

7070 DATA 129,66,36,35,36,36,36,
36

7080 DATA 36,36,36,36,36,36,66,6
&

7090 DATA 129,129,129,129,231,66
60,0
7100 DATA 36,36,36,36,36,36,66,6

&
7110 DATA 1,6,8,8,8,4,3,0
7120 DATA 0,0,0,0,0,231,255,24

7130 DATA 128,96,16,16,16,32,192

7160 DATA 0,1,3,5,4,4,4,4
7170 DATA 128,192,96,48,16,16,16

7180 DATA 28,48,32,48,27,15,7,1
7190 DATA 28,6,2,6,108,120,112,1

7210 DATA 24,88,40,24,50,42,104,
7220 DATA 24,26,12,120,10,62,32,

7500 RETURN
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FEEE The SINCLAIR USER TOP 50
MU/W # SPECTRUM SOFTWARE CLASSICS
/VEXT A 56-page full-colour book with reviews and

photographs of the all-time greats

100 PRESENTATION PACKS of the Incentive Software Mountain of | RAIDERS
Ket trilogy to be won in our challenging competition. i
ADVENTURES Explore the mystery worlds of computer adventure i, 4
games in the first of our regular articles and helpline columns. =

THE FIFTH GENERATION What is Sir Clive spending millions on? Can a
computer think? We look at the books which have fuelled the |
controversy. =
FLYING LOW We interview Costa Panayi, pilot of the chart-topping |- ad g-
TLL from Vortex Software.
INFRA RED JOYSTICK One uof the most ambitious add-ons for thef®
Spectrum has arrived from the States. Will we give it the green light?

Make sure you get your issue of Sinclair User next month by placing
an order with your newsagent now.

Please reserve a copy of Sinclair User for me next month/every
month*.
*delete as applicable

Sinelair User is published monthly by EMAP Business & Computer
Publications.

Test your skill and daring against
plrates, Indians and wild beasts...

Never before has J. M. Barrie’s magic world
of the Neverland been so real. PETER PAN
— The Adventure Game takes you to the
realms of pirates, lost boys, Indians, wild
beasts and Captain Hook. Explore the
Island, fight the pirates, save Tiger Lily and,
ifyou are really fearless, destroy Hook and
steal his ship, to return Wendy and the boys
safely home again.

An interactive, real-time adventure,
with animated graphics and a host of
characters for the 48k Spectrum.

If your local dealer doesn't stock PETER PAN - The Adventure Game, just send off this coupon — please allow 28 days for delivery.
Please rush me [ copies of PETER PAN — The Adventure Game at £10.95 (£9.95 plus £1 p&p). | enclose a cheque/P.0. payable to

Hodder & Stoughton Ltd for £ ordebit my A BarclaycardNo. [ T T TT T TT T T T T TTT]
Signed Address.

e e e e R e e B e s e
Send to Hodder & Stoughton Ltd, CSD 23 (A)

P.0. Box 6, Dunton Green, Sevenoaks, Kent TN13 2XX. Postcode
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ELP gardener Joe 10 Mow
The Lawn. If Joe mows the
flower borders he will be
sacked, and he will be killed if he runs
over a giant spider. There are weeds,
short grass and long grass to be mown,
all worth varying points.

Written for the 16K Spectrum by
David Anderson, Edinburgh.
1/ la'h

~ 10 RESTORE : INK 7:

ORDER 0: BRIGHT O: FLASH O: CLS

“a¥ TO USR “"g"+
,b: NEXT x: DAT
0,2,2,6,6,10,118,101,0,64,64,9
6,96,80,110,166,16,24,40,24,36,3
£,60,60,60,60,%6,36,28,60,28,16,
6,9,13,14,8,74,60,14,16,8,100,24
,18,44,16,8,66,35,165,9,

31 BD SUB 9000

40 LET 1: LET lc=ig LET d=
LET msc LET sc=0: LET tsc
LET ==7

45 PAPER 0: CLS : PAPER 4

44 INFUT “bhat speed?(0-3) "“is

p: LET sp=sp/0200

47 INK 7

S0 FOR y=1 TO 2i: FOR x=1 T0 3
1: LET r= INT ( RND #20)+lc-14:

IF r<S THEN LET msc=msc+1l: LET

FRINT AT y,x3" NEX
51 IF r=5 OR r=6 THEN LET b(x
PRINT ¢ RND

AT y,x; INK
PAPER 03"E":

NEXT x: NEXT

ySE IF r=7 THEN LET b(x,y)
LET msc=msc+10: PRINT AT vy,
“: NEXT x: NEXT y

53 IF r=8 THEN LET msc=msc+20
3 LET b(x,y}=8: PRINT INK 03 AT

NEXT y: LET x

LE

T y=1

55 LET b(1,1)=1: INK 7: PRINT
AT 1,1;"A"

&0 IF INKEY$ ="g" THEN B0 TO
180

&5 BEEP sp,40

70 IF INKEY# ="a" AND y>1 THE
N LET d=1

80 IF INKEY$ ="z" AND y<{21 TH

EN LET d=2

PAFER 4: B

%0 IF INKEYS$ “ AND x>1 THE
N LET d=3
100 IF INKEY$ ="p" AND x<31 TH

EN LET d=4

110 IF d=1 AND y>1 THEN PRINT
BRIGHT 13 AT y,x;" ": LET bix,y
)=0: FPRINT INK s3 AT

¥a%3 "D

112 IF d=2 AND y<21 THEN PRINT
BRIGHT 13 AT y,x3" ": LET bix,

w)=0: LET y=y+1: PRIN INK s3 A

T yyx3"C': B0 TO 120

115 IF d=3 AND x>1 THEN PRINT

BRIGHT 13 AT y,x3" ": LET bix,y
LET x=x—1: PRINT INK s3 AT

v xg A
118 IF THEN PRINT
BRIGHT “s LET bix,
y)=0: LET FRINT INK s3 A

T vy%5
120 IF b(x,y)=0 THEN LET tsc=t
sc-.5: G0 TO 150
125 IF bix,y)=1 AND d <> O THEN
LET tsc=tsc+l: LET b(x,y)=.5:
5 50

130 IF b(x,y)=2 THEN GO TO 165
35 IF bix,y)=3 THEN LET tsc=t
+10: LET bix,y)=0.5: GO TO 150

140 IF bix,y)=4 AND d <> 1 THEN

60 TO 160

145 IF blx,y)=4 AND d=1 THEN L
ET tsc=tsc+20: LET bix,y)=.5
150 GO TO &0

0 LET sc=sc—(msc/4)+tsc: PRIN

< 73 PAPER 03 AT 0,13"Level
= ore c; PAPER 43 INK
03 AT 10,23"You didnt attack th
at spider  from BEHIND ."

161 GO TO 170

165 LET sc=sc—(msc/A4)+ts
T INK 7; PAFER O

ev
PAPER
the bo

170 PRINT
R 73

FLASH 13 INK 0; PAPE
AT 21,5;" FRESS TO FLAY "

171 PAUSE O: PAUSE O: LET 1=i:
LET lc=1

172 LET sc=0: LET msc=0: LET ts
c=0: LET d=0: GO TO 45
180 LET se=sc—(msc/4)+tsc: PRIN

T AT 10,

ou have tried ";lj"
levels You have “jsc;“points”
PRINT INK O; PAPER 7; FLASH 1
AT 21,4;" PRESS TO PLAY ": PAU
SE 0: PAUSE O: LET l=l+1: IF lc<
3 THEN LET lc=lc+1

181 LET d=0: GO TO 45

000 INK 0z
HE LAWN

PRINT AT 0,5;"MOW T

Help gard
ener Joe to mow the lawns for
Her Majesty. Joe. ...
.Aor Bor Cor D

Joe will

get sacked if he mowsa border (E)
or killed if he runs over a gia
nt spider (B)any way but from b
ehind.From behind it is worth 2
© points,a weed(F)is worth 10 p
oints,uncut grass (dull. gree
nlis worth 1 point,butcut grass(
brighter green)is —-.5 points
P .right
a

P

own q -

o to next level

9001 FRINT FLASH 1: INK O3 PAFE
R 7; AT 21,4;" PRESS TO CONTINUE
“: PAUSE O

flocz cis: PRIANIT AT 10 "Will vou
ever work out the scoring s

5 FLASH 13 ER 7

3 21,65" PRESS FaU
SE 0: RETURN
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OTHELLO is an amazingly fast
version of the well-known board
game, the object being to have
the highest number of counters on the
board at the end of the game. To place a
counter on the board enter the column
and row together. Any of your oppo-
nent’s pieces sandwiched between your
played counter and any of your counters
already on the board, become your own.
Play continues in this way until all the
squares have been filled. Any illegal
moves are ignored.
Cothello was written for the 16K
ZX-81 by M. Clarkson of Salford,
Greater Manchester.

—

i

Boba8ebto0t00s
QP20 2222 8!

HT
202220200022300

ZERDSRR22a
222202
2202020220000220

1
")

ZERD
202228 a!
2@

558000
EERESE
13

fu=tst
D00

e
DSEDNSEE

LLC

0
@ IF Zg="NO" OR Zg="N" THEN &
192

o
Ls
G0TO_100
PRINT TRB_2; "MINE YOURS"
POKE 16417,
GOTO 230
PRINT TAB 2; "YOURS MINE'
PRINT AT_1,18; "ABEDEFGH"

8
PRINT AT N+42,15;"++4++++4 =

8
T 2
POKE 18507,
LET R=PEEK
LET Za6@

IF PEEK 18417=PEEK 18887 TH
0TO_47@

L

SE+RSEPEEK 1
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390 _LET B=(CODE Z$-38) +33+ (CODE

Zg(27-29) +11

385 IF PEEK (R+B) <)21 THEN GOTO
408 POKE 15445,R+BE-2S6INT ((R+
B) /2561

495 POKE 15444 ,PEEK 164485

410 POKE 15447, INT ((R+B)/258)
41S POHE 16445 ,PEEK 18447

430 POKE 15585.2

430 RAND USR 18532
IF PEEK 18449<)@ THEN GOTO

PRINT AT 21, ILLEGAL MOVE

GOTO 378
IF USR 16911=1 THEN GOTO 49

482 IF USR 1665228 AND X=@ THEM
GOTO_S7@
.aas IF PEEK 15448=0 THEN GOTO S

LET Z=Z-1

RANG USR 16754

IF Z=0 THEN GOTO S7@

IF PEEK 16507=180 THEN GOTO

IF_PEEK 165@7=52 THEN POKE

=USR_16970
=64-2

42 THEN PRINT AT 2
N WITH “;X;" COUNT

THEN PRINT AT 2
H WITH "SZ-X:" Ci

s me

PRINT AT 20,
UANT ANOTHER

o

I 0" OR Z$="N" THEN N

ci

=]

I HEN RETURN

L ${ TO 2)

LET R (3 TO )

5 E X,183CODE B$(1) +CODE B
9949 LET N=X+1
G059 GOTO 9008

20 LET hi=0
30 FOR a= USR "a®
71 READ udg: POKE a,udg:

TO USR UfI+
NEXT &

40 DATA
27,192,24
59

15,63,35,65,65,193,2
,252,196,130,130,131,1

50 DATA 255,255,43,15,14,30,62
,126,255,255,252,240,112,120,124

40 DATA &0,126,255,255,255, 255
,126,60,90,2855,171,255,170,255,1
09,219

70 BRIBHT 1: BORDER O: PAFPER O
INK 9: CLS
90 PRINT AT 1B8,5; INK 93 PAPE
R 1; FLASH 1;"PRESS ANY KEY TO B
EGIN®
100 PRINT AT 2,10; PAPER S5;"EG
G CATCHER!."
110 PRINT AT 4,7; FAPER 4;"198

4 BY M.R.WALKER."

120 PRINT AT 7,12; PAPER &:“CO
NTROLS"

130 PRINT AT 10,12; PAPER 3;"P

= RIGHT"

140 PRINT AT 12,12; PAPER Z;"Q

= LEFT"; AT 14,123 PAPER 13 =

HOLD"

150 DUT 254,1: OUT 254,2: OUT 2

54,3: OUT 254,4: OUT 258,5: OUT
254,61

160 IF INKEY# <> "" THEN B0
TQ 190

170 OUT 254,1: OUT 254, ouT 2
54,3: OUT 254,4: OUT 258,5: OUT
254,61

180 6O TO 150

190 FOR a=0 TO 30: BEEP .010,40

BEEP .015,50: NEXT a

200 CLS

205 PRINT #1; INK 93 BRIGHT 13
INK 93¢ 1984 MARTIN WALKER

210 LET mo=0: LET eg=0

0 LET po=15
LET re= INT

{ RND #30)+1: L

ET sg=eg+i: IF eg»S0 THEN BD TO
500

240 PRINT AT 0,0; PAPER 4; INK
93 "MONEY #'3;mo

250 PRINT AT 0,13: FPAPER S: IN
K 03"EGBS ";eq

260 PRINT AT O INK O3 PAFE
R 63"HI #"3hi

270 FRINT AT 1,03 INK 3

FEFEFEFFFFFEFEEEFFFEEFEEFFF "

280 PRINT AT 21,0: INK
FEFFFFEFFFFFFFFFFFFFEFEFFF]
290 FOR c=5 10 18

300 PRINT AT 19,po; INK 5;* AB

“3 AT 20,po;* ED *

310 PRINT AT ©=1,re;" "3 AT c,
INK &;"E"

1IF c+3=20 AND po+i=re+l OR
c+3=20 AND po+2=re+l OR c+3=20 A
ND po+Z=re THEN LET mo=mo+ INT
( RND #100)+1

340 LET po=po+( INKEY$ ="p" AND

po<28)-( INKEYF ="g" AND po>0)
350 IF  INKEYS THEN PAUSE
0: PAUSE O

340 NEXT c

370 PRINT AT c—1,rez" "

375 BEEP .05,5: BEEP .05,10

380 GO TO 230

S00 PRINT AT 10,8;"6 A ME O

TO I0: BEEF .005,5:
.005,10: BEEP .00S5,15: BEE
P .005,20: BEEP .005,25: NEXT a

IF morhi THEN FOR a=0 TO 1
PRINT AT 0,23; FLASH 1;"NEW
HIBH": NEXT a: LET hi=mo
550 FOR a=0 TO &0: BEEP
0O: BEEFP .005,30: NEXT a:r

520

.0010,5
GO TO 7

a
Sé0 B0 TO S30
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EGG SAVER

OU have been employed by the

Bird Protection Society to catch

the eggs which fall from the

birds’ nests during high winds. For the

fifty eggs which fall you will be paid

between one and a hundred pounds

depending on their condition. The keys

to use are P and Q for right and left and
H to hold.

Egg Saver was written for the 16K

Spectrum by Martin Walker of Ruge-
ley, Staffs.
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EFENCE FORCE has many
features including five skill lev-
els, three types of enemy, four

lives, on-screen scoring and a high-score
table. As always, the object is to protect
your base from the approaching enemy.
You have a forcefield to protect you but
once this has gone, defeat is imminent,
The game contains some machine code,

so the following must be typed in before i
the rest of the program is entered: 1

REM (10 spaces); POKE 16514,42; {
POKE 16515,14; POKE 16516,64; i

POKE 16517,78; POKE 16518,6;

POKE 16519,0; POKE 16520,201.
Written for the 16K ZX-81 by Greg

Jarvis, aged 14, of Bridgwater, Somer-

set
-
4 BEY.B ENO2ATH 9@ GOTO_250 PRINT AT R,E-8; " EE—"
BRINF BYC2Y o] s 00 GOTO 8ae
19 FOR G=@ TO 7
7 PRINT AT 10.1@; "PLERSE WAIT gg PRINT AT A.1;"JMP;TRE 1;
RORTGEE TO 5@ %g IF PEEK 16421=281 THEN GOTO PRINT AT A,1; "IEM";TRE 1;
é E ag IF PEEK 16421=253 THEN GOTO
S
r 72 IF PEEK 18421:323 THEN GOTO
N 88 RETURN
e @@ IF Ai¢=5 THENM GOTO 1002
F 1@ LET A=A-1
LI 20 PRINT AT A+i,2 i
H 32 PRINT AT A,2;" 1
L 2 RETURN 1
Ll S IF Ay=19 THEN GOTO 1202 i
L 82 LET Aaf+l 1
Ll 7@ PRINT AT A-1 1
180 LI 1 82 PRINT AT A,2 1
110 LET L=20@ 32 URN 1510 LET UsU-1 45
129 LET Fu=3@ 2 1520 IF /=0 THEN GOTO 7002
13Q LET LI=d 1530 RETURN
4@ OIM C& 2 a; 2092 PRINT AT R,E; "J8F";RT R+1,E
15¢ LET Cf 4 i Pl
160 LET € 72 = 2010 LET SC=S5C+10
170 LET c$ 230 LET FU=FU-1 20 RINT AT R,
ige LET B8 HI 748 PRINT AT 1,FU; "M i i
190 LET u=1§ 75@ IF FU<=SLEN GOTO 5000 202
195 LET SK=.12 760 RETURN 2030 I >
2@¢ LET PRINT=S@@ 502 IF E(=3 THEN GOTO 10@@ 2040 LET R=IN
210 LET KEYSaSSQ 2 RETLRN 2es5a
220 LET FIRE=900 538 PRINT i 2080
230 L IT=800 830 LET H=USR 18514 49393
240 GOSUB 92022 Ba@ IF H=145 THEN GOTO 1520 S000
2! GOSUB PRINT 8EQ IF R=A THEN GOTO 1000 210
260 GOSUB HIT 889 RETURN
270 GOSUB KEYS §98@ IF AND)SK THEN R seze =
280 GOSUB FIRE 378 BRInT AT R ECH; " e 5030 NEXT G

12
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$04@ PRINT AT 10,10; "
S@Sd NEXT H

S LET FU=30
S50 FRINT AT 1,0

DI QI B
SO
o
¢t
o
I
e
-
o

NEEAS

A OOCZ DD NNOAC CHC T CCCCCrEZT

o - ocmm
e HDO e

NNOLREEE0 &0 DD 0 E-00 & 18D

G101 01

5+

754/

788

788

757

758 N LET D=1
759 THEN GOTO 7568
7201

799

2800 I SosuAL H$(1@) { TO §)
THEN GOTO 8508

e00@1 F M$(1@,1) ¢ " THEN
@55

8022 FPRINT AT 15,.10; “CNE

E N! 38 DR CODE N

HEXT I
FOR TO P STEP
I4+1) =H& (D)

@

@

g ke

@ NEXT

g LET H$(P) ( TO S
]

9

2

2

]
LET H$(P) (7 TO
GO0TO 3009
STOP
GOSUE 9502
PRINT AT &,4; RS

100 0 I CVR 80 0
16,60 dTaAN NN

AT &
2838 PRINT AT 1@
8849 PRINT TRE 2;"

S0 PRINT TRE 2 [

Ege :nﬁn'r AT 14

%

A b1 12 1 1 S 6
SEEO U b 0O LoD
PO ILDEPEOTNOGH

00 D0 WA OO0 10 DD DEH]

F
a8 T i
TRB E@ LIVES:™, LI
2509 BRINT TRB b5
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HEN the program is RUN

you are shown at the centre of

the screen. You will also see
your power and a ghost which moves
around the screen draining your energy.
To prevent all your power being lost
you must chase the ghost and put your
cross on top of it. The ghost will then
close its eyes and die. This must be
done three times before you proceed to
the next level where the same thing
happens but you have less power. Do
not chase the ghost to the edge of the
screen as it will then be able to vanish
and reappear anywhere on the screen.

Ghost Hunt was written for the 1K

ZX-81 by A. Fogarty of Dukinfield,
Cheshire.
In order to explain how this program
works, it has been divided into several
modules. What each of these modules
does, and how each of the variables in
the program is used are explained be-
low.

Lines Module name
10-40 SETUP 1L
50-60 SETUP 2
70-80 SETUP 3
90-100 SETUP 4
110-240 MAIN

250-280 CAUGHT

290-330 LEVEL

340-350 SCORE

Variables

AB y,% coordinates of the ghost
C,D y,% coordinates of player

w number of ghosts caught

H Level of difficulty

& Power (or time left)

74 Random number (0-3)

F Score factor

EK Constants

What each module does:

SETUP 1

Gives values to the constants E and K.
Sets the score to 0 and the game level to

15

SETUP 2

Sets the number of ghosts caught to 0
and the power to 110-10*H. This
means that the power will start at 100
and decrease by 10 on each level.
SETUP 3

Defines where on the screen the player
will start.

14

SETUP 4
Chooses a spot at random where the
ghost will start the game.

MAIN

Clears the screen and then prints the
positions of the players and the ghost. If
there is no power left the computer then
goes to the LEVEL module. Power is
reduced by one. If the ghost and the
player are in the same position the
computer will move to the CAUGHT
module. Reads the cursor keys and
checks whether the player is at the edge
of the screen, then moves player. The
ghost is then moved, depending on the
value of the random number z. If this
means that the ghost would move off
screen the computer returns to SETUP
4 to choose a random position for the
ghost. The computer then begins the
MAIN module again.

CAUGHT

The number of ghosts caught (w) is
increased by one. The -ghost is then

. 7

I

il

erased, and the value of w printed in its
place. If three ghosts have been caught
on the present level the computer will
then move to the LEVEL module. The
computer then moves to SETUP 3 to
start the chase for the next ghost.
LEVEL

Prints the level. Score values are in-
creased by H*W so that you score more
highly on the difficult levels than on the
easy ones. Level is increased by one.
The computer moves to SETUP 2 to
continue the game with three more
ghosts and less power. The SCORE
routine is called.

SCORE

Prints the score, which is (F+W)*10. If
it is greater than one the computer then
returns to LEVEL, otherwise the game
ends.

This program could be improved in
two ways. Firstly, lines 180-190 only
compare the player’s coordinates with
those of the upper limits of the screen.
Artempting to move through the top or
left hand side of the screen will result in
the movement controls being reversed.
It would be better to omit lines 180 and
190, and to enter lines 160 and 170 as:
160 LET D=D+(INKEY$=8"
AND D < VAL“28"{INKEY$=
AND D>E)

170 LET C=C+(INKEY$=*6"
AND C<VAL*19”)(INKEY$="7"
AND C>E)

50
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C=C+ (INKEY$="E

"18" THEM

b
Secondly, the score routine at line
340 is slightly clumsy, as it is bad
programming practice to exit from a
subroutine, Better would be to delete
lines 340-350 and to enter:

310 (as 340)

315 IF T<1 THEN STOP

HUNT THE THIMBLE

LUES 1o the whereabouts of the

thimble are flashed up on the

screen in the form of north,
south, north east etc. Follow the clues
and try to find the thimble in the fastest
possible time.

Hunt the Thimble was written for
the 16K ZX-81 by Paul Greathead,
aged 14, of Bishop Auckland, Co. Dur-
ham.

LET =58

18 LET 15

39 LET Ax=INT (RND#2@) +2
42 LET B=INT (RND#31)+1
S@ LET X=INT (RND#2@)+a
8 ET Y-INTQ(ETD'alj.l

G4 PRINT AT F,@)"++tetstssstss
++
s
70 PRINT AT R,B;"H"
NT A .8
9@ IF A)X THEN PRINT “NORTH"

18@ IF A<X THEN PRINT “SOUTH"
112 IF B<¢¥Y THEN PRINT AT ©,5;"E

RST!
éae IF B)Y THEN PRINT AT 2,5:"u
EST"
e:.:nzi IF A=X ANC Ba=Y THEN GOTO 29
3
14 8 AND At2
15 B AND B¢3
18
178
200
2108
220 ‘ IME=";T;
BEST TIME=",BT
230 PAUSE 4E4
=240 CL%
250 GOTO ae
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¢t BORDER 0: PAPER 0: INK 7:

o
2
)

LET s=0

LET chessa=5S

LET shot=0

B0 SUB &O00

FRINT AT &,28; INK &63;"A"

N s W

v

25 PRINT AT 5,0; INVERSE 1; I
NK S3"(g2:ig3zgi)"

0 Pniﬁ?“i?az,o; INVERSE 13
MK S;"(gS5:igB:igS)"

40 LET

41 LBT

49 LET

50 LET

80 IF INKEY#

' THEM LET p

81 IF INKEY#$ 2" THEN LET p

82 IF INKEY$ ="0" THEN FOR n
=19 TO 4 STEP —-1: PRINT AT nyp+
137" PRINT AT n+l,p+ LE
T shot=1 5

B3 IF p=4 THEN LET p=p+1 HOOT the mouse as it emerges

84 IF p=28 THEN LET from its house and runs across the

floor to steal the cheese. There are '
95 PRINT AT 4,0;" ten pieces of cheese for the mouse to

steal and, using keys 1, 2 and 0, you

96 PRINT AT 0,0; INK 2;"SCORE ® s !
="3sc; INK 2;" CHEESE=";cheese must save as many pieces as possible.
o PR e s e l Cheese Thief was written for the
101 IF n=6 AND p=a OR n=& AND p 16K Spectrum by Mark Adams and
—1=a THEN PRINT AT 10,4;:"SOUE Stephen Smith of Leicester.
EEEEEEK": BEEP .3,35: PAUSE 30:
PRINT AT 10,4;" iy =chesse-1 6030 DATA 16,168,240,221,254,252
LET sc=sc+10: LET PRINT AT 199 IF shot=1 THEN NEXT n: LET 54
&,a5" 60 TO 89 shot=0 4040 DATA 24,24,126,255,055,2585,
200 GO TO 80 255,
102 PRINT AT 20,p-1; INK 4;" 6000 RESTORE : FOR #= USR "a" TD  &050 RETURN
‘D ™ USR "d"+7: READ a: POKE f,az N 9000 CLS
05 IF cheese=0 THEN GO TO 00 EXT + NO CHEESE LEFT g YOu sC
o T 6010 DATA 16,56,44,60,218,173,21 PAUSE 0: FOR £=0 TO 2
110 IF a=2&6 THEN LET s=1 9,175 ©0: BEEP .005,f: MNEXT f: FOR 40
111 IF a<4 THEN LET s=0: PRINT 4020 DATA &4,33,19,39,47,79,84,3 TO O STEP —-1: BEEF .006,z: NEXT
AT 6,28; INK &;"A": LET cheese 8 z1 GO TO 1
=
V]|

185 NEXT m
190 REM %0588 5%ER 20 HEA SRR S

200 PRINT AT 5,3;"Time Out": L
ET 1=1-1: BD TO 700

300 IF z=15 THEN GO SUB 2000
305 IF z=15 THEN PRINT AT 5,9
3 FLASH 1;"Super Landing!": LET
sc=sc+((c+1)#m): FOR r=0 TO 2: F
OR w=10 TO 30: BEEP .OL,w: NEXT
NEXT r: LET t=t—10: LET c=c+1
0 THEN GO0 TO 400

310 IF z <> 15 THEN PRINT AT
LET 1=1-1: BO

3 ﬁ <=
j)& )| these blow'; AT 12,23 up after't
Z he time limit or if"; AT 14,23"t
= hey hit the ground. AT 17,5;"
0’ OPERATES THE SHDES“' AT 19,5;

1 & Ny EBUR TR
P?S“?aié‘é oey s 600 CLS : PRINT AT 5,10;"You A
A0 REM #9058 A AR R R ;E?Tﬁ;;;qTETS:LL;E;CHRMPIDN‘ 3 AT

90 CLS : BORDER c 4610 FOR k=0 TO S50: BEEP .004,k:
92 PRINT AT 0, q-"HIGH “shs; A NEXT k: 60 TO 410

T 0,205 “SCORE "3 700 FOR r=0 TO 2: FOR w=10 TQ -
93 PRINT AT &, 22- “Time"; AT 1 10 STEP -1: BEEP .01,w: NEXT w:

UIDE Stunumn Stan down

onto his skateboard. Stan has 3,22;"Lives ";1 NEXT r
jet engine shoes which prevent 95 FOR b=0 TO 17: PRINT AT b, 710 IF 1 <> 0 THEN BO TO 90
= e . 15; "(igd)"; AT b,17;" (gs) " NEXT 715 IF sc>hs THEN LET hs=sc: C
him from hitting the ground if the ores o LS : PRINT AT 5,83 FLASH 1;-New
skateboard is not at the bottom of the 100 LET = LET z= INT ( RND # High Score!": PAUSE ©
if e o 200 +5 720 CLS : PRINT AT 5,11;"GAME
shaft, but if the shoes foverhicat (they 110 REM *#Main Program Loop## OVER": AT 10,9;"FRESS ANY KEY'j
blow up. Press 0 to operate the shoes. 120 FOR m=t TO © STEP -1t PRINI AT 15,10; "FOR NEW GAME": PAUSE ©
Skateboard Stuntman was written B, 23;m; " " 730 GO TO 10
PRINT AT 18,z % 1050 REM #=U.D.G.*#*

for the 16K Spectrum by Patrick THEN LET

PRIN 1060 FOR a=0 TO 7: READ e: POKE

Q’Brien, London N12. 18,303 " USR “A"+a,e: NEXT a
145 PRINT AT x—1,165" * 1300 DATA 24,36,24,16,124,16,40,
S LET h B0 SUB 1000 150 PRINT AT x,1é; OVER 13 &8
10 LET sc LET t=100: LET c= 1400 RETURN
0: LET 1=3: PAPER 4 155 PRINT AT x+1,16;3 i 1500 REM ¥¥#%¥%E4%%
15 REM #¥#xTitle pagexxws 157 IF INKEY$ <> "0" THEN LE 1900 REM *###Victory Skatesss
17 CLS T =l 2000 FOR d=16 TO 30
20 PRINT AT 1,11;"Skateb 160 TIF INKEY#® 0" THEN LET x 2010 PRINT AT 18,d A AT 18,
3 AT 3,12;"Stunter"; AT 6,2 1 d; OQVER 13" _": PAUSE 3: NEXT d
de Stan the stuntman down 162 IF %<3 THEN LET »
8,2;"onto his skateboard.He has 165 IF %=19 THEN B0 TO 300 2200 RETURN
jet"; AT 10,2;"engine shoes but 170 LET +1 DTO0 REM 550850 R RN
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REM
REM
REM
REM

e ——
##% PRIME ##%
#%# COUNTER #*%*
RN

LT AN

REM
BORDER &: PAPER &: INK 0z C

LS

~

PRINT
"; TAB 9;"(S*g

TAB 9; "PRIME COUNTER
p:7%g3) "1 PRINT

10 PRINT *I WILL WORK OUT THE
PRIME"

15 PRINT "NUMBERS STARTING FRO
M ONE"

20 PRINT “NUMBER TO ANOTHER NU
MBER.. "

25 PRINT “WHAT DD YOU WANT THO
SE NUMBERS"

30 PRINT "TO BE? (SMALLEST FIR
ST,PLEASE) .

35 INPUT b: BEEP .2,1: INPUT a
: BEEP .5,0

40 IF b< VAL "2" DR b <> INT
b OR b > a OR a< INT PI THEN

PRINT INK 23 "ND GOOD,PLEASE T
RY AGAIN(ENTER THE NUMBERS ONE
AT A TIME).": GO TO 35

50 PRINT INK 1;“Right,here w
e go!!"

55 FOR g=1 TO S500: NEXT g

&0 PRINT : PRINT INK 13 BRIGH
T 13b

e|5 IF b/2= INT (b/2) THEN LET
b=b+1

70 LET g=b: LET 1= USR 32500
IF 1 THEN GO TO %0

B0 LET b=q: LET b=b+2: GO TO 7
o

90 POKE 23692,-1: PRINT q: IF
INKEY$ <> "" THEN BEEP .1,1:
PAUSE 50: PAUSE O: BEEP .1,5

95 IF g<a THEN GO TD BO

100 FOR t=1 TO 20: BEEP .1,t: N
EXT t
105 BEEF 1, 20. PRINT INK 1;"N

ot bad,hey?"

110 PRINT ° BRIGHT 1;"Do you wa
nt me to work out prime"’"number
s from one number to"‘'"“another n

220 DATA &2,3,205,40,45,42,75,9
2,35,126,35,94,35,86,35,78,35,70
,205,182,42,239,192,1,193,5,49,3
%,3,48,48,0,8,224,225,3,48,48,0,
23,225,49,4,224

230 DATA 3,55,0,10,225,161,1481,
15,15,224,56,24,220,5b,1,1,0,201
,225,56,42,101,92,43,43,43,43,43
,237,91,75,92,19,1,5,0,237,176,2
39,2,56,1,0,0

240 DATA 201

¥" THEN CLS : GO TO'25

120 IF g#="n" OR z$="N" THEN §
TOP : RUN
125 CLS : PRINT FLASH 1; AT 11

453 "PLEASE TYPE YES OR NO"
130 60 TD 11S
200 CLEAR 32499

NTER two numbers, the lowest

of which should be three or high-

er. The program will then calcu-

late all the prime numbers between

these two integers. A small machine

code routine is included to speed up the

program and thus the whole program

should be SAVEd with SAVE “primec”

LINE 200. This means that the ma-
chine code will load automatically.

Prime Calculator was written for

umber?": DIM z#(1) 210 FOR £=32500 TO 32588: READ +
115 INPUT z$: IF z#="y" DR z$="  a: POKE f,ar NEXT £: RUN thedioh Spectmmiby: NizelRosson o
Manchester.
L
T
it L o
4
i REM BRRRAGE BALLOONS - s
LET BL=® D > L
12 FOR FsSGN PI TO INT PI - | AN
36 FAsT o f / t : Fii
2 s ] ‘ 2N
T'// D g P
VAALEy IO
rx:,ﬁ,/ PWF A

30 FOR B=INT PI TO CODI
35 F'RINT AT B,VAL

L]
4% NEXT B
48 PRINT AT INT (RND#16) +2,UAL
2o ChRg 38
52 £5R B=200E "M TQ CODE ")
AT, NT_ (RND£17) +1, INT
.ana19:+s CHR
89 NEXT
55 FOR R-BGN RPI TD C Y
36 FRINT AT VAL “18°7 INT (RNDE
271 cHRg 128
75 NEXT R
8@ SLOW
o35 LET XaINT (UAL "18"4RND4SGN
90 FDR ¥ = NDT PI TO CODE "1™
95 PRINT
29 IF PEEK IPEEK 16398+PEEK 16
as N_GOTO 13

%
EK lPEEK 16395+PEEK 18
DE "AY THEN GOTO

SINCLAIR PROGRAMS Novenber 1984

LLOONS

UIDE your ship to your en-
emy’s base whilst avoiding the
barrage balloons which defend
the city. Use keys six and seven to
dodge the barrage balloons. When the

game ends you will be told how many
times you landed at the base.

Barrage Balloons was written for
the 16K ZX-81 by L Davis of Ports-
mouth, Hants.

17



ANEW,IMPROVED
ZX81 KEYBOARD AT THE SAME
OLD PRICE. £995.

There's only one thing wrong with the
ZX8l. Its keyboard.

Or rather its lack of one.

Since it's flat your fingers don't feel as if
there's any response to the pressure put on

the keys.

FILESIXTY KEYS

ZXBIKEYS

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

Qur new, improved push button keyboard
changes all that.

[t matches the ZX8l perfectly. And the
keys give a real calculator-type feel.

Toset it up all you have to do is peel offthe
adhesive backing and stick it on top of the
ZX8l touchpad.

Because no tampering or soldering is
involved the guarantee is not affected. And it
will last for up to 3% million operations.

AACTON
- TR

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

It's yours for the original price of £9.95.

Whichever way you look at it, we think
you'll agree that its a keyboard that's quite
outstanding.

l Cheques/PO made payable to Filesixty Ltd.

Please send me_____(qty) Keyboards at £9.95 each
(including VAT and P&P). ‘

I

| Total £
| Name
| Address
I
|
I

Filesixty Ltd., 25 Chippenham Mews, London WS 2AN, England. Tel: 01-:289 3059, Telex: 268 048 EXTLDN G 4087,
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¥ 11 PAPER 4: INK 7: BORDER 4
12 GO SUB 2000
13 BO SUB 9000
15 DIM b (12)
17 LET t LET s=0: LET r=0
20 FOR a=1 10
T ( RND *7;+10;
25 LET y=15:2
27 CLS
FRINT AT
3 PRINT AT 8,21;"SPECTRUM "3
i AT 10,243 "HUMAN “js
50 FLOT 95,143: DRAW 0,9: DRAW
49,0: DRAW 0,-9: FLOT 79,143: D
RAW 81,05 DRAW 0,-120: DRAW -81,
O: DRAW 0,1 LOT 95,23: DRAW
0,-8: DRAW 49,0: DRAW 0,8
&0 FOR a=1 10 12: PRINT AT a+
Z,bead; INK 13 AT a+3,bla)+2
D: NEXT a
70 PRINT AT 19,

AT

103 STEF ~1
95 FRINT AT 0,0; "TIME

100 PRINT AT x,y3
105 FRINT AT x+l,2;
107 LET t=t—1: IF t<0 THEN GD

INK

TO 4000
1 IF  INKEYS$ " THEN. LET y
LET z=y+1 x
F INKEYS THEN LET y
LET z=y-1
INKEY$ ="" THEN LET
y<10 OR y>19 THEN GO TO
ATTR (x-1,y}=33 THEN G
3000
50 MEXT
y>11 AND y<18 THEN FPRIN
GOAL!!!": BEEF .4,2

Ta 20
233 "BALL OUT*;

AT 5,23;"0F PLAY": BEEP .5,5: GO
T0 20

2000 FOR a=0 TO 7: READ c: FOKE
USR NEXT a

2010 TO 7: READ c: POKE
USR "D'+a,c: NEXT a

2020 DATA 0,60,126,126,126,126,6

0,0
2030

DATA 5&,56,56,16,124,16,40,

RETURN

FOR e=x TO 18: PRINT AT e+

INK 73"A"; AT e,y3 AUS

NEXT e

IF y<18 AND y>11 THEN PRIN
2351 SCORED!": BEEP .3,

<ETH

Scare;
AT 10,105 "HUMAN
r THEN FRINT AT
Earthling!"
6010 IF r>s THEN PRINT AT 15,1

PRINT AT 15,4
£t Time"

&030 PRINT AT 3 5
ey For New Game": PAUSE O

Fress Any K

RUN
9010 CLS = PRINT AT 0,123;"FO0TB
ALY
2020 FOR TO 10: READ i¥: PRI

.23i%: NEXT o PRINT
PRESS ANY KEY TO PLAY":
RETURN

“Your team have all be
cept you.The oth
team', 4 men,but you ha
"remote control of the ball!
"However ,if you lose possess

ian"
FOA0
to score”,
the","whistle goes. (B

DATA “you lose cantral.Try
the most goals before
are the
ontrals
eft

cannot stop!!!).
g=right [

OUR FOOTBALL team have
all been sent off the field and
you are left facing a team of
twenty-four players. To give you a
slight advanrtage the game begins with
you in control of the football. If; how-
ever, you lose control of the ball your
pp ts have sole pc ion and you
can only wait and see if they manage to
score.
Lone Attacker was written for the
16K Spectrum by Patrick O’Brien,
London N12.

UMP FROM one log to another
using key 7. When you reach the
top of the screen you start again

.

55 —_— ‘i

only this time the logs are shorter.
Misjudge a jump and you will fall to
your death,

Log Jump was written for the 16K
ZX-81 by Hai Ngo of Spencer, North-

ampton.

% CLS
18 LET
20 LET
32

1 = 1
128 PRINT AT F,D;

130 NEXT F
149 PRINT AT &1

0 1@

LET Ds=Dg+" el ]

IF LEN D$>20 THEN GOTO 231
T _F

IF LEN D§=38 THEN GOTO 248

32 LET Dg=D§+"

33 GOTO_a3l

i@ LET C8#=D§

60 LET CH=C#(39) +08( TO 29)
70 NT 1,08 AT 5,1
b8iAT 170

R 3
D§; AT 13,1
RINT AT 3
iC8;AT
£
A1

Cwam
-

15, §;AT 19,1;
T bs=ps(2 TO §+Ds (1)
NT AT A,B
LET P=PEER’ (PEEK 183984PEEK
F=@ THEN GOTO 529
PRINT AT A H
IF INKEYS="7" THEN GOSUB S1

A=1 OR As=S5 OR_A=8 OR A=1
i n-th LET B=B-1

[t
=

L "SCORE:"“; 5C
GOTO 54@

=
NANEFGENG O GEELEER ) DR

532 RETURN
S4@ LET S=5+1
55@ IF 836 THEN LET 3=5
572 LET A=21
S75 LET 8215
S22 GLs
5SS G0To_1e@
Q2 FOR F=@ TO 1
801 PRINT RT_A,B; "# ;AT A.5;"B"
AT A,B; "EAT A8 R
802 NEXT F
508 CLS
519 PRINT AT 7,4;"BAD LUCK... ¥

0OU RRE DROUWN
§20 PRINT AT 9,4;"YOUR SCORE IS

1 SC
630 IF S¢y1 THEN PRINT AT 11.,4;
"gou MANRGE TO ol

SCREEN ";8
2 PRINT AT _21.9:"00 YOU WANT

ANDTHER GAI /N

ES@ INPUT R

880 IF Y THEN RUN

70 IF N'* THEN STOP

680 wWOTO &Se

700 SAVE "LOG Jum@"

710 RU|
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Sneak into o
mainframe with
your Specirum...




..and access an
of news, view

LR —

. | MICTOneE

E

3 TEL
BSTEL
TEL
L

Bring your conputer to Life - Koy ¥

Simply by connecting your
Spectrum to the telephone line, via
the award-winning Prism VTX 5000
communications modem, you can get
to all the information, games and
communication faciliies 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.

22

Games

800

InterCity 125

L
This 1s the n: of the Train

Travel

To other
Spectrum
users

Telephone jack-socket

* All prices quoted referto
chargeis £66. Therefore bu

Learn a language.

The choice is simply vast.

Plus, your Prism VITX 5000
allows you to communicate directly
with other Spectrum owners.

And now, our special 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.

use only. For business use the Prestel ann
ers will be billed £44.50 per quarter

*standing
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200

Peripheral

of the Year.

1984

exciting world
S, fuds & fun!

micmoT woo

Teleshopping
KITCHEMMARE
HODEL RaiLuavs
EonPUTING 35 NoTomn
33 orrice cooos
DEATAL FRODUCTS 35 RECORO
pisEcront
EL

@
| Qurrent Sweps | (mmns oey)
& BITITT SR, (e P
2 Taffung Batk S <
 Back to Micronet Classi fied Horu

— ii A e

5
& IHBURANCE
JEMELLERY

TELEROOKING THDEX

Swapping

Latest news |

News

LABRROK! 202398

L dhr'nkes

as ag “Thank

Requast mn

Sport Booking Mailbox

— - Prism Microproducts Lid.
Prism House, 18-29 Mora Street

FOR]'UST,(,‘I]*AMON'I‘HYOUWILLGET R London ECIV 17

el: 01-
® A Prism VIX 5000 worth £99.95. e e bt s it T O o
® One year’s subscription to Prestel | T T (e e S .
worth £20.00. Please send me full information on your special offer
©® One year’s subscription to Micronet to Spe;trum e
worth £32.00. ; Name:
@ Free user-to-user software—normally 11 Address:
retailing at £19.00.
® Quarterly hardware and software offers. I
@ Discounted software through Micronet | = g
(up to 20% off retail pnces) l—
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g
2 y1X 5000
%

DMP{/)

(]
:
G

STORES OFFERING A RANGE OF COODE FOR

SP“III

I
I
I
I
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MANAGE UNITED!

WIN THE LEAGUE CUP

Manage your own football team. The game features 4 divisions, league tables, promotion
and relegation, name your players, pick your team, buy and sell players, train them and
scout to find out opponent’s tactics. All the excitement and frustration of a manager.
See the goals scored and your star player being suspended! Can you take your team to
the top of the 1st Division?

Available for Spectrum 48K at £5.95 from larger branches of Boots, Greens, John Lewis
Partnership, Rumbelows, W. H. Smith and all good computer shops or mail order from
Cases Computer Simulations Ltd., 14 Langton Way, London SE3 7TL.
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S GO SUB 2000

& B0 SUB 4000

10 LET sc=0: LET 1i=3: LET hi=
0O: LET ml=4: LET b=0: LET c=t: L

1

: FOR f=1 TOD 4: LET
fifl=1: NEXT

16 LET r=1

17 B0 SUB 9500

25 FOR d=31 TO O STEP -1

30 IF m=0 THEN LET b=d

35 IF INKEY# ="o" THEN PAUSE
10: PAUSE O

40 IF INKEY$ ="p" THEN IF m=
O THEN LET m=1: BEEF .001,15: B
EEP .001,50

50 IF m=1 THEN PRINT AT c,bs
" "z LET c=c+z: LET b=b+{ INKEY$

w" AND b<31)-( INKEY# ="q" AN
D b>0): IF SCREEN$ (c,b) <> " *
THEN 60 TO S000

&0 PRINT AT c,bj"H*

61 IF m=1 THEN IF b-1=d THEN
IF c=1 THEN GO TO 1000

&5 IF c>20 THEN 60 TO 3000
&4 IF c=0 THEN GO TO 5010
70 GO SUB 9530: NEXT d: BD TO

25
1000 BEEP .001,10: BEEP .001,13:
BEEP .001,16: PRINT AT c,bj" *
: PRINT AT 1,b;"H": IF sc/300=
INT (sc/300) THEN FOR #=1 TO 4:
LET f(f)=1: MEXT f: RESTORE 570
FOR g=1 TO 10: READ a,b: BEEP
a,b: NEXT g: LET r=r+i: PRINT
AT 17,05 PAPER 7; INK O3 "SHEET";
AT 19,0; INK 1; PAPER 7;r
1010 LET z=1: LET m=0: LET d=d+2
: LET c=1: NEXT d
4000 PRINT AT 15,05 PAPER 7; IN
K lysc: LET c=c-1: BEEP .01,10:
BEEP .01,20: BEEF .01,30
4010 LET z=-1: NEXT d: BO TO 25

5000 IF f(1)=1 THEN IF c=14 THE
N IF b>10 THEN IF b<i%9 THEN L
ET f(1)=0: PRINT AT 13,17;"
LET sc=sc+30: G0 TO 4000
5001 IF §(2)=1 THEN 1IF c=1& THE
N IF b>20 THEM LET #(2) LET
sc=sc+B0: PRINT AT 15,24;
GO TO 4000

5002 IF f(4)=1 THEN IF c=20 THE
N IF b>14 THEN IF b<23 THEN L
ET f(4)=0: PRINT AT 19,21;" ":
LET sc=sc+90: GO TO 4000
S003 IF £(3)=1 THEN IF c=17 THE
N LET £(3)=0: LET sc=sc+80: IF

b<13 THEM FRINT AT 14,8

0 TO 4000

S010 FOR g=32 TO 100: PRINT AT
c,b; INK 2; PAPER &3 DVER 1; BRI
GHT 1:; FLASH 1; CHR# (g): BEEP .
001,208 NEXT

5015 PAUSE 100: CLS

5020 FRINT AT 10,113 INK 23 PAP
ER &3 BRIBHT 1;"GAME OVER"; AT

12,11; PAPER 2; INK &;"SCORE=";s
e

5030 PRINT AT 21,0;
R 63 FLASH 1; BRIGHT 1;" PRESS
ANY KEY FOR ANOTHER GO ": FOR
=1 TO 4000: BORDER 7: BORDER &:
BORDER S5: BORDER 4: BORDER 3: BO
RDER 2: BORDER 1: BORDER O: PAUS
E 1: IF INKEYS THEN NEXT f

INK 2; PAPE

5031 GO0 TO 10

4000 PAPER O: BORDER 0z INK 7: C
LS ¢ PRINT AT 0,0; INK 5; FLASH
1; PAPER 2; BRIGHT 13" LUN

AR RESCUE &
4010 PRINT * Your mission is to

rescue as  many stranded scient
ists (D) as possile from the moo
ns surface."

SCIENTIST RESCUF

OUR mission is to rescue
stranded scientists from the
moon’s surface. You control the
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small space vehicle, using q and w for
left and right. When you have collected
a scientist you must dock with the
moving space laboratory so that she can
return to safety.

Scientist Rescue was written for the
16K Spectrum by Neil Bates of Coven-
try.

4020 PRINT '* You control the sm
all spaceship(H).When you have r
escued one ofthe scientists,you
then have to dock with the mothe
rship EBI
E 4.

&025 PLOT 206,97: DRAW 0,12,-1.3
: PLOT 232,97: DRAW 0,12,1.3

&030 PRINT “" If you crash into
one of the asteroids or the mo
thership or into the moons surf
ace or you miss the mothership
on the way back,then the game

will end."
6040 PRINT “CONTROLS:

‘g’ Left

‘w' Right

‘p’ Take off from mo
thership ‘e’ Hold"
6050 PRINT PAPER &; INK 2; FLAS
H 13 BRIGHT 13" PRESS ANY KE
Y TO BEGIN =
&060 PAUSE 1: PAUSE 0: RETURN
9000 FOR USR “ TO USR “r“+
7: READ a: POKE f,a: NEXT f

9005 RETURN

9010 DATA ©,85,170,85,170,255,25
5,255

9020 DATA 56,184,144,124,58,58,4
0,40,56,58,18,124, 184, 184,40, 40,
56,56,16,254,56,56,40,40

9030 DATA 0,0,0,0,0,0,15,19,35,6
741274127 ,63,31,7,0,0,0,0,0,1,7,
255,195,24,52,52,122,122, 122,126
,36,0,56,120,248, 248,248,249, 255
,255,255,255,249,248,248,240,0

9040 DATA 0,0,1,3,7,15,15,31,31,
31,31,15,15,7,1,0,0,112,248 248,
252,252,252, ,2648,248,249,
241,240,224,0,0,0,0,48,48,0, 130,
192,192,0,8,0,98,%4,0,0,24,124,2
54,255,127,127,63,6,0,96, 178, 240
,97,4,48,50

2500 BORDER 7: PAFER O: INK 7: C
LS

(Bxig3:ig7:

9510 PRINT AT 12

311%1gB:11g5:S*sprgli2¥ig
?!1?55?55?%??3?33?%3??E§?§2.ansp

AAAAA: gS: 10+

1B ARigH11g5: Sks|

gitig7:Awspiig2: 2xigarigisgizia
B:19:40:1gB:92: S¥Ep:gA: S*Iga) "

9515 PRINT AT 13,0; PAPER 7; IN
K O3 “SCORE"; AT 15,0; PAPER I
NK 1;"0"
9516 PRINT AT 17,0; PAPER 73 IN
K 0;"SHEET":; AT 19,0; PAPER 73 1
NK L3"1"
9520 LET a$="BDCD": LET c#=" KM
R o
: R 0T
LET" dé=:R0 Dich
o PLN
RE.Qa

F530 LET c¥=c$(2 TO 32)+cHk(1)+c¥
(34 TO &4) +c# (33 LET a$=a$(4)+
a$( TO 3): LET b¥=b$ TO 32)+b*
(1)+b#(34 TO 54)+b*(33): LET d=
d¥(32)+d¥ (1 TO T1)+d$(464) +d$ (33
TO &63)

9540 PRINT
£ (145

AT 13,173 (a%(1) AND
AT 15,243 (a$(1} AND f(2))

3 AT 16,85 (a$(1) AND f(3)); AT 1
9,213 (a®(1) AND f(4))

9550 PRINT AT 0,03b%¥; AT 5,0; I
NK &3cF

9560 PRINT AT 8,0; INK 2;d¥%
9570 RETURN

9700 DATA .1,9, il

49,.05,2,.08,-2,.




HIS IS a space invader type
game in which you control a
laser turret at the bottom of a
mountain. Use keys 5 and 8 to rotate
the turret and 0 to fire at the intruders.
Ten points are awarded for each intrud-
er shot and a bonus can be gained by
hitting the spaceship which occasionally
strays across the screen.
Laser Turret was written for the
16K Spectrum by Neil Bates, aged 15,
of Coventry, W Midlands.

10 DATA 80,80,B81,79,75,73,73,7
2,70,70,70,71,72,72,71,6%,48,47,
6666, 65,54,65,64,62,59,53,53, 46
,43,42,41,36,31,29,28,20,19,18,1
&,22,24,26,26,27,28,28,29,29,29,
29,29,29,29,28, 28,27,27,25,248,22

,8,9,10,12,16,18,19,23, 29
32,34,35,37,39,39, 37, 36,57, 38,39
144,46,57 ,59,62,65,67,68,70,72

15 DATA 0,36,66,153,255 153, 66
136,0,0,0,0,3,0,0,0,0,0,14,255,2
55,14,14,126,0,7,255,255,7,0,0,0
,31,255,255,255,255,31,0,0,255,2
55,254,255, 255,254,126,0,0,0,0,0
,31,255,63,0,126,6,14,31,254, 255
,254,0,0,0,0,32,0,0,8,0,0,0,8,0,
0,32,0,0,0,64,0,0,0,64,0,0,128,0
10,16,0,0,0,0,0,0,8,0,0,1,0,32,0
,0,4,0,0,0,16,0,8,128,1,16,0,68,
0,33,0,0,0,0,56,40

20 PAPER S: BORDER 0: INK O: C
LS : DIM a(93): FOR f=1 TD 93: R
EAD br LET a(f NEXT +

21 FOR f= USR "a" TO USR "o"+
7: READ a: POKE f,a: NEXT +

25 GO SUB 200

26 DIM a$(2,100): LET a$(1)="(

— ff
‘ i //#g,
& / I /,7]/
’~.

95#sp) BC"
27 LET a#(2)="(74xsp)DEF"
30 LET
36 LET LET c=0
A7 LET LET
38 LET sc=0: LET d=0: LET e=0
40 FOR x=100 TO 1 STEP -1

45 LET 1=1+&%{ INKEY# ="B" AND
1<0)-&%#( INKEY$ ="S5" AND 1>-32)

S50 LET f= CDS 1#12: LET g= SIN

1%12 2.
SS IF d=21 OR b=21 THEN GO SU > l ,/ 4,.-_ !;//ﬁl"\ _L’

B 2000 e ' 77 e
40 FLOT S04#,204g: DRAW #,g /’ 1]/;,, W
&1 IF INKEY$ ="0" THEN GO SU 2 / / C:J

B 100

&2 LET a$(1)=a$(1,2 TO )+a$(1,
1): LET a$(2)=a$(2,2 TD )+a$(2,1
): PRINT AT 0,0;a$(1, TO 32);a$
(2, To 32

70 DVER 1: PLOT S0+f,20+g: DRA
W ,g9: OVER 0

75 B0 SUB 300

lA§Eﬂ TURRET

80 NEXT »

F0 GO TO 40 305 IF d=0 THEN LET e= INT ( R &30 LET 31(2]:"[?4*SE}DEF“

104 INK 2: PLOT S0+f+f,20+g+g: ND *20)+é6: LET d=2 640 LET x=100: RETURN

DRAW (11#£)+2,(11%g): INK O 310 INK 1: PRINT AT b,c3" ": L 1000 IF ATTR (b,c)>31 THEN GO

105 BEEF .1,-20 ET b=b+1: PRINT AT b,c;"A" SUB 500

106 GO SUB 1000 315 PRINT AT d,e : UET d=d+ 1005 IF x<35 THEN FOR v=3 TO &:

110 DVER 1: FLOT SO+f+f,20+g+q: 1: PRINT AT d,e;"A": INK 0: RET IF ATTR (1,%-v)=42 THEN GO SU

DRAW (11%f)+2,(11%g): OVER 0 URN B 600

115 IF u=t THEN PRINT AT b,c} S00 LET sc=sc+10: FRINT AT 21, 1007 IF x<35 THEN NEXT v

i : LET u=0 0; INK 7; PAPER O;"Score="jsc: L 1010 IF ATTR (d,e)>41 THEN GO
THEN PRINT AT d,e; ET u=1: FOR y=1 TO 7: PRINT INK SUB 1100

" ": LET d=03 LET h=Q ¥i AT b,c; OVER 1; CHR¥ (152+y) 1020 RETURN

120 RETURN + BEEP .001,30: NEXT y: RETURN 1100 LET sc=sc+10: PRINT AT 21,

200 FOR f=1 TO &1: PLOT f-1,0: O3 INK 7; PAPER ©;"Score=";sc: L

DRAW O,&(f): BEEP .001,a(f)/1.2 600 LET sc=sc+100: PRINT AT 21  ET h=1: FOR y=1 TO 7: PRINT INK

NEXT f: PRINT AT 21,7;" (3*ig8 ,03 INK 75 PAPER O; "Score="j;sc y: AT d,e; OVER 1; CHR$ (152+y)

BEEF .001,30: NEXT y: RETURN
T FOR ¥=62 10 93f FLOT 610 LET x#="IJKLMND": FOR v=1 T

DRAW O,a(f): BEEP .001 D &: BEEP .001,50: PRINT AT.O,x 9000 PRINT AT 10,10;" GAME OVE
NEXT f: PRINT AT 21, -6; OVER 1;x$%( TO 45 AT 1,x-6b3 R "; AT 12,11;"SCORE=";s

INK 7;"Score=0": RETURN OVER 1;x%( TO 4): LET x$=x$(2 TO 9010 PRINT AT 15,0; FRESS AN
0 ) THEN LET c= INT (R Y4xE(1h: NEXT v ¥ KEY TO PLAY ABAIN ": PAUSE 1:
ND %20)+&: LET b=2 620 LET a#(1)="(95%sp)BC" PAUSE 0: RUN
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Second in
which race?

I AM writing to tell you
about a bug in Micromega’s
new game, Full Throttle,
which allows you to come
second on any track.

First you choose your track
and set the number of laps to
one. Next you start the game
and travel around the track at
a slow speed so that all the
other bikes overtake you. You
then continue at a slow speed
until you are just in front of
the finish line, and then wait
until the other bikes ap-
proach to overtake you for
the second rime. As soon as
the first bike passes you,
speed up and, if you are trav-
elling sufficiently fast, when
the end of game message ap-
pears you will be told you
came second.

Neil Gorst
Dorridge, Solihull.

High-res

ZX-81 success

I WOULD like to say that I
think Software Farm have
done it again. Not only did
they come up with a ZX-81
hit called Forty Niner,
which had high-resolution
graphics and is a great suc-
cess, but they have now pro-
duced their second high-
resolution game, Rocket
Man, which is great. I was
addicted 1o it, and spent the
entire day in front of the
television playing it without
being able to reach a very
high score.

The game has six different
great screens.

My highest score so far is
48,398, and I reached screen
six.

I would like to thank Soft-
ware Farm for their marvel-
lous games.

Simon Kelly,
Muswell Hill, London.

What is
the secret

I RECENTLY bought
Rocket Man for the 16K
ZX-81, and was astounded by
the graphics. It was only
when I saw an advert for the
high-resolution utility that I
realised the 192*256 pixel
grid was set by a POKE.
Does anyone know the pro-
gram or POKE which can be
used to achieve this effect? If
they do, please let Sinclair
Programs know so that we
can all use this effect in our
programs.
A. Horrocks,
Rochdale, Lancashire

Failed

geographers
I WANT you to correct a
mistake. In the June 1984
issue of Sinclair Programs 1
read in line 9000 of Geogra-
phy Test that the capital city
of Turkey is Istanbul, which
is completely wrong. Istanbul
is the most famous and
crowded city of Turkey but,
since 1923, the capital city of

from the program For Love,
which was printed in the Sep-
tember edition of Sinclair
Programs. After “MAGNI-
FYING GLASS” the line
should continue: “AXE”,
“SOAP”, “SOAP”.

At
Part of line 9040 was omitted

the Turkish Republic is An-
kara.

I would be thankful if you
would correct this big geo-
graphical mistake as soon as
possible.

Selcuk Aksoy
Istanbul, Turkey

Millions have

been won

I AM writing to tell you
about my high score on Cash
Accumulator which was
published in the July issue of
Sinclair Programs. On my
first turn 1 got £1,679,968,
and on my fourth go I got
£16,717,696. I would like to
hear if anyone has beaten my
score, or if anyone can do any
worse than my mother, who
scored £3.
James Williamson,
Macclesfield, Cheshire.

ZX-81: the
first sounds

I AM writing with a letter
published earlier this year
written by Gerald Shield. He
wrote that, in FAST mode,
RAND USR 823 would
make the ZX-81 BEEP.

I have discovered that
RAND USR 821-829 all pro-
duce different notes.

David Lane, aged 13
Bridgwater, Somerset.

Reader held
by police

‘I RECENTLY bought a
game called Urban Upstart,
produced by Richard Shep-
herd Software Ltd. I have
nearly completed the game
but in some places, if you
wait too long, you are arrest-
ed and placed in a cell.

If you move north from the
cell you go to the police ser-
geant’s desk. I have spent
hours trying to escape from
the police station, but cannot
do so.

I am writing to ask
whether anybody can help
me. I would be grateful for
any advice, no matter how
small.

C P Ball
Kidderminster,
Worcestershire

@ If anybody has any advice
to offer Chris please ler us
Fkenow and we will publish it or
pass it on.

Please complete this form and enclose it with any program which you send to us for

possible publication.

To: Sinclair Programs, 67 Clerkenwell Road, London ECIR 5BH.

I enclose

Siened s e kereesontomelien L TSR e e i o L e e BT e

NEBIS ecnpreonsve s
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£|29

INC. VAT &
POSTAGE

How much would
you expectto payfora
dual 128K fast access
storage system for
your Spectrum that
included Centronics
and RS232 interfaces
and free word pro-
cessingsoftwareas
standard?

Chances are it's alot more
than £129.95. But this is what
will buy youthe incredible
Rotronics Wafadrive unit.

There are no extras - this price
includes VAT and postage.

Afast reliable dual-
drive storage system

Integrated System

The Wafadriveisa
complete system which
contains the micro interface,
two 128K drives, RS232 and
Centronics ports, all in one
attractively-styled, compact
unit. There is a minimum of
connecting leads and no extra
boxes to clutter the desk top.
Like the majority of profes-
sional systems, the units are
dual drive. This offers the opti-
mum balance between system

integrity is on a par with
floppy disk. The fully inter-
changeable wafers are avail-
ablein three sizes - 128K, 64K
and 16K. Low capacity wafers
give faster access. They are
therefore most suitable for
program development
applications. The high
capacity wafers are suitable

formore general data storage.

Loading rate is well overten

times as fastas cassette!

Software

Armed with the com-
prehensive user manual,
blank wafer and word
processor supplied, youcan
use your Wafadrive straight
away. There is also a rapidly
growing range of software to
enable the programmer and

games player to exploit the
Wafadrive system to the full.

Wafadrive for the 16/48K
Spectrum is available now.
Versions for other popular
home computers are under
development.

Send a16p stamp for a full
colour brochure and
information on software and
accessories.

FOR USE WITH THE SINCLAIR SPECTRUM

e e

Please send me (enter a3 appropriate):

flexibility and cost. Built-in | rovaomics spectrum watadrivets)
serial and parallel interfaces = X wate(s)
allow the direct connection of 128K waleris)
; : | T Heutnrowmigntrite n ams: Howson)
justaboutany popular printer. I Space Wars/Seiddab Attack/Luna
= SearBavvarNong's Loopy Laundry
Fast and Reliable | wonacippsan
I ?L"‘.i‘:fs‘;"',f:;.m...,w Saren)
= o

The Wafadrive I “
very fast loading and saving, e od g
but not at the expense of | Centronics lead
reliability. Extensive research | | AtpricssinciucevaTandesp

and the use of high grade
materials ensure thatthe
Watadrive will give years of
dependable operation. Data

Morton, Towcester, Northants, NN128BR

SMT,FREEPOST, Greens

| O 1enclose a cheque/PO* made payableto SMT
I [] debitmy Access/Barclay card* account no.

@ E120.95each Signature:
@,£3 45 each
@E3.65each "
@£395each Name:
@ C14.95each
@F14.95each Address:
@£9.95each
@ E7.95each
@£9.95each Send to (no stamp required):
@£19.95each
@ £9 95each
@£9.950ach
TOTALE Please allow 28
days for delivery.
ENZE
o
(*delete as applicable)




Softfocus

Police intervene as
computer creates life

IN LATE 1982 the situation was clear.
Space Invaders may have been almost
the only Spectrum game on the market,
but that did not mean it merited ten out
of ten on a sliding scale, merely an
honourable mention in Spectrum histo-
ry. Two years later the situation is
slightly different; how should a game be
rated which is so radical a departure
from other games on the market that it
requires new methods of criticism?

Such a game is Deus ex machina,
from Automata. This program can best
be described as the world’s first
example of concept software. It synch-
ronises a series of themarically linked
computer games with a stereo sound-
track run on a cassette recorder. As
such, it is the first computer program to
seriously present the possibility of com-
puter games of the future integrating
sound and film to create a more com-
pletely interactive form of video and
aural entertainment than is now poss-
ible.

For the first time, 100, it is possible to
view the Spectrum game as art and, as
art, it is not only the game itself, but its
presentation, methods and ideas which
require criticism.

For example, in one of the games,
you play the part of a soldier running
along a smooth surface jumping holes.

The voice of the Defect Police comes
from your cassette recorder. “When I
say ‘jump’, jump”. While you are
smarting over the suggestion that you
should follow the commands of a com-
puter game the cassette proceeds ‘“Wait
for it, wait for it...” Of course, you
decide not to jump. Then, simulta-
neously, the cassette recorder shouts
jump, and a hole appears. Of course,
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As the Christmas soft-
ware goes on sale Spec-
trum owners are spoil-
ed for choice.

you jump and, although this is the
umpteenth game in which you have
jumped when a hole appears, for the
first time you wonder what you are
doing following a machine’s commands.

The casseite and games take you
through an entire life cycle, from DNA
and simple cells, through conception,
birth and childhood, to senility. The
games are supported by a synchronised
sound track and commentary, as well as
by a complete lyric sheer which is
provided. Familiar voices, from Ian
Dury to Frankie Howerd can be heard,
backing each section of the game.

The game must be played in se-
quence, from cells to senility, taking
around an hour. At the end of the game
you are presented with your score per-
centages for each section, giving you a
score which can be improved, but there
is no failure, for your character must die
at the end, and everyone, no matter how
bad at computer games, sees the entire
cycle.

Ten out of ten for a program which
surpasses everything on the market at
the moment, or one out of ten for the
first piece of artistic software? It is
difficult to tell but, whatever the score,
Deus ex machina deserves to be an
ENOIMOUS SUCCESS.

Deus ex machina is produced for the
48K Spectrum by Automata, 27 High-
land Road, Portsmouth, and costs £15.

Frank N Stein

THE STORY of Frankenstein was
ideally suited for adaptation to com-
puter game, and PSS have carried this
adaptation out admirably.

On the first level the player’s aim is
to assemble Frank N Stein from the
pieces of body scattered around the lab.
Pieces must be collected in the correct
order and assembled before the switch
can be thrown to bring him to life.

As usual, of course, things are not
that simple. The opposition is enor-

mous. On each level you face a different
range of problems, involving swamps,
ice, electric shocks, spiders, unidentifia-
ble objects . . . you name it, it is hidden
in one of the labs.

Having avoided all these problems
and completed your monster your prob-
lems do not end. On screen two the
monster starts to attack you, and can be
added to your list of opponents. On
screen three you must assemble another
monster, but this time the screen layout
is different, and your timing must be
much more precise.

There are elements here of Chuckie
Egg, and elements of Manic Miner.

SCORE DOORE  WKCH OODR

The game becomes progressively more
difficult and is therefore one on which
high scores will be amassed by dedi-
cated players.

Too challenging to be ignored for
long, Frank N Stein will set Spectrum
owners compulsively building monsters
this Christmas. Produced for the 48K
Spectrum by PSS, 452 Stoney Stanton
Road, Coventry it costs £5.95.

Handles

THE AUTHOR of Handles, pro-
duced for the ZX-81 by Pooter Sofi-
ware, obviously has considerable
programming and artistic capability. It
is a pity that he has chosen to demon-
strate this in Handles which is a particu-
larly uninspiring guessing game.

Six characters are shown on screen.
They each have a real name but, for the
purposes of Citizen’s Band Radio, have
given themselves new names or ‘“‘han-
dles”. They have achieved this by swap-
ping their names around. It is up to the
player to guess what these new handles
are.

As the names appear to be redistrib-
uted on an entirely random basis, there
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is little skill to be employed in this
game. After four rounds the program
will tell you which of the characters you
particularly like and dislike, and give a
brief character analysis.

The author’s reasons for writing this
game remain a mystery. It is machine-
coded and well laid out, but a game
along the same lines could be produced
quickly in simple Basic by the majority
of readers of Sinclair Programs.

Handles is produced for the 16K ZX-
81 by Pooter Games, 24 Parsloes Ave-
nue, Daggenham and costs £1.85.

Sherlock

MELBOURNE HOUSE have done it
again. Their new adventure game,
Sherlock, is as exciting, as intriguing,
and as puzzling as The Hobbit.

The game begins at Baker Street,
with Sherlock Holmes and Watson sit-
ting in armchairs. Somewhere there is a
mystery to be solved, but what that
mystery is, and where the clues can be
found must be discovered by the player.

Like Thorin in The Hobbit, Watson
can prove to be a help, a hindrance or
just plain annoying. You can discuss
marters with him, but his response of
“Brilliant” to simple statements of
Holmes is an uncritical response and of
little help. It is also possible to talk to
many other characters in the game.
Without talking to a cab driver you will
never be able to leave Baker Street, and
without questioning the witnesses in
derail you have little hope of solving the
crime.

Timing is of vital importance in this
game. It is not possible to just sit down
and wait for things to happen. The
clock on the screen shows the passing of
time, which passes at the same speed
whether you are travelling, sleeping or
working. While you remain still the
other characters are moving quickly.
‘Watson has patients to visit, Lestrade of
Scotland Yard has work to do. Even
more importantly, the police cannot be
expected to leave murdered bodies lying
in the garden indefinitely, and may tidy
them away before you arrive on the
scene of the crime. Also, it must be
remembered that Sherlock Holmes is
not part of the establishment, and no-
body is prepared to wait for him to solve
the crimes. As soon as Lestrade feels he
has solved the crimes satisfactorily the
game will end, no matter how much of
the game you have completed.

An infuriating aspect of many adven-
tures is that you occasionally know ex-
actly what you want to do, but cannot
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find the correct words with which to
convince the computer of your inten-
tions. Melbourne House have overcome
this problem. After all, detectives often
know what they want to discover, but
have to find exactly the right questions

to ask suspects or witnesses. It is poss-
ible to feel that your problems are due
not to your computer’s stupidity but to
your inept questioning and the crimi-
nal’s skill.

Sherlock is produced for the 48K
Spectrum by Melbourne House,
Church Yard, Tring, Hertfordshire and
costs £14.95.

Decathion

THE SUMMER of the Olympics, and
Daley Thompson’s Decathlon from
Ocean zooms up the software charts. A
topical arcade game, it has been selling
well since its launch.

The game is divided into two parts,
each containing a day’s decathlon
events. On the first day you struggle to
meet the qualifying times and distances
for the 100 metres, long jump, shot
putt, high jump and 400 metres, On the
second day you continue with the 110

metres hurdles, the discus, pole vault,
javelin and 1500 metres.

Success in the throwing and jumping
events depends partly on speed at take
off or launch and partly on the angle
attained, The races, of course, depend
on overall speed.

While the animation involved in your
representation on screen is good, the
games themselves seem more suited to
frantic manipulation in an amusement
arcade than to key-pressing in the front
room. Speed is attained by alternately
pressing two keys as quickly as possible.
It exhausts your fingers, and it probably
does little for your keyboard. In the first
few races this seems acceptable but,
while jogging your fingers in the 1500
metres, questions such as “Why am I
doing this?” tend to drift through the
mind,

With lots of practice or a lucky fluke
you will bring the Olympic crowd
cheering to its feet, unless the tips of
your fingers wear away first or you
think of something better to do.

Decathlon is produced for the 48K
Spectrum by Ocean Software Ltd, Ralli
Building, Stanley Streer, Manchester
and costs £6.90.

Strange loop
STRANGE LOOP is a massive arcade
game, including over 200 locations, en-
emies to kill, mazes to solve, things to
collect, transport and supplies to find;
in fact, everything which we have come
to expect from Spectrum arcade games
presented in a extremely well thought
out game.

The game is set in a robot factory
‘where robots have been programmed to
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carry out all the humdrum tasks which
once were humans’ lot. Now, though,
the factory has been invaded by aliens
who have reprogrammed the robots to
destroy Earth. Your task is, of course, to
save the human race. All you have to do
is overcome the high temperatures, the
lack of oxygen, the sharp industrial
waste, the robots, etc. . .

The object is not merely to find the
control room, which is a relatively easy
task, but to enter it and save the earth,
To do this you will probably need a
detailed map, good shooting ability and
some idea of your route and things to be
collected on the way.

It is difficulr to find fault with the
game, save in its safety. Aliens, mazes
robots; surely we have all been here
somewhere before? Yes, it is very well
written. Yes, it is difficult and challeng-
ing. Yes, the graphics are very good. On
the other hand: no, it is not an original
idea. No, there are no new elements to
this game. Yes, Virgin are, very much,
playing it safe.

Good it is, innovative it is not.
Strange Loop is produced by Virgin
Games, 2-4 Vernon Yard, 119 Porto-
bello Road, London W11 and costs
£5.95.

Avalon

AVALON from Hewson Consultants is
billed as “the 3D adventure movie,”
and it makes a very creditable attempt at
achieving this goal. Three dimensional
pictures of locations around which your
character can move are drawn on
screen. As in television programs such
as Coronation Street, this means that
each room has a wall which you never
see, a wall through which you can
watch the action.

The game is mammoth, including
223 rooms on eight levels, and over 100
characters. In many ways it seems simi-
lar to Atic Atac, rooms to move
through seen from the side rather than
from above; passages to travel down,
rather than trapdoors and, of course,
there is the player’s ultimate goal to be
located and villains to be defeated.

Other aspects of the game, are en-
tirely new. Around the building are
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placed various spells which can be used
at different times. The Move spells with
which you start are important, as they
are the ones which allow. you to move
your astral projection around. Others
which appear are essential to your pro-
gress. Spells to freeze your enemies, to
make yourself invisible, or to control a
servant can all be found and your skill
in finding these and your judgement in
knowing when to use them are essential
for success in Avalon.

Softfocus

attained Hampstead.

A brilliant start. However, when the
game is loaded the screen clears and a
limited, text-only adventure appears on
the screen. The screen display is unex-
citing, the game was obviously devel-
oped using The Quill without using it
to its full advantage.

Granted, the problems you encounter
are unusual. How many other games
require you to cash a giro, cope with
unemployment and watch “3,2,1” on

move
rrojeci Lhe sou

Using a complete three-dimensional
technique in an adventure is new. How-
ever, it does produce graphics which
flicker incessantly. Those people who
were expecting graphics of the quality
used in Ant Attack from Quicksilva
will be disappointed. The three-dimen-
sional view also makes movements more
complicated, as you try to move a char-
acter on a two-dimensional screen
through three dimensional space.

For short periods of time the game is
excellent, but when played for a long
time as it must be, it becomes a strain
on the eyes. It will, without doubt, be
an extremely successful game, but its
success with flicker-free graphics would
be even greater.

Avalon is produced by Hewson Con-
sultants, Hewson House, 56B Milton
Trading Estate, Milton, Abingdon and
costs £7.95.

Hampstead

HAMPSTEAD from  Melbourne
House. What a disappointment. The
game arrives in stylish packaging, com-
plete with a pair of languorous Afghan
hounds on the cover. The accompany-
ing booklet is excellent, well-illustrated,
and full of hints, tips and jokes. The
aim of the game is novel, to social climb
until you have reached the pinnacle and

television? However, once you have en-
countered an amusing scenario once,
you know the joke. It is unamusing the
first time you return, and stale sub-
sequently.

The aim of the game is also a little
dubious. The morality of many fantasty
adventures may be appalling, but it is
obscured by distance. You can kill your
seventeenth peasant and twentieth drag-
on without any pangs of conscience,
without feeling that this is what you
would do if that peasant were set down
before you in the middle of the High
Street. Action in the innner city is
closer to home, and inspires you to act
in a normal fashion. If you do not
usually use lies and deceit to survive, it
is irritating to be forced to do so. If you
usually enjoy ““3,2,1” it is annoying to
be placed at the bottom of the social
ladder for doing so.

Using “real” situations in an adven-
ture is dangerous, for it encourages the
player to act normally and to employ
realistic rather than fantastic values.
There is a possibility that women will
not question playing the hero or a
knight, bur they will certainly wonder
what is happening if they are presented
with a real-life situation, shown a wom-
an and expected to treat her as merely a
stepping stone [o success.
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It would be easier to be pleasant
about this program if Melbourne House
had treated it as a mediocre game.
Instead, they have built it up to be
something it is not, and priced it at
£9.95.

Original in concept, but way over-
priced, Hampstead is produced by Mel-
bourne House, Church Yard, Tring,
Herts.

Peter Pan

THE CREATION OF Peter Pan:
The Adventure Game was an excel-
lent idea. The transfer of the magical
world of Peter Pan, of flying, crocodiles
and pirates to the computer where
flying seems possible and the player can
take the part of Peter Pan. What a pity
it all went wrong.

The package comes complete with
the Puffin book, Peter Pan, which is
enjoyable and fun to read. Then you
load the computer game. You are imme-
diately transported from the flowing
prose of Barrie to a one-dimensional
world of short descriptions and limited
conversation.

Having read the book you know ex-
actly what to do. Open the drawer, find
your shadow, try to stick it on with
soap. Look in the jug and find Tinker-
bell. Now wake Wendy, so that she can
sew your shadow to your feet. A little
fairy dust, a little flying practice, and
then off to Never Never Land for won-
derful adventures.

Of course, life in adventures is not
that simple. The computer does not
understand half the things that you
want to do, Tinkerbell is more irritating
than you could have imagined, Wendy
stubbornly refuses to have anything to
do with you, and you are trapped in one
room wondering why you ever enjoyed
the book.

Some conversions from book to com-
puter work brilliantly, while some lose
all their sparkle. Peter Pan unfortu-
nately falls into the latter category. If
you want_ to become involved in the
story of Peter Pan, go and see the
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pantomine, for that will bring it to life
far more than your Spectrum.

Peter Pan is produced for the 48K
Spectrum by Hodder and Stoughton, 47
Bedford Square, London and costs
£9.95.

Micro Mouse

A FAST-PACED new ZX-81 game pro-
duced by Lothlorien is Micro Mouse
goes Debugging. The game begins
with a short program displayed on
screen. Software bugs have already been
at work at this program, and some of the
characters have been stolen and placed
in cages at the corners of the screen.
Micro mouse must return these, and

any other stolen characters to their
rightful places, killing the software bugs
with Datakill if necessary.

The game moves very fast, for the
bugs are always on the move and, at
first, it is difficult to spot where in the
program a character should go. Micro
mouse rushes around, and there is
scarcely time to grab the Datakill and
kill the bugs.

This is an excellent game, with clear
graphics, calling for skill and tactics as
well as speed and quick reactions. It is
produced by Lothlorien, 56a Park
Lane, Poynton, Cheshire and costs
£5.95.

Hyperaction
THERE WAS a time when the Spec-
trum software market was full of games
involving ice blocks and penguins, the
idea of which was to protect the player
by sliding ice cubes around the screen.
Hyperaction from Silversoft takes this
theme one step further.

Each level of the game involves a
maze in which blocks must be shuffled

around for protection. The aim of the
game is sometimes to cover four points,
sometimes to reach five, and sometimes
to eliminate one colour from the board.
The common denominator is the maze.

On each level you begin with several
lives and, if you fail at a maze, it will be
redrawn in a different pattern. The
chances are that you will see a very large
amount of versions of the first few
mazes, without seeing the later ones
more than once or twice.

If your ambition has always been to
be reincarnated as a penguin, then this
game is for you. If mazes and monsters
drive you screaming up the wall, as is
more probably the case these days, then
avoid it like the plague.

Hyperaction was written and pro-
duced for the 48K Spectrum by Silver-
soft, 271-273 King Street, London W6
and costs £5.95.

Master mariner

TWO YEARS ago it was possible to
produce a simple game for the Spec-
trum, market it, and expect it to sell in
large numbers. Since then the market
has changed considerably. A game cost-
ing around six pounds is expected to be
original and of high quality, and the
more straightforward games will not
sell.

However, there is still a market for
these games, although it is located in a
much lower price bracket. Atlantis are
supplying games for this market, and
are selling games for the 48K Spectrum,
priced at £1.99 each.

Master Mariner is a revival of that
hardy perennial Ocean Trader. The
player owns a boat which must be taken
from harbour to harbour, buying and
selling goods. Hazards are many:
storms, sea mists, pirates, high taxes or
simply a run of bad luck. A slow-
moving game, delayed frequently by
animated representations of the boat
serting of to sea, or goods being unload-
ed.

Vagan Attack sets the player mov-
ing around the galaxy, trying to find
and destroy enemy ships and bases.
Although the title and cover suggest
that this is a fast-moving, shoot-’em-up
game it more closely resembles a simu-
lation, for moves are made slowly and
with thought. The instructions are con-
fusing and the screen display and dia-
grams not entirely clear, so the first few
games played are more a stab in the dark
than complex space war simulation.

Master Mariner, Eights and Vagan
Attack are all produced for the 48K
Spectrum by Atlantis Software, 19 Pre-
bend Street, London N1.
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" Gardening

A wealth of free information is yours for the
asking with the TTX 2000 Teletext adaptor.

The new TTX 2000 adaptor lets
you use Teletext in‘a way that's never
been done before.

Now you can link together your.
ordinary TV. and your standard
Spectrum and call up a wealth of
broadcast information on Ceefax
and Oracle covering just about
everything from news, sport, reviews
and entertainment to competitions,
financial advice, advertisements and
consumer topics.

You can store Teletext pages on
Microdrive or produce immediate
hard-copy printout, and download
the Spectrum Telesoftware being
jointly transmitted by O.E. Limited

and the broadcasting companies
exclusively for TTX 2000 users

(upgrade downloader ROM available

shortly).

The TTX 2000 is very simple to
use and no modifications at all are
needed to your Spectrum or TV,
Once you're set up you don'’t pay a
penny more, no matter how often
you use the system. Just think - no
connection charges, subscriptions or
“access time” bills.

Just a few simple commands let
you find your way into the
information rich world of Teletext.

Return the coupon, or contact
our help desk for more information.

O.E. Lid., North Point,
Gilwilly Industrial Estate,
Penrith, Cumbria, CAll 9BN.
Tel: 0768 66748

,T\rasr send me a’TT
PO. made payable to O

| including VAT and P&P*

| Please charge my Access/Visaaccount (delete
as necessary).

L lenclose a rh«{u:’"—'
Lid. for £143.75

|

Card No. |
| Name. |
| Address |
|

|

Posteode. =T TR
[ *Supplied complete with power supy
ik able and full instru
Please allow 28 days for delivery.

interconnecting




_ Program lutor

Program to achieve
speed and efficiency

OW can I make my program
Hrun faster and make it fit into

my 16K Spectrum/1K ZX-81?
This question is often asked by Sinclair
programmers.

In arcade games the quality of anima-
tion, for example, will have a lot to do
with the efficiency of your program-
ming. Also, for business, home manage-
ment and educational applications, a
generally good program may be that
much less enjoyable to use if response is
slow and clumsy.

Apart from such considerations as
these, programming for speed and effi-
ciency of memory usage can be as fun
and challenging to learn as is the basic
art of programming.

Reducing run-time is generally the
most important factor in improving per-
formance. Obviously there are limita-
tions inherent in the programming
language and hardware. Spectrum own-
ers, for example, have an intrinsically
faster machine than the ZX-81 and can
more easily approach commercial stan-
dards with good Basic programming.

Cutting down on the amount of
memory used will usually be of secon-
dary importance. Again, hardware limi-
tations must be respected, and the 16K
Spectrum/ZX-81 and, more especially,
the 1K ZX-81 user will have more
problems than the 48K Spectrum user.

Elegant programming

That is not to suggest that the 48K
Spectrum owner will not occasionally
be confronted with the problem 'of
memory conservation. For example, a
Basic interface program which is also a
utility in the sense that it will be calling
other programs of indeterminate size,
should be “squeezed”™ into the smallest
amount of RAM possible in order to
leave the maximum amount of room for
called programs.

Efficient and elegant programming
intended for speed of execution can
often produce a “spin off”” benefit by
simultaneously saving memory. Unfor-
tunately, the reverse effect is less likely.
Saving memory will often mean a loss of
speed, so it may be necessary to try to
optimise these opposing effects.

It should be stressed that many of the
ideas suggested in this article are really
refined in the sense that you need not
worry too much about such matters
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Tony Rickwood ex-
plains techniques
which will allow you to
develop fast-running
programs using avail-
able memory as effi-
ciently as possible.

when you are developing and testing
your program. However, there are some
general principles, particularly for
speed, to which you should give some
thought at the development stage.

In longer Basic programs, try to keep
the more frequently used subroutines
and defined functions to the beginning.
A direct jump means that the inter-
preter has to scan from the beginning to
look for the start and end of a subrou-
tine, or until the appropriate DEF FN
(Spectrum only) is found. The few mil-
liseconds saved on each call will mount
up with frequency of use.

Check your format

For programs of the number-crunch-
ing variety, involving a lot of calcula-
tion, it is well worth your while to
examine your use of operators. Relative
time factors can be assigned to all arith-
metic operators, though the more im-
portant of these apply to multiplication,
division, and exponentiation. Multipli-
cation takes twice as long as addition,
division takes three times as long as
addition and exponentiation takes ten
times as long. Although these figures

can only be approximate, they do at
least suggest that some examples of
arithmetic expressions which could be
written better might be:
2*x Better: x+x
v/5 Better: y*0.2
z12 Better: z*z
It would also be worth while to look
at the format of your expressions to
ensure that sub-expressions are evaluat-
ed once only, for example:
LET A=B*C+D/(B*C)
could be better written as
LET BC=B*C
LET A=BC+D/BC
A further point worth considering:
make sure that any constants are evalu-
ated outside FOR/NEXT or other
loops, for example:
FOR I=1 TO 10
LET A(D=X(I))Z+SQR Y
NEXT I
would be better presented as
LET P=SQR Y: LET Q=1/Z
FORI=1TO 10
LET A()=XIy*Q+P
NEXT I
In this example, there is an obvious
trade-off of memory for speed.
Multiple logical tests can also slow
down a program unnecessarily. Con-
sider the following statement:
IF A>B AND C<D AND E=F

There are three tests here, only one of

which needs to fail to make the whole

expression fail, although all three must

be tested.

Better would be:

IF A>B THEN IF C<D THEN IF

E=F THEN ...

This allows the statement to be aborted

so that control can pass directly to the

next immediately a test is failed. Speed

improvements will be better if you can

arrange the conditions in ascending or-

der of probability (least likely first).
The absence of the

IF-. . ..FHEN. . .. ELSE

statement in Sinclair Basic can some-

times cause clumsy and inefficient pro-

gramming.

The principle is:

IF Condition THEN do something

IF NOT Condition THEN do some-

thing ELSE

The Spectrum does, at least, have ad-

vantages over the ZX-81 in this respect,

by allowing multiple statements. Com-
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pare the following:

ZX-81

IF X=20 THEN LET Y=11

IF X < >20 THEN LET Y=0
SPECTRUM

IF X=20 THEN LET Y=11: GOTO
30: LET Y=0

It will be clear that the ZX-81 version
requires both TRUE and FALSE con-
ditions to be tested, while the Spectrum
version requires only one test (although
two statements are still required. We
will see later how this can be further
reduced for certain applications).

The mulriple statement facility avail-
able on the Spectrum is also useful for
efficiency on a long list of expressions
which would otherwise require separate
statements. This is especially useful in
IF... THEN statements where the
value of one variable dicrates the value
of a host of other variables. A note of
caution though: beware of making your
program unreadable with excessively
long multiple statements.

Array selection

ZX-81 users may also argue that the
IF...THEN ... ELSE statement can
be mimicked in a specialised context of
printing array elements. As the same is
true of the Spectrum, this particular
trick is worth studying. Suppose, for
example, that you want to print the first
six characters of a 12 character string,
given a TRUE condition, and the last
six characters given a FALSE con-
dition. As one cannot have, for
example:

IF P=0 THEN PRINT X$ (1 TO 6)
ELSE PRINT X$ (7 TO 12)

the equivalent two statements for the
ZX-81 would be:

IF P=0 THEN PRINT X3 (1 TO 6)
IF P< >0 THEN PRINT X$ (7 TO
12)

This double test could be turned into
one by:

LET A=(P< >0)*6 (i.c. 6 or 0)
PRINT X$ (1+A TO 6+A)

The last example of condition testing
might also have come under the heading
of Boolean Logic. This is one of the
most powerful features for efficient pro-
gramming on both the Spectrum and
ZX-81.

For example, other Basics might con-
tain the following:

IF A>B THEN LET A=A-1

IF A<B THEN LET A=A+1

You can condense this into a single
statement:

LET A=A+(A<B)-(A>B)

Many games applications require this
kind of programming, chase routines
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for example. In the above example, we
can imagine this algorithm as represent-
ing A chasing B across the screen, with
A and B as their X coordinates.

The underlying principe of Boolean
Logic is that anything which can be
treated as the condition in the
IF condition THEN . .. ..
statement, can also be a logical expres-
sion, It can also be any numerical ex-
pression, as the computer is really only
interested in whether the value of the
expression is zero (FALSE) or non-zero
(TRUE). For logical expressions which
use the comparison operands <=,
<>, >=, <, > and =, we are only
concerned with values of 0 and 1. Thus,
in the example:

If A<B then A=A+1-0=A+1
If A>B then A=A+0-1=A-1

Value comparison

Where ANDs and ORs are used, it
helps to extend the 1,0 (for TRUE,
FALSE) idea to represent AND by "*"
and OR by "+". This notation helps
when grappling with such expressions
as:

IF (A>B OR C<D) AND E=F)
THEN . .

Though the inner brackets are unneces-
sary when entering on your machine,
they help in working out a truth table.
There are possibilities:

(0+0) *0) =0 ((0+0) *1) =0

((0+1) *0) =0 ((0+1) *1) =1
((1+0) *0) =0 ((1+0) *1) =1
{(1+1) *0) =0 (+1) *1) =1

Such a table clearly indicates only three
possible true results.

Probably the best example for games
programming would be found in the
player or computer control routines.
Consider, for example, up/down move-
ment using keys "6” and "7". The
novice might use two statements, such
as:

IF INKEY$="6" AND Y <20 THEN
LET Y=Y+1

IF INKEY$="7" AND Y>0 THEN
LET Y=Y-1

A much faster way would be:

LET Y=Y+ (INKEY$="6" AND

Y <20) - (INKEY$="7" AND Y>0)

One other point about logic and con-
dition testing. As previously stated,
your machine is only interested in
whether a condition is zero or non-zero.
It follows then, that a statement such as:
IF Z< >0 THEN . ,.
can be replaced by IF Z THEN . . .
Similarly:

IF Z=0 THEN...

can become IF NOT Z THEN . . ..
These substitutes are not only faster:
they also save a few bytes of memory.

Psogeam. lutos

Literals are numbers which appear
“literally” in your program. Literals
were fully explained in my last article
which showed how extravagant they are
of memory (at six bytes each). They can
be reduced in several ways.

Save memory

The most popular method for cutting
down on memory assigned to literals is
to use the VAL function. To illustrate
the saving, compare the following:

NO. OF LET LET A=
BYTES FOR: A=10 VAL "10"
LINE NO. 2 2
LINE LENGTH 2 2
KEY STROKES 5 8
NUMBER 6 =
ENTER 1 1
TOTAL 16 13

This saving of three bytes each time

VAL is used applies to both machines.
Another popular method is to use a

number which is already stored, such as

PIL. Thus:

LET Z=PI-PI and LET Z=SIN PI

use even fewer bytes than

LET Z=VAL “0".

Similarly:

LET Z=PI/PI and LET Z=SGN PI
might be preferred to LET
Z=VAL"1".

Numbers which are used repetitively
should be assigned as a variable at the
program start if memory is a problem.
For example, LET U=PI/PI at the
outset will save five bytes every time a
"1" is required.

Many numbers used to initialise var-
iables can be removed from the program
altogether, as, when a program is saved,
the variables are saved with it. The
procedure here would be:

a) RUN the program and interrupt
(with a STOP) after initialisation (i.e.
after SETUP)

b) Delete all the LET, READ and
DATA statements in SETUP

c) SAVE the program AND variables
with a line start (or use GOTO to
execute, as RUN clears the variables).

You will still need sufficient memory
in the first place, so this technique is
really for cutting down programs to run
on a smaller machine or to reduce load-
ing time. When space is a problem at
the development stage, you might still
be able to fit all your variables in by
using direct LET or INPUT com-
mands, outside the program.

It is always best to try to incorporate
instructions into a program although
they can sometimes cause size prob-
lems, The answer here is to make a
separate program for instructions and
other information, with the last line
used to call the main program.




OVE your spider around the
‘web, catching the flies before
they escape. You have twenty

seconds in which to carch each fly. If

five manage to escape the game ends.

Web Runner was written for the
16K Spectrum by Hugh Creed, aged
13, of Lancaster, Lancashire.

1 PAPER O: INK 7: BORDER 0: C
LS : GO SUB 1000
2 LET hi=0
3 LET sc=0
4 LET ti=0
5 LET mis=0
100 LET b=0
105 REM draw web
110 FOR a=175 TO -175 STEF -75

120 PLOT 0,b

130 LET b=b+40

140 DRAW 255,a

150 NEXT a

160 LET b=0

170 FOR a=255 TOD -255 STEP -75
180 PLOT b,0

190 LET b=b+40

200 DRAW a,175

210 NEXT a

220 FOR a=10 TO 82 STEP 24
230 CIRCLE 137,92,a

280 NEXT a

250 LET a=10: LET b=15

254 REM main loop

255 PRINT AT a,b; OVER 1;"QE"
260 LET c= INT ¢ RND 20): LET
d= INT ( RND #*10+10)

261 PRINT AT a,bj DVER 13"DE"
265 PRINT AT c,d; INK 5; OVER
13 R

270 PRINT AT a,bj. INK &; OVER
15 ngEn

280 IF INKEY$ ="q" THEN LET a
=a-1

285 IF INKEY$ ="a" THEN LET a
=a+1

290 IF INKEY$ ="o" THEN LET b
=b-1

295 IF INKEY$ ="p" THEN LET b
=b+1

d

294 PRINT AT a,b; OVER 1;"U_€“
297 BEEP .00S5,0

298 LET ti=ti+1

299 IF ti=18 THEN PRINT AT c,
d; INK S; OVER 13" : PRINT AT
a,by OVER 1;"QE": LET mis=mis+i:
LET ti=0: GO 10 260

300 IF a<0 THEN LET a=0

301 IF a>21 THEN LET
302 IF b>30 THEN LET
303 IF b<0 THEN LET b=0
305 IF mis=5 THEN PRINT
105 "OEQEQEQEQEQESCORE=

AT 10
38c; "OEQE

FAUSE

GEQEQ": PAUSE 0: rAULSE
0: BO TO 2000

307 FRINT
IF £i<10 THEN PRINT

AT 0,203 "time=";¢{i:
AT 0,26;"

310 IF a=c THEN
410 GO TO 270
500 IF b=d THEN LET sc=sc+l0:
PRINT AT a,b; OVER 1;"GE'
T AT c,d; INK 53 OVER

T ti=0r G0 TO 250
510 IF b+i=d THEN
¢ PRINT AT a,b; OVER
INT AT c,d; INK S; OVER i3"R":
LET ti=0: GO TO 260 Pt
520 RETURN

1000 FOR b=0 TO 2: READ a%: FOR
n=0 TO 7: READ a: POKE USR a$+n
a1 NEXT n: NEXT b

1010 DATA "g",0,32,93,175,93,1463
,16,32

1020 DATA "e",0,4,250,245,250,24
3,8,4

GD SUB S00

e

1030 DATA “r“,146,84,56,256,56,8
4,56,84

1032 REM instructions

1035 LET g=30
1040 LET as="
EDEQE

QEQEQEMR WEBQ

MOVE YOUR SFPID
ER ARDUND THE WEB AND CATCH THE
FLIES BEFORE THEY ESCAFE

RREKEYSRRR
Q" TO MovE Ul
‘A’ TO MOVE DOWN
‘0’ TO MOVE LEFT
‘P* TO MOVE RIGH

T
1050 FOR i=1 TO LEN a%

1060 PRINT a%(i);

1065 IF a#$(i) <> * " THEN BEEP

.0005,9
1070 IF g=70 THEN
1075 LET g=g+1
10BO NEXT i

1085 PAUSE 0: CLS
1090 RETLRN:

2000 CLS : PRINT AT 10,0; "WANT
TO PLAY ABAIN(Y/N)*

LET g=10

2010 IF INKEY$ ="y" THEN CLS :
G0 TO I
2020 IF INKEY# THEN STOP

2030 GO TO 2010

36
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TURBO CHARGE
YOUR SPECTRUM

Outperforms any Spectrum interface

The unique Turbo interface from Ram gives you all these Or call our credit card hot line on 02514 25252, (Access and
features—and more —inoneuntt: ~ * Visawelcome).

4% Avariety of nterfaces including: Rom cartridges, two Sway D plugs QB g?,rA" Blectronics Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire

for standard joysticks, PLUS full expansion bus at rear. o
#k Compatible with Kempston and Protek protocals. Please send me: t’éSparg; =

#5 Works with atest Quickshot Mkl auto rapidirejoysticks! ~ SpectumTubo nterfacelyat £2295  \SRACRR
+ £1 p+p [overseas orders £3p-+p) Orders

o : — Quickshot Il Joystick(s) at £9.95
#k Instant program loading with cartridge software. (Only when purchased with Turbo —normally £12.95 + £1 p-+p)

#k Built-in power safety device — unique to Ram Turbo. lenclose cheque/postal orderor charge my Access/Visafor £

< Full one year guarantee. = EEEEEEEEEDZDZ\:D:J

< Immediate availability — 24 Hr despatchon receipt of Neme___ oW, . TR SISV e, T CINE
PO./ credit card details (cheques —seven days). = Address

## Incredible value —only £22.95.

So don't wait around —simply complete
the coupon and send it to us today.

< Choice of Rom cartridge or tape cassette software.

Tel




THE PROGRAM YOU'VE
BEEN WAITING FOR!

with

Hi-Res Graphics

on standard ZX-81 16K

Actual ZX-81 Screen Display!

0000000 SCORE

7

b

1. Diamonds
2.Sea

3. Platforms
4. Ladders

0000000 HI

=9 BOS S

7

5. Fuel Cans
6.Rocket

7. Vulture
8.Leg of Lamb

0000 BONUS

bl
9. Player

10. Bubloid

11. Fuel Gauge

12. Men Remaining

Get rich quick by collecting Diamonds that are
simply lying there waiting for you!

Oh ... Iforgot to mention that there are one or

f d water bet

two problems! There is an expanse of Shark

.

vou and the Di anda

strange breed of Bubble that seems hell bent on
getting you in it! Somehow you must crossiit.. ..
You have a Rocket Pac to help you (a Vulture on
higher levels) but you must rush around the platforms
and ladders collecting cans of fuel (legs of lamb with the
Vulture) and cursing that weird Bubble. Once you have
enough fuel then it's Chocks Away!

Oh... but don’t run out of fuel on the way — otherwise it’s

....SPLASH!

The aim is to collect all the
diamonds from the far left hand
side of the screen. whilst avoiding
the rampant Bubloid. These
emerge from the sea and are hell-
bent on returning to their watery
habitat with you in tow. Sooner or
later you are going to end up in the
drink — The idea is to make it later!

By belting round the system of
platforms and ladders, cleverly
avoiding the Bubloid, vou.collect
the fuel cans which appear in
random positions, until you
consider that your fuel gauge
indicates sufficient in the tank
Now you can go and collect your
rocket, With the rocket-pack
strapped to your back you can fly

across the expanse of sea to
collect the diamonds . .. but
don’t run out of fuel or your
rocket-pack will simply
disappear and vou will
wind up in the drink!

There are six stages with six
different platform layouts. On
stages 1-3 the Bubloid. which
floats in front of the platforms
with uncanny ease. gets an ever
increasing ability to home in on
your position. making the task of
staying alive more demanding
with each stage. On stages 4-6
you once again start with the
ez t Bubloid (which is a blessed
relief!) but the fuel cans are
replaced by legs of lamb which
you must collect to feed your
vulture, and once it has enough
energy (or you think it has!) you
must flap across the water on its
back to collect the diamonds.

Extra men are awarded for
every 10,000 points — but ONLY
once you have collected all the
diamonds and so completed each
particular stage

GOOD LUCK!

Available from all good computer shops
or send cheque/P.0O. for £5.95 (inc P&P) to:

Software Farm, FREEPOST o stamp required
(BS3658) ,BS82YY Dept sp

fi Farm, 155 Whiteladi

Road, Clifton, Bristol BS8 2RF.

Telephone (0272) 731411 Telex 444742 AFMADV G



OU ARE the penguin who must
climb the ladders to reach the
fish on the top ice level. As there
is only one fish you have to reach the
top level before the polar bear who is
also in pursuit of a meal.
Penguins and Polars was written
for the 16K Spectrum by David Rei
of Angus, Scotland.

i B0 SUB 3000
5 LET hi=0
10 GO SUB %000
20 LET lev=1
832 LET c=14
1001 LET d=0
1002 LET =$+.05
1005 BORDER 1: PAPER 11
PER 1: INK 7
1010 FOR n=4 TO 20 STEP 4
1020 PRINT AT n,0; INK 4; BRIGH
T 13 "CCCCCCCCCCCCCCCCCCECCCCCCLE

CLs : PA

cccee”

1025 NEXT n

1027 PRINT AT 0,0; INK &; PAPER
03 BRIBHT 1;" E

HI: el

1028 PRINT AT 0,14; PAPER 03 IN
K &; BRIBHT 1jlev: PRINT AT 0,2
13 PAPER 03 INK &; BRIBHT 1;hi

1029 B0 SUB 4000

1035 PRINT AT r+2,0; INK 4;
GHT 13 'CCECCECDCEEECDECEEECECCCC
CCccccee

1040 PRINT
AT r+1,cy
1050 IF r

AT r,c
INK 43
<=5 THEN GO TO 7000

INK 65" A "3

1055 PRINT AT e,d; INK 73 BRIGH
" AT e+l,d; INK 7: BRIG
FG*
1057 LET d=d+f
1060 FRINT AT 3,29; INK S; BRIG
HT L1;"HI®

2000 IF d >= 27 THEN GO TO 5000

IF INKEY# ="g" THEN LET c
: BEEF .0005,30
‘110 IF  INKEY$ ="w"
BEEF .0005,30
IF  INKEY$ ="i" AND c+1=p T
LET r=r-4: GO SUB 4000

IF c <= O THEN LET c=
1F © 2% THEN LET

THEN LET c

G0 TO 1031

REM title screen

CLS : BORDER 61

PAPER &: INK D

INK 4: BRIGHT 1: FOR f=1 TO

LET a= INT ( RND #*120)+1it L

= INT ( RND *40)+1

FLOT 127,105: DRAW a,b

FLOT 127,105: DRAW -a,b

FLOT 127,105: DRAW

PLOT 127,105: DRAW

NEXT #

BRIGHT O

3070 PRINT AT 1,03
PENGUTI N

3080 PRINT AT 16,03

HT 1;" Backwards—@

Up-1 "; BRIGHT O

3090 PRINT AT 19,03 INK

©.-press any to start....

3499 PAUSE O

3500 RETURN

4999 REM end of game routine

5000 BEEP .&,-10: BEEF ,7,-20

5005 PRINT AT 12,0;"

PAPER &: CL

Ay

INK 23"

INK 23 BRIG
Forward—b

5010 PRINT AT 11,0; INK 7;
E POLAR BEAR GDT THE FISH o
5015 FOR v=0 TD 150: NEXT v

5020 FRINT AT 13,05 INK 7;" pre
55 any key for another game': PA
USE 0: PAUSE O
5100 IF lev-1>hi
v-1

5110 B0 TO 20

TH

THEN LET hi=le

RUDEUERRS

5999 REM ladder routine
4000 LET p= INT ( RND #29+1)
6001 IF r=& THEN LET p=29
4003 PRINT AT &,03"

6005 PRINT AT 10,03"

6006 PRINT AT 14,03"

"
&007 PRINT AT 18,03"
&008 IF r <= 2 THEN RETURN

£010 BEEF
BEEF .00S
AT r,
F2,p; "
6030 RETURN

6999 REM next level routine
7000 BEEP .1,10: BEEP .1,7:
.5,20: PRINT AT 12,0;"
YOU GOT THE FISH

.005,10: BEEP .00S,15:
20: PRINT AT r+l,p;"
'J%; AT r—1,p;" AT

a

BEEF

FOR 1

=0 TO 200: NEXT 1: LET lev=lev+l
: 60 TO 100

8999 REM user-defined-graphics

9000 FOR n=0 TO 7: READ a: POKE
USR "a"+n,a: NEXT n

9010 FOR n=0 TD 7: READ a: POKE
USR "b"+n,a: NEXT n

9020 FOR n=0 TO 7: READ a: POKE
USR “c*+n,ar NEXT n

9030 FOR n=0 TO 7: READ a: FOKE
USR "d"+n,a: NEXT n

9040 FOR n=0 TO 7: READ a: POKE
USR "e"+n,a: NEXT n

050 FOR n=0 TO 7: READ a: POKE
USR "F"+n,a. NEXT

060 RERD a: POKE
USR

070 REHD a: POKE
USR n

7080 READ a: POKE
USR

3090 FOR n—O TO 7: READ a: POKE
USR "ji"+n,a: NEXT n

200 DATA 0,56,568,130,154,154,13
1,210

9210 DATA 166,206,158,188,248,32
1124,0

9220 DATA 0,255,251,123,114,50,4

8,16
9230 DATA 3,7,7,7,3,15,31,43
9240 DATA
0,248,252

?250 DATA 55,55,23,7,14,14,14,14

9260 DATA 236,236,232,224,112,11

2,112,112

9270 DATA 31,63,127,13,127,63,31

.0
9280 DATA
9,131,0

9290 DATA
5,129,129
5999 RETURN

192,224,224,224,192,24

131,199,239,255,23%9,19

129,255,129,129,129,25
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~ ¢ Instantly attached/detached
v Games board masks unwanted keys

- Are you being zapped by
‘finger drift’?

- Fed up with being eaten by
monsters?

— Put new life into your game and
hit the right kejr every time with
the new

GAMES BOARD

Enjoy these great features:

All this and more for just £9.95
From your local computer shop or direct from:

MARVIC MARKETINGLTD | Telephone:
v Ideal for young children FREEPOST (No stamp required) -
Koy it e I oy oiion setord, Manchesterma2seL.  061-864 2010

¢ 10 Keys supplied. Full set of keys available with the ‘= M —
add-on kit Patents pending N == A

vz Improves scores up 1o 50%

¢ Compatible with all games and software

{« Can be used with joysticks for even faster control
¢ Can be used with all hardware add-ons

All the best listings in 1 SUBSCRIPTION FORM
Basic, machine code, | Mail to: EMAP
Forth and many more | 67 Clerkenwell Road, London EC1R 5BH

languages plus

| Yes — I'd like to subscribe to Sinclair Programs

|
I
I
I
® Programming advice | (12 issues — price £13.20) |
® Language courses | | enclose a cheque for £ |
® Software reviews : Please charge my credit card: :
Card name Number
EXPAND YOUR MIND AND IN Add |
YOUR MACHINE I daii !
SUBSCRIBE TO SINCLAIR e Lo matn |

| N.B. This offer applies to U.K. subscribers only. Overseas rates available on request.

PROGRAMS TODAY T L TR - =l

40

SINCLAIR PROGRAMS  November 1984




FMilY¢ .

TANTRUMS

MILY is playing happily in her
tree house when you go out to
call her for tea. Unfortunately
she objects and begins to throw things
from the tree house onto your newly
mown lawn. Try to save the lawn by
catching the toys in your laundry bas-
ker.
Emily’s Tantrum was written for
the 16K Spectrum by William Bucking-
ham, aged 12, of Fakenham, Norfolk.

10 LET x=2: LET fi=i: INK 71 P
APER 0: BORDER 0: BRIGHT 1: CLS

GD SUB 9000

15 RESTORE 35

20 PRINT AT 5,0; INK 43 PAPER

; “BEBEEEBBBEBEBEBBEBEBEBEBEBEE
BEBE": FOR =0 TO 2i: PRINT AT
£,0; INK 43

25 PRINT
C. EC

c C CC
s INK 43"
.G ge Bt
26 PRINT AT 21,0; INK 43" (32%

27 IF £1=0 THEN GO TO 45

30 LET £1=0: PRINT AT 1,5;'E
3 AT 2,5; INK 33"F"3; AT 3,5;"G"t
FOR f=1 TO S: READ a$,b$: PRINT

AT 20,63a$: PAUSE 25: PRINT A
T 2,73b%: PAUSE 25: FOR g=1 TO 2
003 NEXT g: FRINT AT 20,6;"
'3 AT 2,6;
i "1 NEXT

35 DATA "Come down,Emily!","No

»I'm not going ta!","You won't g
don‘t care!*
N 4+"Come on,Emil

“1 will not!", "I 11 qet cros
"1 shall scream.
40 FDR p=1 TO 2: RESTO 40: F
OR €=1 TO 10: READ a,b: BEEF a,b
NEXT #: NEXT p: DATA .2,0,.2,0
e 2505 = 205 o P s 2 Oy B Oy Dy

45 BEEF .8,12: PRINT AT 20,1;
"Press any key to play “TANTRUM™

S50 IF INKEY$# ="" THEN B0 TO

S5 PRINT AT 20,1

S& PRINT AT 1,5;"

AT 2,5;"

x Willi
am Buckingham 1984 K

50 PRINT AT 19,x:;" “: LET p
= INT ( RND *25)+3: PRINT AT 1,
F': AT 3,p
{ RND #5)+1: L
ADHIJ" (gp)s LET i= INT (

INKEY$ ="1")+(x=2)—(x=28):

LET s=s+100%{&4—gp):

AND you ruined your

81 INPUT “Another go? (y/n)"ja
#: LET af=a$+" ": LET g#=a%(1):
IF g#="n" OR g " THEN GO TO
1000

85 IF INKEY$ <> "" THEN GO
TO BS

50 IF g% <> “y" AND g# <> "y
THEN GO TO 81

100 CLS : GO TO 20
1000 CLS : FRINT AT 21,15;"
PRINT AT 5,5;"Emily’s last stan
dile; AT 1,15 AT 2,15; INK
E"; AT 3,15;"B%: FOR =1 T0 S
FOR g=7 TO © STEP -1: BORDER g
: BEEP .01,g: NEXT g: NEXT #: PR
INT AT 5,5

": FOR =4 TO Z1: PRINT AT f,
RINT AT ,13;" “: MEXT
1010 PRINT #0;"K She got you in

the end!!! K": FOR f=1 TO 200:
NEXT £: NEW
9000 RESTORE 9000: FOR f= USR "a
“ TO USR "1"47: READ a: POKE +,
ar NEXT §
9010 DATA 0,8,20,34,45,34,20,8,8
5,170,85,170,85,170,85,170,16,40
+36,72,36,72,40,16
5020 DATA 32,14,124,222,190,254,
124,0,40,66,165,129,189,165,66,6
0,24,231,36,36,46,66,127,255,36,
36,36,102,0,0,0,0
025 DATA 124,14,16,16,16,124,56
+16,0,12,15,140,252,252,120,0,60
1126,255,255,24,24,24,24,136,135
,168,54,10,15,9,15,129,129,129,2
55,255,255,0,0,0
9030 PRINT ' TAE 10;“TANTRUM!"’

" Darling Emily is playing in

her"'‘“tree-house!It is tea time
and" "’ ’“you have come to get her
in.But," ""Emily objects and sh
‘‘"angry! She throws her

toys down" '’ “from the tree,onto
your garden!"’’"can you save yeur
lovely

F031L PRINT AT 21,0;"~t™ LEFT,~0

~ RIGHT & “2~ PAUSE"

9032 IF INKEY$ ="% THEN 60 TO

9031

9035 CLS : RETURN

SINCLAIR PROGRAMS November 1584

41




RGERIBAR:

OU WORK in a burger bar and
have to collect the glasses and
send the burgers to the bottom
of the screen by running across them.
Avoid the bad apples which chase you
and try to squash them by trapping
them underneath the burgers.
Burger Bar was written for the 48K
Spectrum by Anthony Sherwood of
West Bromwich, West Midlands.

10 CLEAR ( USR "A"-110):
Z=( USR "A"-110)
20 RESTORE : CLS : GO TO 330

LET

30 LET N=M2-1: POKE (Z+11),1B0
40 FOR J=Mi+3 TO 19 STEF 3

50 PRINT AT J-1,N;" .

&0 IF ATTR (J,M2)=59 OR ATTR
(J,N)=5% OR ATTR (J,M2+1)=59 T
HEN LET S=85+10: FOKE (ZI+3&),70:
FOR I=1 TO 12: PRINT AT J,N; O
VER 13A%: RANDOMIZE USR (Z+2S
NEXT I: POKE (Z+34),128: LET

70 INK 2z
R L=1 TO 2:
: NEXT L: FOR L=1 TO 2:
T J,N;A%: RANDOMIZE USR

PRINT AT J,N;jB$: FO
RANDOMIZE USR (Z+4)
PRINT A
(Z+23):

PRINT AT J,N;B$: RANDOMIZE US
R (Z+25): NEXT L: INK O: PRINT
AT J,N;"

80 NEXT J: POKE (Z+11),0: LET
8=5+5

90 IF Mi=1 THEN LET S=8+50: L
ET C=C+1: PRINT AT 21,N;A%

100 PRINT #0; AT 1,12- LEN STR

% 558
110 IF C=3 THEN LET C=

« LET F
=0: RANDOMIZE USR (Z+73): POKE
(Z+11),100: FOR L=1 TO 30: RANDO
MIZE USR (Z+4)s NEXT FOKE (Z
+11),01 BO TO 430

120 IF F=1 THEN LET F=0: PRINT
AT A1,A2;" "; AT A3,A4;" ": GO
TO 600

130 RETURN

140 FOR I=1 TO 2

150 PRINT AT M1,MZ3" "

160 LET M2=M2+( INKEY$ ="0" AND
M2<31)-( INKEY$ ="9" AND M2>0)
170 LET M1=M1+3%#(( INKEY$ ="w"
AND ATTR (M1+2,M2)=59)~-( INKEY$
="2" AND ATTR (M1-1,M2)=59))

180 IF ATTR (M1,M2)=58 THEN L

ET S=S+5: PRINT AT M1,M2;"*": R
ANDOMIZE USR (Z+4): FRINT #0; A
1,12- LEN STR# S;8
190 PRINT AT M1,M2;M$(I)

200 IF 1=2 THEN GO TO 250

210 PRINT AT A1,A2;" "

220 LET Al=A1+3%((M1>A1 AND AT
TR (A1+2,A2)=5%9)-(M1<A1 AND ATT
R (A1-1,A2)=59))

230 LET AZ=AZ+(MZ>AZ)-(M2<AZ)

240 PRINT

INK 3; AT AL,A2;

60 TO 270

250 PRINT AT A3,A4;" ": LET AZ
=A3+3* ((MI>A3 AND ATTR (A3+2,A4
}=59)—(M1<AS AND ATTR (A3-1,A4)
=59)): LET AS4=A4+(M2>A4)-(M2<A4)
2460 PRINT INK 33 AT A3,A41"A"
270 IF POINT (M2%8, (20-M1)=*8-1
}=1 THEN IF FPOINT (M2#8+7, (20~
M1)#8-7)=1 THEN GO SUB 30

280 IF ATTR (M1,M2)=5% THEN G
0 TO 300

290 NEXT I: GO TO 140

300 FOR J=1 TO 2: RANDOMIZE US

R (Z+73): NEXT J: FOR J=M1 TO 1
STEP -1: PRINT AT J,M2;" BEE
F .05,30-3%J: PRINT AT J,m2;"."
= NEXT J

310 FOR J=1 TO 20: PRINT AT J,
M23"C": BEEP .07,30-3%J1 PRINT
AT J,M2; PAPER S5iC$(J): NEXT J
320 G0 TO 410

330 PRINT FLASH 13 AT 0,0;"

BURGE R B AR :
340 PRINT °°’'"YOUR JOB AT THE B

URGER BAR IS TOCOLLECT THE GLASS
ES AND SEND THEBURGERS TO THE BO
TTOM BY RUNMINGACROSS THEM."
350 PRINT ‘' °"AVOID THE BAD AFF
LES - THEY CAN BE DESTROYED BY D
ROPPING BURGERSON TO THEM."

350 PRINT “ <" LEFT 9
RIGHT © uF 2
DOWN W": GO TO 4610

370 FOR I= USR "A" TO USR "M"+
7

380 READ J:
390 PRINT
Y": RANDOMIZE USR (Z+4):
o

POKE I,J: NEXT I
AT 21,103 "PRESS A KE
PAUSE

FG": LET B$="JKL'
LET F=01 LET H#

LET H=0:
LBAME OVER....... i
410 IF S>H THEN LET H=8
420 LET C=0: LET S=0

430 FOR K=0 TO 255 STEP S:

POKE

(Z+11) ,K: RANDDMIZE USR (Z+8):
NEXT K

440 POKE 23692,255: FOR 1=1 TO

24: PRINT AT 21,31: PRINT : NEX

T It RANDDMIZE : CLS

450 PRINT AT 0,0;"(32#ig3)"
460 PRINT FLASH 1; ﬁvEﬁET} INK
3; AT 0,0;" BURGER
BEAR L

470 FOR I=2 TOD 20 STEP 3: PRINT

AT I,0; INK 1; PAPER &;"BBBBEE
EBBEBEBEEBEBEBEBEBBBEEEBEE
J=1 TO 4: PRINT INK 23 AT ]
INT ¢ RND #32);G#(1+( INT ( RND
*2))): NEXT J

4BO PRINT INK S; PAPER &3 AT I
+1,07 " (32#g3) "1 NEXT I

450 LET E=0: FOR I=3 TO 18 STEP

3
500 FOR K=& TD 24 STEP %: PRINT
INK 23 AT I,K;B$: NEXT K

510 LET J= INT ( RND #32): IF

ATTR (I1,d) <> 53 THEN G0 TD 510

520 PRINT INK 3;
T 1-1,J5"H": LET E=E+i:
4 THEN G0 TO 510

530 LET E=0: NEXT I

S40 PRINT #03 AT 0,0; INK 33" (3
2%g3) "

PRINT AT 21,03 INK S5
R 45" (32%g3) "

560 LET Mi=19: LET M2=0

570 PRINT #0; AT 1,1;"SCORE 000
00"; AT 1,17;"HI SCORE 00000"

SBO PRINT #0; AT 1,12- LEN STR
$ 8;S; AT 1,31- LEN STR$ HiH

590 FOR K=240 TO O STEP -1S5: PO
KE (Z+11),K: RANDOMIZE USR (Z+4
): NEXT K

600 LET Al=3x(

AT 1,03"H"; A
IF E <>

PAFE

INT ( RND #7))+1

: LET A2=31: LET A3=3#( INT ( RN
D #5))+1: LET A4=0: BD TOD 140
4610 FOR J=I TO Z+102: READ K: P
OKE J,K: NEXT J: 80 TD 370

620 DATA 16,61,10,25,58,72,92,1
5,1%,15,30,247,243,211,254,238,1
6,67 416,256 ,29,32,246,251,201,24
3,58,72,92,15,15,15,8,38,0,1,128
,0,8,211,254,238,16,8,46,0,85,92
,167,237,82,237,82,17,254,0,25, 1
25,148,56,1,61,103,61,32.253,11,
120,177,32,223,251,201 , 205,17, 16
,208,38,10,58,72,92,31,31,31,14,
254,238, 16,237,121 ,67,16,254,37,
32,244,28,21,32,232,251,201

430 DATA 40,126,255,153,255,255
,126,60,255,126,231,24,231,0,0,0
156,56, 16,56, 124, 186,40,48,56,56
416,56,40,40,16,14,0,127,255,0,2
55,0,255,127,0,255,255,0,255,0,2
55,255,0,254,255,0,255,0,255,254
1 126,66,126,66, 126,66, 126,66,0,6
2,28,8,8,8,28,0,127,255,0,255,0,
2s%,127,0,255,255,0,2535,0,255,25
s,0,254,255,0,255,0,255,254,0

640 DATA 0,34,34,20,20,20,28,0
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ATCH the falling jam on your
teaspoon and carry it to the slice
of bread at the right of the
screen. When you have covered the
bread with jam the top slice comes
down to make a sandwich and you move
on to a higher skill level.
Jam Sandwich was written for the
16K Spectrum by Alan Thomson, Lon-
don SE4.

i PAPER S: CLS : INK 7: GO SU
B 3003: REM instructions

2 GO SUB 4000: REM UDG

S INPUT “SKILL LEVEL luﬁ (5-H
ARDEST) "3skls BORDER

& IF skl<1 OR sk1>5 THEN BEE

P .1,1: GO TO S
10 B0 SUB 1000

REM initialise

20 BO SUB 2000:
40 REM mainloop
SO LET »= INT (
&0 FOR n=6 TO x
70 FRINT AT sc,sl3" BB *
80 GO SUB 00

REM screen

RND #8)+7

90 PRINT AT S5,5; e
RINT AT 5,5;" "

100 PRINT AT 4,n; P
RINT AT 4,n—13% “

110 NEXT n

120 FOR n=4 TO 18

125 PRINT AT sc,sl+5;" *

130 PRINT
RINT AT n-1,

150 GO SUB 900

155 PRINT AT sc,sl

160 IF x=sl+1 AND

GO TO 300

180 NEXT n

190 GO TO 400
300 LET a= INT

( RND #10)+8

460 PRINT
PRINT AT 1

470 FOR
480 PRINT

PRINT AT 12,x-1;

490 NEXT x

491 LET sa=sa-1

495 LET jam=jam+1

500 PRINT AT 12,x=13" ":
AT 13,x; INK 2;"E"

S0S FOR b=15 TO {7

S06 PRINT AT b,20

507 NEXT b

S10 IF jam=10 THEN

FRINT

B0 TO 700

520 BO TO 40

600 PRINT HARD LUCK TR
¥ AGAIN! TO 200: NEXT
yr 60 TO

700 FRINT AT 8,223 INK 53"

710 PRINT AT 9,22; INK Sg"

720 PRINT AT 11,22; PAPER 73"
730 FRINT 12,22; PAPER 73"

SANDWICH

740 PRINT AT 13,22; PAPER 2;

750 LET skl=skl+l: IF skl=& THE
N PRINT AT 11,46;"YOU'RE TOO GO

305 FOR x=skl+8 TO 18 OD"; AT 12,6;" AT THIS BAME": O INK 23 3%
310 GO SUB 700 TO 760 3005 PRINT AT 6,0%

320 PRINT AT sc,sl;" @ABB " 751 PRINT AT 4,6; "HAPPY EATING 3010 PRINT AT 8,0;

325 PRINT AT sc-1,8l3 INK 23" " "THE SKILL LEVEL NOW BETS HIGH SING THE KEY'S (S)%(8)
E Y ER": FOR z=-15 T0O 39: DEEP .02,z UST CATCH THE JAM S0 AS TO

330 PRINT AT x,a; INK 1;"F": P : NEXT z: PAUSE O FILL YDUR SANDWICH.
RINT AT x—1,a;" 755 PRINT "PRESS ANY KEY": PAUS BUT BEWARE® "% THE JAM SNATC
335 PRINT AT 18,a;" * E 0: 6D TO 7 HERS ARE ABOUT."

340 IF sl=17 THEN PRINT AT x, 7460 STOP 3015 PRINT AT 15,0; INK 7;i%
a;" ": B0 TO 400 900 LET sl=sl+( INKEY$ ="8")-( 3016 PAUSE 6001 CLS

345 IF sl+l=a AND sc=x OR sl+2= PRI 3020 RETURN

& AND sc=x DR sl+3=a AND sc=x TH Lt 171 3030 GO TO 5080
EN GO TO 600 4000 FOR f= USR "a" TO USR "f"+
350 NEXT x PAUSE 7: READ a:r POKE f,a: NEXT +

360 GO TO 300 5000 DATA 255,127,63,30,0,0,0,0
400 PRINT AT 17,173 "y AT 950 RETURN

16,18;" * 1010 LET jam=0 5010 DATA 255,255,0,0,0,0,0,0
410 PRINT AT 15,20; INK 2;"E" 1020 LET s1=171 LET sc=17 5030 DATA 1,3,7,15,15,15,15,7

1030 LET sa=30 5040 DATA 3,3,3,3,3,3,3,3

420 PRINT AT 15,20 1040 CLS : PAPER S: CLS : BORDER 5050 REM jam

430 PRINT AT 16,20 3 5060 DATA 24,24,60,40,126,126,25
440 PRINT AT 17,20;"D’ 1050 RETURN 5,255

445 BEEP .01,20 2000 REM screen set up 5070 DATA 24,50,252,60,82,82,129
450 PRINT AT 14,203 INK 23 "E": 2020 FOR n=6 TO 16 %

PRINT AT 14,20;" " 2030 PRINT INK 23 AT n,0;"(b*ig 5080 RETURN

a8

2040 NEXT n

2045 PRINT AT 18,25; INK 2; PAP

ER 4;"Skill-";jskl; AT 18,

Tan
2046 LET 45—“t10v|g s
2050 PRINT T INK 7368
INK 738

2070 PRINT 14,22; INK 7;f$

2080 PRINT AT 15,223 INK 7;+4%

2090 PRINT AT 10,1; INK 7; FAPE

R 03 "JAM"

3000 PRINT AT 0,03 INK 7;i%: PR

INT AT 1,0; INK 2; INVERSE 1;°
JAM  SANDWICH

PRINT AT 2,03 INK 73i%

3001 PRINT AT 19,0; INK 7;3%: F

RINT AT 20,03 INK 235 INVERSE 1;

¥ JAM  SANDWICH

PRINT AT 21,0; INK 7;3i%

3002 RETURN

3003 LET j¥="(32%igB)"

3004 PRINT INK 233%: PRINT INV

ERSE 13 INK 73" JAM SAN

DWICH FRINT INK 2;j
#£: PRINT AT 19,0; INK 2;j%: PRI
NT INVERSE 1; INK 7;"

JAM SANDWICH PRINT
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BALL moves from left to right
at the bottom of the screen.
When it is in position press the
key relating to the direction in which
you wish the ball to be bowled. It is
then released and you receive points
according to the number on the pins
which you hit.
Ten Pin Bowling was written for
the 16K ZX-81 by Stephen Tait, aged
12, of Washington, Tyne and Wear.

LET Y=¥-2
IF_INKEY
GOTO_260
Fo r
5
s
) 5
E
g
3
1 S
=]
EN GOTO 1
29
13 TO 8 STEP -1
13 Eovs @Y RT FLY Ag
14 N HEYE THEN @
is EN LET YaY+2 FRINT AT 1@,@; "THi
18 S " A% £
ig PRINT "WITH A SCORE
13 PRINT AT Q; TFRi
1
18
19
i3
19.
15
20
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1@ PRINT AT 12.S5;"ANOTHER GRME 2 PRINT AT
14 o A
4 GOTO 1320 )
N CLS 2]
A
A
)
A
)
)
=)
A
AT
AT
430
5 g0
=1

1

1

1

15

15 AT 8,1
15 AT 1.12
15, BT 2.12;
18! BT 5.7
1% AT 6.6
18! A s
15 | £
18 AT 3.5
15 T AT 19,
18 BT 6,7
18 AT 8.8,
18! AT 16,
16 1
18:

18

15

1

1

1

1

]

THEN GOTO 1710
AT 0. ENPI
AT _THE BOTTOM OF Tl
A _BALL_WHICH IS M
Q THE LEFT
ITION VO

S _ON_THE
FOINTS YO

ODGE the holes leading to the
worker bees and try to catch the
dopey drone. Collect honey as
you pursue the drone as this will give
you extra points.
Honey Man was written for the 16K
ZX-81 by Simon Huggins, aged 12, of
Southfields, Northants.
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DEUS EX MACHINA 48K Spec. Kempston
Joystick & ZX Interface 2 compatible. The
unique new era of entertainment, starring

Ian Dury, Jon Pertwee, Frankie Howerd and
you, in an animated televised fantasy,
synchronised to an incredible stereo sound-
track. There is nothing like it in this world.

PIMANIA 48K Spec. The Cult Adventure
that's for real! Could you be the lucky
winner of ‘The Golden Sundial of Pi'? Many
have tried and failed. Voted program of
1983 by the Computer Trade Association
{Joint winner).

% PIROMANIA 48K Spec. M/C Arcade Style,
Kempston Joystick & ZX Interface 2
compatible. Strike a light! Fire your imagin-
ation. That bright spark of a Piman is
flaming well out to make the residents of
Automata Towers the toast of the town!
Can you help Walter Hose dampen the
Piman's extinguished career and help the
inmates give up smoking?

DARTZ 48K Spec. Family fun. This
‘arrowing version of your local’s favourite
game! Includes true life scoring with ‘The
more you play the more you drink, the
worse your game becomes’ rule!

PI-EYED 48K Spec. M/C Arcade Style
Kempston Joystick compatible. The Piman’s
hit the bottle! Can you help him negotiate
the traffic and drink the town dry?

YAKZEE 48K Spec. and Dragon. Family
fun. An oriental game of luck and skill for
1 to 4 players, playing between 1 to 4
rounds. Each tape comes with both the
Dragon and the 48K Spectrum versions
along with a simple to follow guide on how
to play YAKZEE.

YAKZEE

NEW WHEELS JOHN? 48K Spec. Family fun. Would you buy a used
motor from this man? Dare you clock an old banger? Have you ever
wondered what it's like to run your own second-hand car lot? Wheel
leave the rust to you!

— AUTOMATA U.K.—

The Piman’s Software House

CRUSOE 48K Spec. M/C Graphic & Text
Adventure. Shipwrecked and stranded, on
we remote island, with nothing save a bottle
of Granny's patent elixyr, an empty stomach,
ye shorts that he stands up in . . and thou.
Ye adventure is only just beginning. Can you
help him escape ye island’s perils?

PI-IN'ERE 48K Spec. M/C Arcade Style.
Kempston Joystck & ZX Interface 2
compatible. 61 screens of action as Burt
searches for the elusive bug inside 8
computer, while keeping out of the reaches
of the minor menaces. The program includes
Hi-Score, Save and Load facility as well as LT
Replay from last position feature & R

OLYMPIMANIA 48K Spec. M/C Arcade
Style. Currah Micro Speech & Kempston
Joystick compatible..For all those who just
can't get enough of the Olympics, the Piman
stages his own just for you! Yes he's going for

gold in the craziest events you've ever seen! 2= T EEY\.
Can you set new world records in the

Speepichase, Alpi Ski-ing, Pitathion, Pi-Jump, M=l I e

or even the Butterpi? The Piland International OLYMPIMANIA
Anthem on the flip side.

PI-BALLED 48K Spec. M/C Arcade Style.
Currah Microspeech & Kempston Joystick
compsatible. Bouncy, bouncy, this fast action
game will let you have a ball! Starring The
Balls Brothers, Sid the Snake, Jas'n’Col, and
your friend and ours The Piman.

MORRIS MEETS THE BIKERS
16/48K Spec. M/C Arcade Style. Kempston
Joystick compatible. Morris finds himself
abandoned in a multi-storey car park. Help
him gather the 10 coins per screen to pay his
way out, while avoiding the kamikaze bikers.

GO TO JAIL 48K Spec.

Family fun. A computer property trading
game for up to 5 players. Your computer not
only acts as a2 banker, but can also take on the
roll of a ruthless player, buying, selling and
trading its own property.

[T

ot Einen 1o vTREFL ||

GO TO JAIL

BACKCHAT CBM64 Speech Synthesiser. Automata’s speech synthesiser
comes complete with easy to use Programming Manual and Software cassette
containing both BASIC & M/Code programs, so you can now add speech
to all your home grown games using BACKCHAT s allophene vocabulary.

ORDER COUPON

CRUSOE ........ 48K Spec £6[ | DEUSEX MACHINA .......... 48K Spec £15 ] PIMANIA .......... 48K Spec £10[_]
PILEYED ...... .. 48K Spec £6[ ] GOTOJAIL......cuuennnnnn. 48K Spec £6(] OLYMPIMANIA..... 48K Spec £6
PIROMANIA ... 48K Spec £6[ | PI-BALLED ........ 48K Spec £6[]
PI-IN'ERE....... 48K Spec £6]_| MORRIS MEETS THE BIKERS .. AnySpec £6[ ] DARTZ ........... 48K Spec £5[ |
YAKZEE . . Dragon/48K Spec £5( | T-SHIRTS State Size ... Price £5[ | NEW WHEELS JOHN? 48K Spec £5[ |
‘BACKCHAT’ Speech Synth. CBM64 with Software & Programming Book .. .. .... £25_| Piman's Sterea L.P. Cassette ... £3[ |
PIMANIACS CLUB for 20% off all products, PI-Monthly Magazine. Annual Subscription U.K. £6[ ]  Overseas £7[ ]

I enclose the right money, or debit my ACCESS/VISA Card. My Card number s ...........ccccouoceneuiesiieioreiieesiiinin o

Card holders signature ..........cc..ccernn. Card holders name .My name.

My address ...........iivvnniins

NO EXTRAS! A/l our prices include VAT and Postage & Package. 24 hr.—CREDIT CARD HOT LINE (0705) 735242.

cennne s POSECOTRL. ...

Send your order and payment to: AUTOMATA U.K. LTD. 27 HIGHLAND ROAD, PORTSMOUTH, HANTS. PO4 9DA, ENGLAND.

T
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CONCENTRAT

ATCH the symbols, taking as

few turns as possible. There

are fifteen pairs of graphics

hidden in the grid. The squares in the

grid are numbered one to thirty so, to

choose two squares, simply enter their

g numbers. When you have matched all

& the pairs you are told how many turns
i you took.

Concentration was written for the

-—-""T,J 16K Spectrum by Stephen McLeod,
Wi

aged 13, of Morpeth, Northumberland.

iy

ON

1 BORDER &: FPAPER 7: INK O: B
RIGHT 1: OVER 0O: INVERSE 0: FLAS
H 01 CLS LET TRIES=0: LET SC=0

2 DIM B(2)

5 BO SUE 9000

10 LET A$="AABBCCDDEEFFGEHHITJ
JKKLLMMNNDD"

20 B0 SUB 1000

30 B0 SUB 2000

40 60 SUB 3000
1000 LET B$=""
1010 FOR C= LEN A% TOD 1 STEP -1
1020 LET N= INT ( RND #C)+i
1030 LET B$=B$+Af (N)
1040 LET A$=A$( TO N-1)+AS(N+1 T

1050 NEXT C
1060 RETURN

2000 FOR N=60 TO 180 STEF 24
2010 FOR M=20 TO 148 STEP 32
2020 PLOT N,M

2030 DRAW 0,16: DRAW 16,01 DRAW
0,~16: DRAW -16,0
2080 NEXT M: NEXT N
2050 FOR N=2 TO 18 STEP 4: FOR M
TD 23 STEP 3
PRINT AT N, 2l
NEXT M: NEXT N
RETURN
FOR N=1 TOD 2
INPUT "ENTER BUESS "iE(N)

IF B(MI<1 OR B(N)>30 OR BN

3020 PRINT AT A(BINY, 1) A(BIN),
2); CHRE (79+ CODE BE(H(N))): LE
T AB(ND,3)=1

3030 NEXT N

3040 1F B (B(1))=B%(B(2))
G0 TD 3100
3050 BEEP .5,01
040 FOR N=1 TO 2:
(ND 410, ACBIN ,2) 5 "2 2
,3)=0: NEXT N

3065 LET TRIES=TRIES+1:
T 0,12;"TRIES “;TRIES
3070 GO TO 3000
3100 FOR N=1 TO 4:

THEN
BEEF .5,-20
PRINT AT A(E
LET ACBIN)

PRINT A

BEEP .01,0: B

EEP .01,20: BEEP .2,30: BEEP .01
,5: BEEP .01,0: NEXT N

3110 LET SC=SC+1: LF SC=13 THEN
B0 TO 4000

3120 GO TO 3000

4000 FOR N=40 TO O STEP —1: BEEP
BEEP .5,-1

5

.01,N: NEXT N:
4010 PRINT AT
"3 TRIES; " TRIES
4020 PRINT #1;
ANDTHER GAME. .

T TOOK YOU

PRESS °‘ENTER® FOR

4030 IF INKEY$®# <> CHR# 13 THE
N GO TO 4030

4040 RUN

000 FOR N= USR “A" TO USR “"D"+
7: READ A: POKE N,A: NEXT N

9010 DATA 0,8,28,42,127,42,28,8
020 DATA B,26,62,127,127,62,8,6

9040 DATA B,28,8,54,127,107,8,28
9050 DATA B,24,56&,120,8,255,124,
9060 DATA 24,24,126,126,24,24,24

9070 DATA 0,0,45,165,191,160,64,

9080 DATA ©,56,16,215,148,214,84
4199
9090 DATA 129,90,36,90,790,36,70,
129

9100 DATA ©,18,72,72,127,9,9,56

9110 DATA 8,28,562,28,562,127,8,28

9120 DATA 28,28,10,62,40,28,20,5
a
9130
9140 DATA
238,238
150 DATA

DATA 62,8,8,8,62,62,28,8
14,58,126,254,254

1254,

9170 FOR N=1 TO 30: LET Z=I+(4 A
ND (M=1 OR N=7 OR N=13 OR N=19 O
¥ N=25)): READ A(N,1),AIN,2)
%175 IF N=6 DR N=12 OR N=18 OR N
=24 THEN RESTDRE 9190

9180 LET A(N,3)=0: NEXT N

S190 DATA Z,8,2,11,7,14,7,17,2,2

INT B(N) THEN GO TO 3002 2 0,2,23
IF A(B(N),3) <> O THEN BEE 030 DATA 0,54,127,127,127,462,28 200 RETURN
P 1,0: B0 TO 3002 .8 9999 RUN
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minister of a colony on Mars.

ARTIAN Dome is a simula-
tion program in which you
play the part of the prime
Your

gen and undertaking repairs to the
dome. The only way to make money for
food and oxygen is to sell your sculp-

needs two more oxygen points for each
sculprure produced.

Martian Dome was written for the
16K ZX-81 by Colin Walsham of Leigh

tasks include paying for food and oxy- tures to other domes. Each sculptor on Sea, Essex.
GOSUB 458 BRINT AT 21,0;"HOW MUCH FOD
CLS C oo YO
485 LREETRR TO 20
138 B ELonEEe anroonsHon THEN PRI 1156;"YOU RAN OUT
GOT: FOOD”
000 +AMEO0D 229 PRINT AT 11,5; " NENSEETEGIGEN
ON- (FOODCOST #AMFOO
] NEXT A
&,0;"CASH IN TRERS NT AT 0,0; "YOU LASTED
YEAR
10,9; "FOOD LEFT=";
21,0; o 2
= 2 T 11,5;"YOU RAN OUT
) 21,8, 1O MANY SCU
T ? AT 11,5 " SRR
o RTOX)
& @,@; "¥OU HELD OuUT
; 0% VEARS
6,
0, 10; " MEERREHNED

< P

SEN 03 ¥0U

419 INPUT

423 Ir RHJX*D\LODT JMON THEN GOT
z

4z

43 XCOS

33 2,9 Dx#uEN _EFT'

i FR &,@; "CASH IN TRERS
RY $°, MON 3

440 PRINT AT 21,0,

QXCOST=0XCOST +1
% aLEI FDDOLDST- O00CCOST+INT (
s
FOR_A=0 TO 102
MNEXT R
. GOTO 200
1001 FOR A=2 TO 20
é pﬂlm AT 11,5;"YOU RAN OUT

AT 11, 5; " ST

1920 PRINT At 9,0

"YOU SURUIVED
YERI YERRS

L
RES
OXYEEN
ARE HA|
AT g

&
S0S8 FRIN

Seg9 PAUSE 4E4

48
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3@ PRINT AT 15.5:B%

4@ FOR F=16 T 20
II;B PRINT AT F,8; "I I";AT F,22;"

53 NEX

79 PR

2@ L

20 L

35 L

190 F

195 B

118 P

122 I

2000

132

1S@

152

155
29

15@ (0TD 119
1009 IF A>21 THEM RETURN
12@1 GDEUB 182
1819 FRINT AT I D
1020 PRINT
1240

GOTO
SAVE
CLS
RUN

7 2

7

«4@4@\&,’.

and are continually slipping on\
an oily platform. There are sev- #
- eral holes which you will have to jump
¢ in order to avoid falling. See how long
=% you can survive.
0il Rig was written for the 16K ZX-
81 by Paul Greathead, aged 14, of
Bishop Auckland, Co. Durham.

~
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B U U For use an
SPECTRUM

PER-LEAG E
Acclaimed the best football simulation game. ...

"...after using it for several days I had to

urite and congratulate you
on 8 really exsellent progras,”

= A.M. (Middlesex)
"Ine program is addictive.last night I spent from 11.00a,m, to 11.30p.m,

taking Lesds to win the champlonship by 1 point.” = I,B, (Shropshire)
"I must congratulate you on an outstanding game th every penny,
Thank you." - 8.5, (Binex)

™y son and grandson in Australia aro delighted...a g
nave stopped playing it.Mhanks for a grent game,”

neithor of them
4 x)

"I thought I should write because of your excellent game."=Mr.MeD.(W.Mida)

Note the following true-to-life features....

o0

l ® — Full11-2side y shawing current

score,
2] time played

®— Scale 80-minute game

®— Individual player skills

@— Full 22-team League

®— 42-match seasan

® — League table and
resultson screen
and printer

@ — Save seasonto
dateoatape

P ——
SICCIROTNESLICECRTILE

[ ey

£6.50 e | Also f6rm any esgue
(inc.p.&p.) 8 __Everten 1 of 22 teams and pick

our own players!
direct from s z i

CROSS SOFTWARE (p) 15085(
72 Swanshope,
Burney Drive,
Loughten, Essex, IG10 2NB

Also available from selected
stores in the London area

(including VIRGIN GAMES

CENTRE, Oxford StreetW.1

GO ON A SHOPPING SPREE FOR ALL THE NEW

SPECTRUM AND QL GOODIES
The @hﬁgm

MlCROFAm

TWO FANTASTIC DAYS

17th and 18th NOVEMBER 1984
AT ALEXANDRA PALACE,
WO0OD GREEN, LONDON N22.
ADMISSION ONLY £1.50(Adults) £1.00(Kids)

Come along on Saturday or Sunday 17th and 18th November ta
the Show that shows you everything for Sinclair Computer
enthusiasts!
Why spend weeks looking for Christmas
presents . .. one day at the Christmas
ZX MICROFAIR will take
care of everything!
And you'll have a fantastic day out . . .
meeting friendly people. . .

ALEXANDRA PALACE,
'WOOD GREEN, LONDON N22

having fun . . . full of Christmas cheer! SATURDAY AND SUNDAY
= - i 18th NOY IBER 1984
Send now for reduced price advance tickets —Saturday 10.00am to 6.00pm

day  10.00am to 5.00pm

— and don't forget to note the date!

rEEND FOR REDUCED PRICE ADVANCE

| TICKETS NOW AND BE FIRST IN THE QUEUE!
Post to: Mike Johnston, ZX MICROFAIR, Dept SP, 71 Park Lane,
Tottenham, London N17 OHG. Tel: 01-801 9172.

Please send me ADVANCE TICKETS for the Special Christmas
ZX MICROFAIR.

I
I
I
I
| require the following:— ..o Adult tickets @ £1.25. I
i
|
I
|

... Children's tickets @ £0.80p

for Saturday Sunday ( Delete as applicable )

I | enclose cheque|P0. made payable to ZX MICROFAIR for the full
amount (please include cheque card number on the back of cheques)
and | also enclose a STAMPED SELF-ADDRESSED ENVELOPE for
return post.
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HEARD ABOUT THE COMPUTER

MEG

It's out now. The November issue of
Big K including: STRONTIUM DOG and
THE FALL GUY (exciting new games),
VIDEO DISEASES (how to cure them),

SID THE COMMODORE SOUNDCHIP
(how he doesit), PLUS a host of games programs
for ORIC, ELECTRON, SPECTRUM,
COMMODORE 64, and BBC.

GET YOURMITTONTHE COMPUTER
MEGA-MAG FOR JUST 85 PENCE.

There’s only one Big K.
A computer mega-mag that gives
it to you straight. Nofrills. No waffle.
No blurb. No unnecessary rubbish. Just
the facts, straight, humorous, critical.
Take this month for example.
Bursting with news, reviews,
featuresand programs.
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ELP Percy to collect the lumps
of coal from the mine using the
transporters to jump to the
next level where necessary. The bats
and ghosts which haunt the mine
should be avoided as they will impede
your progress. Once all the coal has
been collected, make your way to the
top of the mine and begin again. Use Q
and W rto move left and right and
SPACE to jump.
Coal Collector was written for the
48K Spectrum by Craig Cole of Hull.

2 CLS
10 FOR a=0 TO 7: READ s:
USR "a"+a,s: NEXT a
15 DATA 255,170,255,40,66,129,
129,129
20 FOR a=0 TO 7: READ st
USR "b"+a,s: NEXT a
25 DATA 255,129,129,231,231,10
2,356,860
30 FOR a=0 TO 7: READ s: FOKE
USR "c"+a,s: NEXT a
35 DATA 86,170,86,170,86,170,8
6,170
40 FOR a=0 TO 7: READ =
USR “d"+a,st NEXT a
45 DATA 0,16,16,144,144,145,14
6,146
S0 FOR a=0 TO 7¢ READ st
USR "e"+a,s: NEXT a
SS DATA 24,62,127,255,255,126,
62,12
40 FOR a=0 TO 7: READ s: POKE

FOKE

FOKE

POKE

POKE

USR "f"+a,s: NEXT a
&5 DATA BS,255,85,255,85,255,8
5,255
70 FOR a=0 TD 7: READ s:
USR “g"+a,s: NEXT a
75 DATA 128,132,140,159,191,15
9,140,132
B0 FOR a=0 TO 7: READ st
USR "h"+a,s: NEXT a
B85 DATA 0,0,0,248,248,248,0,0

POKE

POKE

%0 FOR a=0 TO 7: READ s:
USR "i"+a,s: NEXT a

95 DATA 128,128,159,159,159,12
8,128,128

100 FOR a=0 TO 7: READ s:
USR "j“+a,s: NEXT a

105 DATA 32,48,248,252,248,48,3

POKE

POKE

110 FOR a=0 TO 7: READ s: POKE
USR "k"+a,s: NEXT a

115 DATA 2,2,3,125,31,15,4,5
120 FOR a=0 TD 7: READ s: POKE
USR “1"+a,s: NEXT a

125 DATA 64,64,192,190,248,240,
96,160

130 FOR a=0 TO 7: READ s:
USR “m"+a,s: NEXT a

135 DATA 192,224,176,184,248,24
8,216,236

140 FOR a=0 TD 7: READ s:
USR "n*+a,s: NEXT a

145 DATA 3,7,13,29,31,31,27,25
146 FOR a=0 TO 7: POKE
USR “u"+a,s: NEXT a

147 DATA 126,118,247,251,60,56,
56,56

FOKE

POKE

=0 TO 7: READ s:
“attayss NEXT &
DATA 0,60,126,102,254,14,12

FOKE

160 FOR a=0 TO 7: READ s: POKE
USR "p"+a,s: MEXT a
165 DATA 126,118,247,251,60,119

199,231
170 FOR a=0 TO 7: READ s: POKE
USR "g"+a,s: NEXT a
}S DATA 126,110,232,22%, 60,110
R a=0 10 7: READ s: POKE

USR "r“+a,s: NEXT a
185 DATA 0,60,126,102,127,112,6

T0O 7: READ =1
NEXT a
195 DATA 126,118,239,223, 40,118

POKE

190 FOR a=0

10 7: READ s: POKE

1102, 119
LEY

LET

bat

301 LET number=0

3 LET ghost 1=&:

LET ghost 2=

306 LET
LET coal
coal 5=03
1

coal 1=0: LET coal
5=0: LET coal 4=0
LET coal 6=0: LET coa

8 LET level=19: LET ac
310 LET h# LET 1%

s5=0

499 PLOT 0,8: DRAW 0,1&0:

248,0: DRAW 0,-160
500 FOR
a3 INK 23"A
510 PRINT AT 11,07 INK
AAAA fA A"

AARARAAA
e

AT 15,4; INK
INK 15 "AARAR";

530 PRINT

AT 21,0; "AARAA"; TNK
2;"B"; INK 03"A BAARAARRARA"
: INK 2;"B";"

NK 03 "ARA"

535 PRINT AT 20,18; INK 0;"D"

536 PRINT AT 21,7; INK 0;"DDDD
DD:!

37 PRINT AT 21,23;"DDDD"
“S540 PRINT AT 18,15; INK
: PRINT AT 19,153 INK 1
RINT AT

13
3“CC": P
20,15; IMK 13"CCY

542 PRINT AT 1,03 INK 3;
EEEEF": PRINT AT 2,05 INK 3;"FF
EFEFEFFF": PRINT AT 3,0; INK 2
"BH"; INK 3;"FFFFFFFE"

545 PRINT AT 1,105 INVERSE 1;"
PERCY AND"

544 PRINT AT 2,10; INVERSE

THE et

547 PRINT AT 3,10; INVERSE 13"
PICKETTS"

560 PRINT AT 3, INK 2

565 PRINT AT 18 INK

52
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$70 PRINT AT 10,03
PRINT AT 10,18; INK O;
T AT 10,30; INK O3"E"

575 PRINT AT 15,4; INK 0;“E'
PRINT AT 15,27; INK O;"E"

580 PRINT AT 20,17; INK Of
PRINT AT 20,30; INK O;"E"

400 PRINT AT 10,bat 1; INK 23"
KL"t PRINT AT 10,ghost 13 INK 1

TN
£01 IF level=19 AND across=bat
I THEN BO TO 900

402 PRINT AT 15;bat 2
PRINT AT 15,ghost 2;

INK 05"
INK 2

K

M

403 IF level=14 AND across=bat
2 THEN B0 TO 900
604 PRINT AT 20,bat 3; INK 13"

Lo
&05 IF level=14 AND across=ghos
t 2 THEN GD TO 00
b06 PRINT AT 1,213"LIVES “3liv

es
607 IF level=9 AND across=ghost
1 THEN GO TO 900

608 PRINT AT 3,21;"SCORE ";sco
re

&09 IF lavel=% AND across=bat 1
THEN GO TO 00

410 FOR a=0 TD 20: NEXT a

612 PRINT AT 10,bat 1; INK 23"

AT 10,ghost 13 INK 1

FRINT

620 PRINT AT 20,bat 5; INK 13" 734 IF across=28 THEN GO TO 92
" o
623 LET bat 1=bat 1-1: LET bat 736 IF across=4 AND coal 3=0 TH
2=bat 2-1: LET bat 3=bat 3-1 EN LET coal 3 GO TO 960
425 LET ghost l=ghost 1+1: LET 738 IF across=27 AND coal 4=0 T
ghost 2=ghost 2+1 HEN LET coal 4=1: GO TO 960
630 IF bat 1=20 THEN LET bat 1 739 GO TO &00
=28 740 1F across=0 THEN GO TD 745
632 IF bat 2=16 THEN LET bat 2 e
=25 .
745 CLS : FRINT AT 4,10;"%#xex
434 IF bat S=18 THEN VLET BEECRE o e e o D
=28 c ONE*": PRINT AT é,10
:3? ;F ghost 1=16 THEM LET gho  yyu. pRINT AT 7,10; "ssssssxsrrs
st 1= H

&38 IF ghost 2=13 THEN LET ghao
st 2=5

439 GO SUB &50
4640 GO TO 600
450 PRINT AT level ,across;jh$:

PRINT AT level +1,across;l$
460 IF  INKEY# ="w" THEN GO TO
&B0O
&70 IF INKEY$ ="q" THEN B8O TD
700
&75 IF INKEY# =" " THEN GO SuU

B 940
&78 IF INKEY$ ="" THEN GO TO

&7%9
679 RETURN

680 IF across=30 AND level=1%9 T
HEN GO TO &BS

681 IF across=30 AND level=% TH
EN GO TO &85

482 IF across=30 AND level=4 TH
EN GO TO &85

&83 PRINT AT level ,across;” “:
PRINT AT level+l,across;" "

484 LET across=across+1: PRINT
AT level,across; "R": PRINT AT
level+l,across; “T": LET h#="R":

LET 1 FOR 0 TO B: NEXT a
&85 60 TOD 706

700 IF across=17 AND level=1%9 T
HEN GO TO 7046
701 IF across=0
N GD TO 7046
702 IF acrass=0 AND level=19 TH

EN GO TO 706

AND level=% THE

703 FRINT AT level,across:” "z
PRINT AT level+l,across;" “

705 LET across=across—1: PRINT
AT level ,across;"0": PRINT AT
level+l,across;"F"s LET h#="0":

LET L FOR 2=0 T0 B: NEXT a

706 IF level=19 THEN BD TO 710

707 IF level=14 THEN GO TO 730
708 IF level=% THEN GO TO 720

709 IF level=4 THEN GO TO 740

710 IF across=7 DR across=23 TH

711 IF across=hat 3 THEN GO TO
900

712 IF across=26 THEN GO TO 90
o

714 IF across=17 AND coal 1=0 T
HEN LET coal 1=1: GO TD 960
714 IF across=3C AND coal 2=0 T
HEN LET coal 2=1: GO TO 940
719 B0 TO 400

720 IF across=B OR across=12 TH

EN GO TD 920
721 IF across=hat 1 OR across=g

host 1 THEN GO TO 900

722 1IF across=21 OR across=22 T
HEN GO TO 920

723 IF across=25 THEN GO TO 92

AND coal 5=0 TH

746 PRINT AT 10,0;"BUT YOU NEE
D MORE COAL BECAUSE SOME OF YOU
R FAMILY ARE COMING

THE WEEK"

747 PRINT AT 18,8; INVERSE 1;"
SD GET COLLECTING"

748 FOR a=0 TO 10: BEEP .1,a: B
EEP .1,-a: NEXT a

750 PAUSE O

751 CLS : GO TD 300

900 LET lives=lives-1

901 BEEP .5,-10: BEEP .3,-15

902 PRINT AT 1,213"LIVES "iliv
e 3

504 PRINT AT level,acrass;” ":

FRINT AT level+l,across
90& IF lives=0 THEN GO TO 980

908 LET level=19: LET across=1

910 GO TO 400

§20 PRINT AT level,across;" "

PRINT AT level+l,across; o

S22 LET level=level+3

924 BEEFP .1,-1: PRINT AT level

,across;hs: FRINT AT level+l,ac
F"U": FOR a=0 TO 15: NEXT a

raoss; :

526 PRINT AT level,across;
PRINT AT level+l,acrass;"
927 LET level=level+2

928 BEEP .1,-2: PRINT AT level
,across;h$: PRINT AT level+l,ac
ross; "U"

929 BEEP .1,-3: BO TO &00

940 IF across=5 AND level=19 TH
EN B0 TO 951

242 IF across=22 AND level=19 T
HEN GO TO 951

943 IF across=27 AND level=% AN
D pumber=7 THEN B0 TO 951

944 IF across=27 AND level=1%9 T
HEN GO TO 951

945 IF across=23 AND level=14 T
HEN B0 TO 951

244 IF across=7 AND level=14 TH
EN B0 TO 951

947 IF across=18 AND level=14 T
HEN BD TD 951

948 IF across=13 AND level=14 T
HEN GO TD 951

949 IF across=26 AND level=14 T
HEN GO TO 951
RETURN
PRINT AT level,across;® *:
a=0 TO B: NEXT a: FRINT AT

951
FOR
level+1,across;"
952 LET level=level-5

955 FOR a=1 TOD 2: BEEP .1,a: NE
XT a: PRINT AT level,acrossjh¥:
NEXT a: PRINT AT level+l,acros

5318
958 RETURN

960 LET score=score+27:
AT 3,21;"SCORE “jscore

PRINT

@61 LET number=rnumber+1
62 60 TO &00
980 CLS : FPRINT AT 10,9; INVER
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613 IF level=19. AND =bat
I+1 THEN G;; St GO TD 960 SE 1;" GAME OVER "
614 IF level=14 AND across=hat coal 6=0 T 982 PRINT AT 19,1; INVERSE 1
2+1 THEN GO TO 60 :gaTﬁy 3 DO YOU WANT ANOTHER GAME (Y/N)"
515 PRINT AT 1§,bat 2; INK 0;"

vy PRINT AT 15 :nst o: g 2 HEN LET coal 7=1: GO TO %60 984 IF INKEYS " THEN BO TO
5 Pk 2 des 729 GD TO 600 88
“b16 IF level=14 AND across=ghos 730 IF across=14 THEN B0 TO 90 986 IF INKEY$ ="n* THEN CLS
t 2+1 THEM GO TD 900 o PRINT AT 10,8; FLASH 1;"G.0.0.
417 IF level=9 AND acrass=ghost 731 IF across=bat 2 OR across=g D BE.Y.E": FOR a=0 TO 8: BEEF .1
1+1 THEN B0 TO 900 host 2 THEN 60 TO 00 a: NEXT a: STOP
618 IF level=9 AND across=hat 1 732 IF across=3 OR across=17 TH 987 GO TO 984
+1 THEN GO TO 900 EN GO TO 920 988 CLS : 60 TO 295
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N
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UIDE your acroplane over en-
emy territory and shoot the fuel
dumps and tanks. Keep an eye

on your fuel gauge because if the supply

runs out or you are shot the game will
end. The game incorporates some good
sound effects and explosion routines.

Air Raid was written for the 48K
Spectrum by Neil Bates, of Coventry,
West Midlands.

G0 SUB
GO SUB 7000
B0 SUB 2070
FOR j=1 TO

G0 SUB 3000

224:

40 IF
B 7500

45 LET

PAFER 43

a4 IF

INKEY# ="0" THEN GO SU

PRINT AT 19,11;

THEN PRINT AT 10,1
0; FLASH 1; INK &; PAFER 23"OUT
OF FUEL": BD SUB 800Q

47 POKE 65107,1

S0 IF b$(238)="L" THEN
BB: LET h=103: GO SUB 7600

55 IF b#(466)="T"

80: GO SUB 7700
&0 IF b¥(463) " THEN
B0: LET h=111: GO SUB 7600

&5 IF b$(242)="T"
GO SUB 7700
IF b#(6B8)

LET g=

LET g=

LET g=

LET

80 IF b$(F13)r="L'
&4: LET h=127: GO SUB 7500

B85 POKE &5107,5

90 NEXT j

100 BO SUB 1990

110 GO TO 35
1000 DATA 0,0,0,0,0,1,7,15,7,7,7
,3,3,0,0,0,0,0,0,193,243,251,253
, 253,255,255, 255, 255, 254,254, 124
,56,0,56,254,255,255, 255,255,255

,255,251,251,253,254,124,0,0,0,0
10,112,248,252,252,252,252,252,2
40,224,0,0,0,0

1010 DATA 0,144,216,254,255,24, 1
6,0,0,128,568,160,80,168,84,170,1
12,5,10,21,42,85,170,128, 64,44,2
8,126,255,255,102,8,34,128,4,32,
2,64,8,126,195,219,195,255,85,17
0,85

1020 DATA 34,28,8,127,73,73,127,
127,15,63,15,15,31,127,255,255,8
,16,32,242,146,154,254,248,192,2
24,193,194,228,248,252,252,685,42
,21,10,5,2,1,0,0,14,254,14,127,2
s5,255,102,85,170,85,170,85,170,
85,170

1030 DATA 33,0,68,30,64,126,1,31
40,9,6,32,203,23,203,22,43,16,25
1,9,35,35,29,32, 236,201

1040 DATA &,3,197,33,15,0,17,0,0
,229,205,181,3,225,17,16,0,157,2
37,90,125,254,255,32,237,193, 16,
230,201 ,0

{0S0 FOR f= USR "a" TO USR “"u"+
7: READ a: POKE f,a: NEXT ¥

1040 CLEAR 64999: FOR f=65000 TO
&5025: READ a: POKE f,a: NEXT +

1070 FOR $#=65100 TD &512%: READ
a: POKE f,ar MEXT §

1080 GO TO 7
1590 DIM a%(5
2000 LET a$(1

|z

KuuuUg
AL

=
z

2010 LET a®(2)=" KULUUUL
uJ L
= T L KULUUUU e
L KUOOUJ KUuuuLg
iL T
oo

CUUUUUUL
L

KuUUTUUUY

uuuug oa
TLN
T MNNN LPR N
2040 LET a®(4)="UUUUULULLUULLLLY
uuud LEUUUI Kuuuuuuuua

TKUDDUDUUUUULUUUDDU000003
L KUDUDDDUDUUDI L KOUDUUOUUY
TRNIE] LPR
KUUUUULI
UUOUUUGLULLY

2050 LET a#(5)="UuuL JuuuLY
ULLLUULULULLT. ML K U0
N KUO00NDUOOULOLOn0 0L
|2 TR N W NN W W W R NN TN JUUULIL
DUUUDDI AAAAAAAAAARAAAAASUULUARAR
ARARY UUUUULLL,
JUUUUUUUUUUAARR

AAARARRAAAAARAKU"
2060 LET b#=af(l)+a¥(2)+a%(3)+a¥
(4)Y+a$(5): DIM a®(1460): RETURN

2070 LET a=7: LET sc=0
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2071 LET u=200

2080 RETURN

13000 LET b$=b%(2 TO 224)+b$ (1)+b
$(226 TO 448)+b$(225)+b$ (450 TO
&672) +b¥ (449)+b% (674 TO BF6)+bs (6
73)+b%(BFB TO 1120)+b%(897)

3005 LET a$=b*®(1 TO 32)+b#¥(225 T
0 25&) +b$ (449 TO 480)+b% (673 TO
704) +b$ (897 TO 928}

300& PRINT AT a,10;" "

3007 RANDOMIZE USR &5000

3010 PRINT AT 10,0;a$

3012 IF SCREEN$ (a,10)="" THEN
GO SUB 8000

3015 IF INKEY# ="7"
=a-1: IF SCREEN$ (a,10)
THEN LET a=a-2

THEN LET a
€y onon

30146 IF INKEY$ ="&" THEN LET a
=a+l: 1IF SCREEN$ (a,10) <> " *
THEN IF a<B THEN LET a=a+2

3020 PRINT AT a,io;"1"

3025 IF a>14 THEN GO TO 8000

3030 RETURN

&000 BEEP .S5,7: BEEP .S,14: BEEP
.25,17: BEEP .25,1&: BEEP .5,14
: BEEP 1,16: BEEP .5,12: BEEP .S

,16: BEEP .25,17: BEEP .25,1é6: B

EEF .5,14: BEEP 1,19
6005 RETURN

4010 BEEP .5,16: BEEP .S5,16: BEE
P .112,14: BEEP .112,12: BEEP .1
12,14: BEEP .112,11: BEEP .5,12:
BEEP .25,14: BEEP .25,16: BEEP
1,7

5015 RETURN

6020 BEEP .5,9: BEEP .25,11: BEE

P .25,14: BEEP .25,12: BEEP .112

,11¢ BEEF .112.9: BEEP .25,7: BE

EP .25,0: BEEP ,5: BEEP .25,7

: BEEP .25,9: BEEP .112,11: BEEP
.112,9: BEEP 1,7

4025 RETURN

7000 PAPER 1: INK 7: BORDER 1: C

Ls
7010 FOR =15 TO 21: PRINT INK
$=-15; AT ¢,0;"{(S2*igl)": NEXT f

7015 PRINT AT 15,03 "UULULLULLUL
UuUUULUUUUBUUUUUUULUY
7020 PRINT AT 17,03 PAPER 2; IN

K SCORE = O HI-SCORE

jhi

7030 PRINT AT 3,10;"ACEG"; AT 4
,10; "BDFH"

7031 PRINT AT 19,03
K 0;" FUEL = 200"
7040 RETURN

7500 FOR w=11 TO 15:

PAPER 4; IN

IF a>? THEN

IF b$(224%(a=10)+w)="K" THEN
RETURM
7510 IF a>? THEN 1IF b$(224%(a-1

0) +w) =/ THEN LET se=sc+2: PRI
NT ": RANDOMIZE USR
&£5100: PRINT ~AT a,w—13" ": LET
bF (((a—10) *224) +w) "z PRINT

AT 17,11; PAPER 23sct LET u=u+14
+ INT ( RND *3): RETURN
7520 IF a»? THEN' IF b¥(224%(a-1
Q) +w)="L" THEN LET sc=sc+i0: PR
INT AT a,w-13"M": RANDOMIZE US
R £5100: PRINT AT a,w-1
T b (((a—10) #224) +w) ="
AT 17,11; PAPER 2jsc:

7525 IF a>3 THEN IF b¥(224%(a-1
0)+W)="T" THEN LET sc=sc+10: PR
INT AT a,w—-1;"M": RANDOMIZE US

R 65100: PRINT AT a,w-1;" ": LE
T b#(((a-10)%224)+w)=" PRINT
AT 17,113 PAPER 2jsc: RETURN
7530 FLOT (weB)+3, ( (21-a) ¥B) +31
DRAW 7,0: NEXT w

7535 PRINT AT a,113" i
7540 RETURN

7400 PLOT INK &3h,q: DRANW INK
&3-(109-g) , (109-g) : RANDOMIZE U
SR 45100

7610 IF ATTR (a,10) <> 15 THEN
B0 TD 8000
7620 PLOT

13- (109-g) , (109-g
S8R &5100: RETURN

INK 1;h,g: DRAW INK
RANDOMIZE U

7700 PLOT INK &;134,g-3: DRAW
INK &;-48,0: RANDOMIZE USR &510
o

7710 IF ATTR (a,10) <> 15 THEN
GO TO 800D

7720 PLOT INK 1;132,g-3: DRAW
IMK 1;-48,0: RANDOMIZE USR &510
0: RETURN

BO00 FOR f=144 TO 1S1: FODKE &510
7,(§-143): FRINT IMK 63 AT a,l10
; OVER 1; CHR$ (f): RANDOMIZE U
SR &5100: NEXT f: FRINT AT a,l0

3"M": RANDOMIZE USR 65100: FRIN
T- AT a,103" *

8010 GD SUB 4000

8020 GO SUB 1990

8030 IF sc>hi THEN B0 SUB 6010:

LET hi=sc: PRINT AT 17,27;hi
8035 PRINT AT 10,03 FLASH 1; IN
K &3 PAPER 2; BRIGHT 1;" PRESS
ANY KEY FOR ANDTHER B0 “: PAUSE

2: PAUSE ©
8040 GO TO 10
9000 PAPER O: BORDER 0: CLS : FR
INT AT 2,8; INK 7;" ATR R

AID -
9010 LET h#=" Buide your plane o
ver the enemyterritory and shoot
as many fueldumps(N) and tanks
as possible. You must keep an ey
& on your fuel guage,for when
your fuel expires or you get
shot then thegame will end.

Controls:

fh =

"7 - DOWN

‘0’ - SHOOT"
2020 PRINT AT 5,0;: INK 7: FOR
f=1 TO LEN h$: PRINT h$(f);: BE
EF .001,40: NEXT #
9030 PRINT AT 19,6; "PRESS ANY K
EY TO PLAY"

035 FPAUSE 0@
040 RETURN

CLsS

HURD

ACE along the track and jump
as many hurdles as possible.
The game ends if you hit a
hurdle or land in the water. Use keys 7
and 8 to play.
Hurdler was written for the 16K
Spectrum by Neil Bartes, aged 15, of
Coventry, W Midlands.

10 GO SUB 2000: GO SUB 8000

1S BORDER 7: PAPER 7: INK O: C
LS : FOR =12 TO 21: PRINT PAPE
R 4; AT £,0;"

“: NEXT £
16 PRINT AT 12,0; INK 4;"UUUU

UUUUUHUUUU LU LUUUUUUUUUL UL

1B FOR t=1 TO 10000

19 FOR r=0 TO LEN b¥

20 LET af=a%(2 TO &)+aF(l)+a¥(
8 TD 12)+a$(7): LET b$=b¥(2Z T0 )
+b% (1)

69 NEXT r
70 NEXT t

100 FOR =1 TO (15-(a/5))/5

110 FOR g=1 TD 101 NEXT g

115 BEEP .00S,40:

120 FRINT AT 9,103"]K"; AT 10,
103"JL": LET b$=b%(2 TO )+b$(1}t
PRINT AT 11,0;b$(1 TO 32)1 NEX

£

T

130 LET a=10: PRINT AT 9,10;"M
AT 10,10;"NP": FOR =0 TO 1S
NEXT f: IF SCREEN$ (11,10) <>
" " THEN GD TO 520

8000 CEGECEDFHFD"

8005 T s T

8005

8010 -
RS

RST RST Q"

BOZ0

9000 DATA Sé,124,124,56,18,18,12
4,144,144,16,24,20,18,226,130,3,
56,124,124,56,16,19,252,144,80,1
&,24,20,34,196,136,4,56,124,124,
56,16,16,252,211,16,16,40,40,36,
40,72,108,56,124,124,56,16,16,56

25 PRINT AT 11,0;b#(1 TO 32 130 PRINT AT 9,103 " AT 10, 90;72,108,%6,128,124,5, 16,
L ,84,50,16,40,24,248,132,
26 IF SCREENS$ (11,100 <> * » S Eo ain o 8010 DATA 0,0,0,0,0,15,16,1,2,7,
32 2 o
THEE BSEPT" S00 505 PRINT AT S5,4;"You hit a ba E;Iaék*’;;‘aa'gfé 238,248, 1.2,
e00 20 rrierc... You Scorea ¥ 34.252,128,48,200,8,5,8,12,0,0,0
30 PRINT AT 10,10;as(1)3 AT 1 2% 3 10,0,0,0,12,131,64,33,30,1,0,0,0
1,10;a8(7) LaceSERINTEE RTS8, SERESS ARG 0,0,0,112,248,248,112,32,192,22
40 FOR =1 TO a*1.S: NEXT f vsfgklﬁ"01:§2v2°”<> S s 3,28.0.0,128, 68,32, 16,12,0
S0 IF INKEY$ ="8" THEN LET a 9020 DATA 3,3,3,1,1,1,1,127,24,2
=a-5 FUBREDO0L, CL 5 R ORE 4,24,8,24,40,75,123,0,0,0,0,0,0,
55 PRINT AT 15,10; PAPER 4;"L 91560 T SLO ) 38,255,0,0,0,0,0,0,74,252,0,255
AP "3t; AT 17,10;"SCORE "jsc 520 PRINT AT 8,1050 " AT 10, 5ol ons dsf 0=5 555 ofs '
3 N i o s 255,255,255, 2 12
&0 IF INKEYS =v7% THEN Gp sy 103"8 "3 AT L1,10; OVER 13"B"* O 5430 Fof ¢='USR "a" TO USR "a"+
B 100 VR ShTe ?gaso- BEEP .00%.f: 1671 READ ar POKE £,a: NEXT #
&5 LET sc=sc+ S e S ROy 9040 RETURN
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HS FARM

ATHS FARM is an edu-
cational game for children
aged between five and nine

years. Several questions are asked and
for each correct answer part of a farm
scene is drawn. If the farm is completed
before the questions finish a short burst
of “Old MacDonald” is played.

Written for the 48K Spectrum by
Stuart Wilson, aged 15, of Bridgnorth,
Shropshire.

0> REM BASIC MATHS By
Stuart Wilson
BORDER 1: FPAFER 1: INK 7: C

1
LS

]

POKE 23541,0: POKE 23458,8

LET a=%600: LET x=
% : LET count=0: LET 203
T F= INT ( RND #12): LET S= INT
¢ RND #12)

100 PRINT AT 0,4;"PRESS ONE OF
THE FOLLOWING "; AT 3,4;"S...SI
GNS":; AT 5,4;"G...GAME"

110 LET K#= INKEY$

115 IF K$="S" THEN GO TO 1000

120 IF K#="6" THEN GO TO 2000

125 60 TO 110
1000 CLS : FOR n=170 TO 185: INK
S: PLOT n,50: DRAW 0,95: NEXT n
: FOR n=90 TO 10S: FLOT 130,n: D
RAW 95,0: NEXT n:
1005 PLOT 185,105: DRAW 25,25: D
RAW 0,40: DRAW —15,0: DRAW —25,-
25: DRAW 15,0: DRAW 25,25: PLOT
225,105: DRAW 25,25: DRAW —40,0:
PLOT 225,90: DRAW 25,25: DRAW O

15

1010 PLOT 130,105: DRAW 25,25: D

RAW 20,0: PLOT 185,50:: DRAW 25,

25: DRAW 0,15

1015 INK 7

1020 LET a$="THIS SIGN IS USED W

HEN YOU ADD NUMBERS TOBETHER HER

E 18 AN EXAMPLE": FOR N=1 TO LE

N A$+33: PRINT AT 18,05 ("
HeAEE

") (N TO N+31): PAUSE 4: NEXT N

1025 PRINT AT 4,13F3" + "38;" =
“E

1030 LET count=0: LET z=120: FOR
m=6 TO 16 STEP 2:

1033 LET F= INT ( RND #12): LET

S= INT ( RND #12)

1035 INPUT "WHAT IS “3(F);" + "3
(833" "je

1040 PRINT AT m 13 (F)3" + ";(S)
1045 IF c=f+s THEN INK 2: PLOT
110,z: DRAW 0,-31 DRAW 5,10t INK
7: LET count=count+1

1050 IF c <> f+s THEM INK 2: BE
EP .S,-2: BEEP .5,-10: PLOT 110,
z: DRAW 5,8: PLOT 115,z: DRAW -5
,8: INK 7

1055 IF count=& THEN GO SUB 900
(<]

1060 LET 2=z-16: NEXT m

1065 PRINT AT 21,0; "ANOTHER GO
(Y/N)": LET K$= INKEY#

1070 IF K#="Y" THEN B0 SUB 9100
: 80 TO 1030

1075 IF K$="N" THEN GO TO 1100
1080 GO TO 1085

1100 INK S: CLS : FOR n=90 TO 10

56

T

SAAZD
Cyhs

-~y \\\\,.“,‘ S

W

M i P \,f A4 w
A
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S: PLOT 130,n: DRAW 95,01 NEXT n
PLOT 225,105: DRAW 25,25: DRAW
-95,0: DRAW -25,-25: PLOT 225,%
0: DRAW 25,25: DRAW 0,15: INK 7

1110 LET a$="THIS SIGN IS USED W
HEN ¥DU TAKE AWAY NUMBERS HERE I
S AN EXAMPLE": FOR N=1 TO LEN A
$433: PRINT AT 18,03 ("

“+AL"

"t

M TO N+31): PAUSE 4: NEXT N
1115 PRINT AT 4,1;"5 - 3 = 2"
1120 LET count=0: LET z=120: FOR
m=& TO 14 STEP 2:
1125 LET F= INT ( RND #12): LET
S= INT ( RND *12)
1127 IF S»F THEN LET S=8<F
1130 INFUT “WHAT IS “j(F);" - "3

s) ic

1140 PRINT AT m,1;¢F);* — “3(S)
"= e

1145 IF c=f-s THEN INK 2: PLOT

110,z: DRAW O,-3: DRAW 5,10: INK
7: LET count=count+i

1150 IF c <> f-s THEN °INK 2: BE
EP .5,-2: BEEP .5,-10: PLOT 110,
z: DRAW 5,8: PLOT 115,z: DRAW -5
,Br INK 7

1155 IF count=6 THEN GO SUB 900

o

1160 LET z=z-1&6: NEXT m

1165 PRINT AT 21,0; "ANOTHER GO
(¥/N) “: LET K$= INKEYS¥

1170 IF K$="Y" THEN GO SUB 9100
: GO TO 112
1175 IF K$=
B 1200
1180 B0 TO 1165

1200 FOR n=130 TO 145: PLOT n,50
: DRAW 95,95: NEXT n: FOR n=240
TO 225 STEP -1: PLOT n,50: DRAW
=95,95: NEXT n

1220 LET a$="THIS SIGN IS USED W
HEN YOU MULTIPLY NUMBERS TOBETHE
R HERE IS AN EXAMPLE": FOR N=1 T
0 LEN A#+33: PRINT AT 18,0;("

* THEN CLS : G0 SuU

+A%+"

"y (N TO N+31): PAUSE 4: NEX
T N
1225 PRINT AT 4,13"5 x 2 = 10"
1230 LET count=0: LET z=120: FOR

m=& TO 1& STEP 2z
1233 LET F= INT ( RND #5)+1: LET
8= INT ( RND *3)+1

1235 INPUT “WHAT IS “;(F);" x "3
{5y iy
1240 PRINT AT m,1;(F)§" x "3(5)

& m g
1245 IF .c=f#s THEN INK 2: PLOT
110,z: DRAW O,-3: DRAW 5,102 INK
7: LET count=count+i

1250 IF € <> #%s THEN INK 2: BE

EP .S5,—2: BEEP .5,-10: PLOT 110,

2: DRAW 5,8: PLOT 115,z: DRAW -5
.8t INK 7

1255 IF count=6 THEN GO SUB 900

o

1260 LET z=z-1é6: NEXT m

1265 PRINT AT 21,0; "ANOTHER GO
(Y/N)"z LET K$= INKEY®

1270 IF K$="Y" THEN B0 SUB 7100
: B0 TO 1230

1275 1F K$=

M" THEN CLS : GO TO
1280 6O TO 1265

1999 STOP

2000 CLS : INK 7: PRINT AT 10,2
EE HOW MANY QUESTIONS YOU CAN

“; AT 12,2; "ANSWER IF YOU BET O
NE RIGHT"; AT 14,63;" WATCH THE F
ARM BUILD UP"

2010 LET count=0: LET z=120: FOR
m=1 &

015 LET F= INT ( RND %12): LET
S= INT ( RND #12)

2020

INFUT "WHAT 1S ";(F)z" + "3
Sy = 3¢ \

2030 IF C=F+S THEN GO SUB A: LE
T A=A+20:z

2035 IF C <> F+S THEN BEEP .5,-

2: BEEP .5,-10

2040 NEXT m

2050 B0 SUB 9400: PAUSE O: G0 TO
1

9000 RESTORE 9010: FOR N=1 TO @:
READ A,B: BEEP A,B: NEXT N

9010 DATA .125,3,.125,5,.125,7,.

75,7,.125,8,.125,8,.125,7,.25,5

9020 PLOT 150,4%: DRAW 0,-B: DRA

W 3,3: DRAW 3,-3: DRAW 0,8: PLOT
160,41

9025 DRAW 4,0: PLOT 160,37: DRAW
7,0: PLOT 160,45: DRAW 7o PLO

T 160,45: DRAW 0,-8: PLOT 170,45
: DRAW 0,-8: DRAW 7,0: FLOT 180,

45: DRAW O,-8:

DRAW 7.0
9030 PLOT 195,45: DRAW 0,-B: DRA
W &,0: DRAW 1,2: DRAW 0,4: DRAW
-i,2: DRAW -&,0: PLOT 205,43: DR
AW 0,-4: DRAW 2,-2: DRAW 4,01 DR
DRAW -2,2: DRA
W -4,01 2: PLOT 215,37:
DRAW_0,B: DRAW 8,-B: DRAW 0,8
9040 PLOT 226,45: DRAW 7,01 PLOT
226,411 DRAW 4,0t PLOT 226,37:
DRAW 7,0t PLOT 226,45: DRAW 0,—8

:
9050 RETURN
9100 FOR n=1& TO 18: PRINT AT n
2173 “: NEXT n:
FOR n=0 TO 21: PRINT AT n,0;
"z NEXT n: RETURN

9400 FOR M=1 TO 2: RESTORE 940S:
FOR N=1 TO 12: READ A,B: BEEF A
NEXT Nr NEXT M
405 DATA .5,7,.5,7,-5,7,:5:2,.5
Ay, M2, F,11,.5,11,.5,7,.5

4F11,7

9410 RESTORE 9415: FOR N=1 TD 10
: READ A,B: BEEP A,B: NEXT N
9415 DATA .5,7,.5,7,.75,7,-25,2,
25,7425y 751,7,-25,7,.25,7,.45,7

9420 RESTORE 9425: FOR N=1 TO 21
: READ A,B: BEEP A,B: NEXT N

9425 DATA .25,7,.25,7,:5,7,-25,7
2o 25,7y 25,71-25,7,-5,74.5574.5s

BT Ty T T2y 00y Ty 80,2,
S8 11, .5,11,.5,9,5,9,1,7
430 RETURN
9400 CLS : PLOT 100,30: DRAW 100

,0: DRAW 0,90: PLOT 100,30: DRAUW
-55,15: DRAW 0,70: DRAW 35,35:
PLOT 100,30: DRAW 0,90

9610 FOR n=80 TD 1B0: INK &: PLO
T n,170: DRAW 20,-30- RND #25: N
EXT n: INK 7

95615 RETURN

%620 BRIGHT 1: INK 3: PLOT &0,30
: DRAW 10,30: DRAW 5,10,1: PLOT
70,60: DRAW -2,10,-1: PLOT 70,60
: DRAW 1,10: FOR n=71 TO 73: PLO

T n,35: DRAW 14,25: NEXT n: FOR
n=60 TO 62: PLOT 79,n: DRAW 12,-
3: NEXT n: PLOT 63,25: DRAW 10,-

2: DRAW 4,10z
4,—10: RETURN
9640 INK 7: PLOT 190,30: DRAW I
NVERSE 1310,0: DRAW INVERSE 130

DRAW —10,2: DRAW —

,10: INK 7: FLOT 200,25: DRAW -7
,2,1: DRAW -5,5,-1: DRAW 7,7,—
DRAW 3,4: DRAW 3,-4: DRAW 14,-1

DRAW 12,0z
AW -5,1: DRAW 2,-5,-1
9645 DRAW 2,-10,—1: DRAW -2,
DRAW —2,-11 DRAW 0,3: DRAW 0,-2:
DRAW -3,-2: DRAW 0,3t
.11 DRAW -3,-7,-1: DRAW -2,
RAW 0,3: DRAW 0,—2: DRAW =3,-2:
DRAW 0,3: DRAW 2,6,1
9650 DRAW —3,3,-1: DRAW -13,0,-1
: DRAW 2,-10,1: DRAW -2,-2: DRAW
-2,-1: DRAW 0,2: DRAW 0,—2: DRA

0,1z DRAW 9,-5,-2: DR

W -3,-2: DRAW 0,3: DRAW 1,5,
RAW 0,-3: DRAW -2,-2: DRAW -2,
¢ DRAW 0,2: DRAW 0,-2: DRAW -3,-

2: DRAW 0,3: DRAW 1,5,1
9455 DRAW 2,17,1: PLOT 190,33: D
RAW 1,01 PLOT 195,36: DRAW 1,1,1

9658 RETURN
9460 PLOT 25,30: DRAW 1,7,1: DRA
W —2,5,-2: DRAW -3,3: DRAW 1,2,—

i: DRAW 3,-3: DRAW 3,-5,-2: DRAW
1,-15,~13 DRAW —5,~7,-1: DRAW —
20,1,-2: DRAW 15,1,1: DRAW -15,2

31
9665 DRAW 10,4,1: DRAW 10,4,-1:

PLOT 23,14: DRAW 0,-7: DRAW 4,
DRAW —4,1: PLOT 20,12: DRAW O,—

S: DRAW —4,1: DRAW 4,1

9670 RETURN

9480 PLOT 120,30: DRAW 0,50: DRA

W 45,7,-3: DRAW 0,-55: PLOT 143,

30: DRAW 0,75: CIRCLE 135,60,2:

CIRCLE 150,40,2: RETURN
9700 FLOT INVERSE 1;100,30: DRA
W INVERSE 1;30,0: PLOT INVERSE
1;120,30: DRAW. INVERSE 130,60
INK 7: PLOT 110,70: DRAW B,=3,1
: DRAW 8,3,1: DRAW 0,9: DRAW 5,2
: DRAW -7,2: DRAW —1,5: DRAW —10
,~1,1: DRAW -1,-5: DRAW -7,-2: D
0,-1: DRAW 0,-9
DRAW 15,0,1: DRAW -1%5,
9705 FOR n=69 TO 71: INK 2: PLOT
110,n: DRAW B,-3,1: DRAW B,3,1:

NEXT n: INK 7
9710 PLOT 117,63: DRAW —12,-3,1:
DRAW —2,-30,1: DRAW 7,2,1: DRAW
-2,20,-1: DRAW 1,-20: DRAW -2,-
20: DRAW 10,0: DRAW 0,-12: DRAW
~7,0: DRAW -2,5,-3: DRAW 3,0: DR
AW ©,7: DRAW 12,0
9712 DRAW 0,-12: DRAW 7,0: DRAW
2,5,3: DRAW —3,0: DRAW 0,7: DRAW
DRAW 10,0: DRAW -2,20: DR

.20
9715 DRAW —5,-3: DRAW 5,3: DRAW

DRAW 10,-5: DRA

DRAW 2,3,2: DRAW -5,5,2

DRAW -2,-60: DRAW 2 DRAW -
DRAW — - §

a: CIR

2718 RETURN
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BETA BASIC 1.8

ENHANCED BASIC FOR SPECTRUM 48K
FOR GRAPHICS — STRUCTURED PROGRAMMING
— DATA HANDLING

Release 1.8 is more powarful than everl Wa don’t have space to do this program
justice — if you can‘t believe the ad, send us a large S.A.E. for further
information.

Would you like to transfer your Spectrum programs from
(D) MICRODRIVE TO MICRODRIVE (3) TAPE TO TAPE
(2) TAPE TO MICRODRIVE (3 MICRODRIVE TO TAPE

Then do it with

mub=

Footures: Commands are single-entry keywords in graphics mode. Syntax is
checked on entry. Fully compatible with Spectrum Basic. Microdrive compatible.
Comprehensive manual.

NOTE: Release 1.0 is still available for 16/48K Spactrum at £11.00

ME=300AN=3

WHRE Uned ith DO o LOO!
X08. YO8 move PLIT arign
XRG YRG change FLOT seale

TRANS-EXPRESS is the mosf comprehensive package of four myc

utilities for transterring Spectrum programs. They are user- friendly

simple to use, relioble & very efficient. They go much bﬁfund where
{

for rarmed seceadires,

similar uﬂemMS failed,enabling you to transfer any kind of programs.
FUNCTIONS EIU the full d&DKlervglh rovided you do not \ny;r\nge toporglgm
BC covirat 1 v bt L TRANS-EXPRESS is an essenml microdrive companion unJ
Satrem ..;"‘"...,.,'-;"-vm it invaluable software back-up ufllity.
,:;‘;E:.?‘_’E;{"“‘““ MO0 :,__m i i M""" We are offerring the entire package for € 9.95 or a combination of
A b TAPE TO MICRODRIVE & MICRODRIVE TO MICRODRIVE for € 7.50.

Only £11.00 inclusivel (Upgrade price for Releass 1.0 owners is £4.00, Thi
includes & 12:page supslament to your manual, ‘quots dato of purchase. If
You did not pu m Us, stata suppller and return Sriginal casaotte.)

m:-nuonn-z [-L]

meb=l O=

You can olso buy each of the four programs separately for € 5.50
only.

For 1150 o Tareir orcena. Cheaues persbie s SETASOFT. =
F'leusa send me a copy of TRANS-EXPRESS D @ @) @ P
| enclose chegque/PO for.
Name

Address

wher! appldcahls

1 don't beliave itl mow send me full detsils of Beta Basic 1.8. | enclose o stamped
addressed envelop:

MAME: {Please add £100.

ADDRESS

BETASOFT
92 OXFORD ROAD, MOSELEY,
BIRMINGHAM B13 9sQ.

|EOMATTE€ BIIIT 113 Melrose Ave, London NW2

; e i VALUE thats -
PECTRUM - W out of this world

credibly. !ru:tranng‘ That's the verdict on
o e o ko 50 GAMES o" o"E cAssETTE
‘s one. uf the mast challanging you'll
ind - it l\énr.m as good as the lnad; varsion
A her tactical, I an
s Taaturing icoourod . NOW AVAILABLE FOR (e commodore & ELECTRON Afmos

spabitues. ' DRAGON - @ Spectrum @appic’ ATARI *ORIC1 ZX 81 . VIs

nd
You'll keep coming back for more!

] O
Pleass send me by return of post, Cassette 50 at £9.95

EXPRESS DELIVER per tape. | enclase a cheque/postal order for
ORDER NOW

i}
ol &f‘f&é’.‘?’s’?ﬂé’ Ltd. 1
AT N 23 1
COMMODURE 64 '_‘ Vi ZDH nmwa BBC a8 ;I |
— SP[CII!LIM ELECTRON X 81 APPLE |
5 1 Post Code ATMOS DRAGON Fal |

50 GAMES ALSO AVAILABLE FOR ZX8T Cascado Ganm Ltd.,

Name

Address _

Country Suite 4, 1-3 Haywra Crescent, lerng-ll-
* WE PAY TOP PRICES I North Yorkshire, HG1 58G England
FOR TOP QUALITY GAMES [ 1 T e i)
e s i AL I G
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imiao

i 10 |

A

*# Fast-furious racing in this Arcade
game for the Spectrum. ‘Pontoon’
on side B free!

Funny goings-on deep in a mine.
Can you escape the evil in i

depths? “Original and fun . . . .
dexterity needed . . . . strategy is
also involved” — Games Computing.

Defuse a bomb hidden on the
complex planet, Lattica, before it

o
Selected titles
available from:

W H Smith, Boots, Menzies
and All Good
Computer Stores

The mobs out t tya' il
F The Prize Your mission to discover the innermost chamber of Midas in a huge holds.barred z‘é“'icr'ee;, action-
planetary maze. If successful you could be in with a chance of winning up to £5000! packed game. “Tricky and highly
Only the strongest will survive the devious traps set by the guardians, but just e Ty, eoxmslCompting
imagine what you could do with the prize.
Cassette carries a special £2 discount voucher off your next purchase!
Dealers, please contact us for very Arcade Software Ltd, Technology House,

special discounts on our games. Phone 32 Chislehurst Road, Orpington, Kent BR6 0DG
Orpington 35639. Tel: Orpington 35639

Programmers. We are looking for high [IENEEESEeleT chequeforf _or

quality m/c games for the Spectrum and B[] debit my Barclaycard/Access Accountsk

Commodore 64 home computers, send

them in for evaluation. You have notping [JECHSINED C—

to lose! D[] Address

All games are for the ZX Spectrum 48K gl 50 different screens of mayhem. A

and cost just £56.50 each inc. p.p. VAT etc. fun game for all ages . . .. which |
FO . .. thoroughly enjoyed” — Home




onthe ook Y

" pased
SN '\“’\I\“
‘Runson 1 ABKSDE

An enchanting Christmas
game based on

RAYMOND BRIGGS' best
selling book and film.

A Game of strategy that
@ 4 will test your mind to
A 2 its limits.

A fantastic fight to
the death within your 7 A battle to the
own bloodstream! end with the

Blood & Guts e

available from

Quicksilva Mail Order, P.O. Box 6, Wimborne, Dorset BA21 7PY.
Tel. (0202) 891744




