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lns1ructions for graphics characters arc pr inted in lowcr-(3.SC lcners in our listings. They arc enclosed by brac kets and separated by colons to dist inguish 
them and the brackets and colons should not be entered . 

Inverse characters arc represented by the letter "i" and graphi cs characters by "g". Thus an inverse W would be rcprcscnccd by "iw", a gl'llphics W by 
"gw", and an inverse graph ics W by "igw" . 

Spaces arc represented by "sp" and inverse spaces by "isp". Whe never any cha~cr is co be used more 1han once, the nu mber of times ii is to be used is 
shown before it, together with a multiplic ation sign . Thus "6 *isp" means six inverse spaces and "(g4:4 • i4:g3)" would be entered as a graphic four, follo.,,,'UI, 
by an inverse four repeated four times, followed by a graphics three:. 

Where whole words arc to be written in invem letters they appear in the listings as lower-case letters . Letters to be entered in grap hiC$ mode on the 
Spectrum are underlined. 

[nverse characters may be entered on th e ZX-81 by changing to graphics mode and then cyping the appropriate characters and on the Spectrum by 
changi ng to inverse video and typing the appropriate Icners . Graphks characters may be entered on the ZX·Sl by changing to graphics mode and then 
pressing symbol shift while the appropriate charact ers arc entered. On the Spectrum graphics charact ers may be obtained by changing to graphics mode and 
then pressing th t appropriate character. User-defined graphics will appear as no rmal lcntrs unlil 1he program has been RUN. 
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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 EYED RAW 
706-708 NOSED RAW 

· 710-713 MOUTHDRAW 
800-830 HAIR 

900-914 
1600-1720 
2000-2011 
3000-4065 
4500-4545 
5000-6040 
7000-7500 

Graphics 

FACE HAIR 
GLASSES 
HAIRDRAW 
FHDRAW 
USER HAIR 
GAMEEND 
UDGS 

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 (I to 6) 
b=nosc type {I to 3) 
c•mouth type (1 to 4) 
d=hair type (I to 4) 
c= foce hair (I to 5) 
f=glasscs (yes/no) 
h = identity flag 
aS, wS = characters 
n, a, y=loop counters 

SETUP: 
Call UDG subroutine 
Introduction and call OUTLfNE 

EYES: 
Input type (a). Jump 10 EYEDRA W 

NOSE: 
Draw available types of nose. 
lnpul 1ypc {b). Jump 10 

NOSEDRAW 
MOUTH: 

Draw available types of mouth 
lnpu1 type (c) 
Jump to MOUTHDRA W 

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: 
Prim description of available types 
of hair. lnpui 1ype (d) 
Jump to HAIRDRAW or 
USER HAIR 

FACEHAI R: 
Print description of available types 
of facial hair. Inpu1 1ype (e) 
Jump to FHDRAW 

GLASSES: 
Promp1 for glasses (yes/no) 
If yes THEN draw glasses 

HAIRDRAW: 
Draw specified hair (three 
programmed 1ypes) 

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 Tu tor is 

about programming efficiency, this 
program can be used to demonstrate 
how a long program could be 
condensed. 

I) Lines 205-210 can be replace by: 
GOTO 699+(a = l)+(a =2)•2+(a = 3) 
•3 +(A =4)'4 +(a= 5)'5 +(a= 6)'6 
Lines 212-214 by: 
GOTO 705+(b= l)+(b= 2)*2+ 
(b=3)*3 
Lines 225-228 by: 
GOTO 709+(c= l)+(c=2)•2+(c=3) 
'3+(c=4)•4 
Lines 815-825 by: 
GOTO 1999+ (d= l)+(d=2)'6 + 
(d= 3)'1 l 
Lines 910-914 by: 
GOTO (e= !)•!600+(e =2)'3000+ 
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(e=3) 
' 3050+(e=4)' 3060 + (e = 5)•4050 
These substitut ions eliminare the need 
for many IF THEN statements. 
Limit checks should be included, as the 
program cannot handle invalid entr ies. 
Therefo re, if you enter line 205 as the 
GOTO, also enter: 
204 IF a>6 OR a<O 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 = I TO I !:READ p: BEEP 
0.1,p: NEXT n 
RESTORE, 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 
1hey nearly all follow the PLOT, 
BEEP, DRAW, BEEP pauern. Line 
2000, for example would become: 
2000 FOR n = I TO 5: READ x, y: 
PLOT x,y: READ x,y: BEEP x,y: 
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: INVERSE I; 
•• PLEASE WA IT " 

5 GO SUB 7000 
100 FOR n• 15 TO 30 : BEEP . 0 1,n: 
BEEP . 0 :5,n -2 : NEXT n 
120 PRI NT AT :5,8 ; BRIGHT 1; '' •• 

• PHOTOFIT •••" ; AT 10,4; BRIGHT 
O; "C•n you r•mefllber what the"; 

AT 12,b;Nv1ll•in look e d lik e? ": 
PAUS€ 200 : CLS 
130 BEEP . t,O : BEEP . 1,4 : BEEP 

.t, 2 : BEEP .1, :5: BEEP .1,4: BEEP 
. 1,7 : BEEP .1,5: BEEP .1 ,~ : BEE 

P . t,7: BEEP . 1,11 : BEEP .1 ,9 : B 
EEP . :5, 12 

190 PAUSE 30 : GO SUB bOO 
200 INPUT "Whic:h •Y•• ";• 
205 IF •• 1 THEN GO TO 700 
206 IF ••2 THEN GO TO 701 
207 I F .a• 3 THEN GO TO 702 
208 IF .a• 4 THEN GO TO 703 
209 I F .a•5 THEN GO TO 70 4 
2 10 IF .a•b THEN GO TO 705 



211 PRINT Al 2,2 ; IN K 2 : "l•..!." 
; AT 2,b; INK 1;"2 • d."; AT 2,11 
; INK O; ":S•PQ" ; AT 3,2; INK 2;" 
1,."; AT 3,6T""JNK l;" ~ "; AT :S 

,11; INK O;" ~"; AT 4,2; INK 2 

l; 471;; ~!/o~f. lN K .. :;;NPUT =~h 
tch no ••? ";b 

212 I F b • l THEN GO TO 706 
213 IF b•2 THEN GO TO 707 
214 IF b •3 THEN GO TO 708 
215 PRINf AT 0,0 :" l "' "; A 

T 0,9 ;"2 • "; AT 0,17;"3 • 
"; AT 6,0;"4 • "; AT 2,0;" 

": AT :S,6;" 
": AT 4,2;" 
"; AT 4, 10;" 

"; AT :S,21" 
"; AT :S, 10;" 

"; AT 4,6:" 

216 PLOT 20,160 : DRAW 5,-:S : DRA 
W :S,-5 : DRAW 15,0 : DRAW 3,5 : ORA 
W 5,3 : DRAW -10,:S: DRAW -5,0, PI 

: DRAW - 5,0, PI : DRAW -1 0, -3i 
DRAW 31,0 

217 PLOT 90,160: DRAW 8,-5: ORA 
w 12,0: DRAW 8,5: DRAW -28,01 DR 
AW 14,:S: DRAW 14,-3 

218 PLOT 162, 160 : DRAW 5,5 : ORA 
W 5 , 3 : DRAW 3 , 1 : DRAW 3 , -1 : DRAW 

5 ,- 3 : DRAW 5,-5: DRAW -25 , 0, PI 

219 PLOT 22 , 1:SO: DRAW 3, -b: ORA 
W 6 , - 4: DRAW 6, 0 : DRAW 6,4: DRAW 

3,6: DRAW - 6,- 2 : DRAW - 4,-:S : DR 
AW -4 , O: DRAW -4,2 : DRAW - 6,4 

220 INPUT "Which mouth ? ":c 
225 I F C"'l THEN GO TD 710 
126 J._, c•2 THEN GO TD 711 
227 IF c •3 THEN GO TO 712 
228 iF c=4 THEN GO TO 713 
600 BORDER 3 : PLOT 130, 121 BEEP 
. 03, 40 : DRAW 0,140 : BEEP . 03,39 

: DRAW 120,0: BEEP . 03 ,38: DRAW 
0,-140 : BEEP .03,37 : DRAW - 120,0 
: BEEP . O:S,36 

601 PAUSE 20: PLOT 128, 10 : BEEP 
. 03 , 40: DRAW 0 1 144: BEEP .03,39 

: DRAW 124,01 BEEP .0 3 ,38: DRAW 
0,- 144: BEEP .03,37: DRAW - 124,0 
: BEEP • 03,36 

610 PLOT 230,105: BEEP . 01 , 35: 
DRAW -80,0, PI : BEEP .01,34 : PL 
OT 230, 105 : BEEP • 01,33: DRAW 0, 
-22: BEEP . Ot,321 DRAW -5,-221 B 
EEP .01, 3 1: DRAW - 7,- l Ot BEEP . 0 
1,301 DRAW - 10,-151 BEEP . 01 12 9 

611 PLOT 1~,105 : BEEP .01 1 28 : 
DRAW 0,-22: BEEP . 01,27: DRAW 5, 
-22 : BEEP . 01,26: DRAW 7,-10 : BE 
EP . 01,25 : DRAW 10,-15 1 BEEP .0 1 
,24 : PLOT 173,35: BEEP . 0 1, 23 : D 

RAW 35,0, PI : BEEP .01,22 
612 PLOT 15 0,90 : BEEP . 01,211 0 

RAW -6,0, PI : BEEP . 01,20i DRAW 
4,-18 : BEEP .01,19: DRAW 5,0, P 

I t BEEP . 0 1,18: PLOT 227,72 : BE 
EP .01,17 : DRAW 5,0, PI: BEEP 
01,16: DRAW 4,18 1 BEEP .01,15 1 0 
RAW -h,0 1 PI : BEEP .01,14 

61:S PLOT 185,951 BEEP . Ol,13: D 
RAW -t b,O , PI : &EEP • 01, 121 PLO 
T 215,9!5: BEEP .01,11: DRAW -16, 
O, PI : BEEP • 01, 10: PAUSE 101 B 
EEP .2,30: BEEP .2,28: BEEP . 2,3 
0 

620 PRINT AT 2,2; INK l;""t • fil!." 
; AT 2,6; INK 01 ""2•£E_"'; AT 2, 10J 

!~~ ~~;~;!f~T 4,21 .. 4 •GH"J AT 4, 
6 ; INK 5; "!5•~ I AT 4, "'io1 INK 2 J 
"6 • CD"' 

625PRINT AT 2 1 ,O; "MAKE SELECT 
I ON AND PRESS 'ENT ER ' " 

6~ RETURN 
700 PRINT AT 10,21; INK 11".fil!.N 

! AT 10,25; I NK lJ".9.!"1 BEEP . 05 
, -10: PAUSE 10: BEEP .05,01 60 T 
0 211 

701 PRINT AT 10,21 J INK 01 "'£!?_"" 
I AT 10,2 5; "CD"1 BEEP .05,-20: P 
AUSE 10: BEE,.-.05,10: GO TO 211 

702 PRINT AT 10, 21; I NK t 1 "ll" 

; AT 10,25;"£f.": BEEP . 05 1 -30; P 
AUSE 10 : BEEP .05,-20 : 00 TO 21 1 

703 PRINT AT 10,21;"Q!:!"; AT 10 

• . ", :' "hll ": l<HI• . ti', . ~•J : PAUSE 10 : 
111 l 1·--:-0'.,, ·.n : t,1J 10 ~·11 
/u 4 Pt<l N I A r lV , 21; INK 5 ;"AB" 

~s~T l~~·i~~;~~~.~~~p a0°~0 l~; ~ 
/vS PRINT Al 10 , 2 1; INK 2: '"£11" 

; A r 10,2:5; "CO'" i BEEP .05,50: PA 
USE 10 : aEt:.P-:-u :5,40: GO TO 2 11 

/06 PRINI Al 11,24 : INK 2:"1"'; 
Al 1:.!,24:":!."".: AT 13 , 2 4:''.!5.:': °FOR 
l •- 10 ro () z BE.EP .0 !5,1: BEEP . 0 

5 ,l+. 3 : NEXT 1 : 60 TO 215 

~~I 1~7;~~ "M:~ .. ; 1 F~1 b!~~ ~b"~b 
STEP -1: Bfil . 05,b : BEEP .05,b 

+3t NEX T b: 00 TO 2 1:5 
7 0 8 PRINT AT lt,23;"PC1"1 AT 12 

, 23 ;"RS": FOR k • 40 TD 0STEP -1 : 
BEEP . 007,k: NE XT k : GO TO 215 

710 PL.DT 178,52 : BEEP . 008, 10: 
DRAW :;,-3: BEEP . 008,11 : DRAW 3, 
-5 : BEEP . 008 , 12: DRAW 15, 0 : BEE 
P . 008,13: DRAW ::S,:S: BEEP . 008, 1 
41 DRAW 5 ,3: BEEP . 008, 15: DRAW 
-10,3: BEEP . OOS,16: DRAW -5 , 0 , 
PI I BEEP .008, 17 : DRAW -5,0, PI 

: BEEP .008,19: DRAW - 10, - 3 : 

BEEP . 008,20: DRAW 31 ,0: BEEP . 08, 
211GOTOBOO 

711 PLOT 180,52: BEEP . 05 , 61 DR 
AW 8,-5 : BEEP .008,8 : DRAW 12,01 

BEEP . 05,b: DRAW 8,5: BEEP .008 
,10 : DRAW - 28,0 : BEEP . 05,61 ORA 
W 14,3: BEEP . 008 ,14: DRAW 14,-:S 
: BEEP .0 5 ,b : GO TO 800 

712 PLOT 180,46: BEEP • 1, 15 : OR 
AW :5, 5 : BEEP .1, 14 : DRAW 5 ,31 BE 
EP . 1,13 : DRAW 3,1 : BEEP . 1,121 
DRAW 3,-1: BEEP . 1 , 131 DRAW 5, - 3 
: BEEP . 1, 14: DRAW 5,-5: BEEP .1 
,1 51 DRAW - 2:5,0, Pt : BEEP . 5,15 
: GO TO 800 

713 PLOT 182,54: BEEP . 05,30 1 D 
RAW 3,-6 : BEEP . 0:5 ,201 DRAW 6,-4 
: BEEP .0 :5,29: DRAW 6 , 01 BEEP .O 
5 ,21: DRAW 6 1 4: BEEP .0:5,28: DRA 
W 3 , 6 : BEEP .05,221 DRAW -6,-21 
BEEP . 0 5 127: DRAW -4,-31 BEEP . 0 
5 ,23: DRAW -4,0: BEEP . 05,261 OR 
AW -4,21 BEEP . 05 ,24: DRAW - 6,41 
BEEP .1,251 GO TO 800 

800 PRINT AT 0,0 ; " 

"; AT 1 , 0;" 
"; AT 2,0;" 

"; AT 3,01 '" 

801 PRINT AT 1,0; "l• some h•lr 
2• ~ little h•ir-"; AT 3,0; ":S• 

punk • '" ; AT 5,0;"4 • DRAW IT"; A 

914 IF &• 5 THEN GO TO 4050 
1600 PRJNT AT 1,0:" 
'"; AT 3,0;""l • no 2•yes "; AT 5 ,0 
;'" "i AT 7,0J" 

"; AT 9,0J " 
" : AT 10,0;" '" : INPUT 

"Did h• wear ol••••• ?" ;4 
1605 IF 4•1 THEN GO TO 1700 
1610 lF f•2 THEN GO TO 1710 
1700 GO TO 5000 
1710 CIRCLE 175,94,12 : BEEP . 5,1 
2 1 CIRCLE 175,94 , 141 BEEP . 5,9 : 
CIRC LE 207 ,94,12, BEEP . 5,11 : Cl 
RCLE 207,94,14: BEEP . :5,71 PLOT 
187,94 : BEEP .5,9: DRAW 8,0: BEE 
P .5 , ::i: PLOT 163,94 : BEEP .:5,7 : 
DRAW - 12, - 4: BEEP . :5,4: PLOT 218 
, 94 : BEEP .:5,5: DRAW 12 ,-4: BEEP 

.:5, 2 : BEEP 1,0 
17 20 GO TO 5000 
2000 f'LOl 155, 120 : BEEP . 01,-10: 

DHAW 40, :.V, PI : BEEP . 0 1, 9: P 
LOI l!l/,1'..'~: toll!-' .ul . fl: llkAW :S 
:5,2v, t · J l•I LI ' . 01 . : , l'LUI 1~9 
, 1.50: Ltt.l ... . •J l, 6 : O~AW 30 , 15, P 
I : BEEP . 01 , - ::i: ~LOT 163 ,133 : B 
1-E-f-" .01,-4 : DRAW 25 , 10, Pl : BEE 
P . 0 1,-J.i PLOT 167 , 1361 BEEP . 01 

,-21 DRAW 20,B, Pl I BEEP .01,-1 
: t-'LOl 171, 138 : BEEF' • 01,0 : DRAW 

15,b, PI : BEEP . 01 , 1 
200 1 PLOT 210 , 140: BEEP . 0 1, 2 : 0 
RAW 15 ,-2:5 , PI : B~tP . 0 1, 3 : PLO 
1 '.Jl2,13S : UicU -' . IJl,4: DRAW 13 , 
·.n, P I : BEEP . 0 1, 5 : PLOT 2 14,l ::S 
6: UEE:.P .01,6 : ORAW 11, 18, Pt : 

l:lt.EP . 0 1,J: PLOf 215 , 1.54 : BEEP' 

. 01 , 8: DRAW 9,-H,, PI : BEEP . 0 1 

1 9 : PLOT 216,132 : BEEP . 01 1 10 : 
DRAW 8 1 -13, Pi I BEEP .01,11: PLO 
T 218,130 : BEEP .01,1 2: DRAW 6,-
11, PI : BEEP . 01,lJ: PLOT 220,1 
28 1 BEEP . 01,14 ! DRAW 4, -8, PI : 

BEEP .01 1 15: GO TO 900 
2005 PRINT AT 3,23; "?" : FOR o • 3 
5 TO :55 : BEEP . 007,g: PAUSE 5 : N 
EXT 91 GO TO 900 
2010 FOR f • .1 TO .02 STEP -.01 : 
BEEP f 1 -101 NEXT f: INK 21 CIRCL 
E 150,70,3 : FOR f • . l TO . 02 STEP 

-.01: BEEP f , O : NEXT 41 PAUSE 2 
0 : INK ::S: PLOT 185, 1261 DRAW -7, 
121 BEEP .04,-20 : PLOT 185,1301 
DRAW -6, 121 BEEP .04,01 PLOT 185 
,1341 DRAW -5,121 BEEP . 04,-20: 

PLOT 185 , 1381 DRAW -4, 121 SEEP • 
04 0 0: PLOT 18 5 1 1391 DRAw -2, 12 : 
BEEP .04 0 -20: PLOT 18 5 ,139: DRAW 

O, 12: BEEP . 04,0 
2011 IN K 4: PL.OT 195 1 126: DRAW 7 
,12: BEEP . 04,-201 PLOT 195,130: 

DRAW b, 12: BEEP • 04 , O: PLOT 1'95 
, 134: DRAW 5 , 12 : BEEP .04,-20: P 
LDT 195,138: DRAW 4 , 12 : BEEP . 04 
,01 PLOT 195, 139: DRAW 2, 12t BEE 
P . 04,-201 PLOT 1~,139: DRAW O, 
121 BEEP . 04 10: INK 01 GO TO 900 

T8~;
0

i~Pu/~~~=~L:i~~ o4 h•ir ? .. ,-----------=:-_. 
id 

81 !5 lF d•l THEN GO TO 2000 
820 IF d•2 THEN GO TO 2005 
825 IF d•3 THEN 00 TO 2010 
830 IF d•4 THEN GO TO 4SOO 
900 PRJNT AT o,o, ·· 

"; AT 1 1 0; .. 
'"; AT 

2 ,0;" "; AT 3,0 ; " 
, AT 4,0;" 

"; AT 5,0;" "'; AT 
6 , 0 ; " 

902 PRI NT AT 1,0! "1 • none"; AT 
3,0; "2 • •tubbl•" 1 AT 5,0; "3• mo 

ust•che"; AT 7, o, "4• be•r-d M; AT 
9 1 0; "5• mou a t•ch e •nd"; AT 10,31 
... b••r-d" 

905 INPUT "Faci•l hur- ? "; • 
910 IF t!-• l THEN GO TO 1600 
91 l IF ••2 TMEN GO TO 3000 
912 IF e •3 THEN GO TO 3050 
913 IF e•4 THEN GO TO 3060 

SINCLAIR PROGRAMS NowmM' 1984 



3000 PLOT 160, 70: BEEP • 005,201 
PLOT 162,681 BEEP .005,301 PLOT 
165,631 BEEP .005,201 PLOT 166,6 

6: BEEP . 005,30: PLOT 167,581 BE 
EP .005,201 PLOT 170 1 451 BEEP .0 
05,30 
300:5 PLOT 215,69: BEEP . 005,20: 
PLOT 221,71 : BEEP .005,30: PLOT 
213,591 BEEP . 005,20: PLOT 211,6 
5 : BEEP .005,30: PLOT 209,631 BE 
EP . 005,20: PLOT 211,601 BEEP . 0 
05,30 : PLOT 207,581 BEEP . 005,20 
: PLOT 200,44: BEEP . 005,301 PLO 
T 198,38: BEEP . 005,20: PLOT 193, 

51 9€EP .005,301 PLOT 187,331 
BEEP . 005,201 PLOT 188,351 BEEP 
• 005,30 
3()10 PLOT 177 1 28: BEEP .005,20r 
PLOT 174,27 : BEEP . 005,30: PLOT 
173,30: BEEP . 005,20: PLOT 181,2 
5 : BEEP .005 1 30: PLOT 18:S,201 BE 
EP . 00 5 ,20: PLOT 187,281 BEEP .O 

;
5 p~~ 7~~:2!~98~~~ ~::.2: 5

~~ u;:....:;..:....::~..:....--,;__;:....,.~ 
T 193,23: BEEP .005,30: PLOT 194, 

21: BEEP .005,201 PLOT 195,221 
BEEP . 005,:SO: PLOT 196,24: BEEP 
.005 1 20: PLOT 199,26 : BEEP . 005, 
30 : PLOT 202,24: BEEP .005,201 P 
LOT 200,24: BEEP .005,30 
30!2 GO TO 1600 
3 050 PLOT 180, 5 7: DRAW 2,5: BEEP 

.01, - 30: PLOT 182,581 DRAW 2,5: 
BEEP ,01,-20: PLOT 194,60: DRAW 

2, 5 : BEEP .01, - 30: PLOT 186,62: 
DRAW 2, :5: BEEP .01,-20: PLOT 18 

B , 64: DRAW 2 , 3: BEEP .01 1 -30: PL 
QT 190

1
64: DRAW 2, 3 : BEEP .0 1, -2 

0 
3055 PLOT 198,67: DRAW 2,-3: BEE 
p .01,-301 PLOT 200,67: DRAW 2,-
3: BEEP .01,-20: PLOT 202,67: DR 
AW 2,-51 BEEP .01,-30: PLOT 204, 
6:5: DRAW 2, - :51 BEEP , 01,-20 : PLO 
T 206 0 63 : DRAW 2,-5 : BEEP .Ol,-3 
O: PLOT 207,62: DRAW 2,-:St BEEP 
. 01,-20: GO TO 1600 
3060 PLOT 180,17: BEEP .02,11: 0 
RAW -S,201 BEEP . 02 1 12 : PLOT 182 
,16: BEEP .02,11: DRAW -9,21: BE 

EP .02
1

12: PLOT 184, 1:S: BEEP .02 
,11: DRAW -9,21: BEEP .02,121 PL 

OT 186,14: BEEP . 02,11: DRAW -8 1 

20: BEEP .02,12: PLOT 187,14: BE 
EP . 02,11: DRAW -7,20: BEEP .02, 
12: PLOT 188,14: BEEP .02,11: OR 
AW -:S,19: BEEP .02,12: PLOT 188, 
14: BEEP .02,11: DRAW -3,18: BEE 
P .02, 12 
3 061 PLOT 189,13: BEEP .02,11: 0 
RAW -2,17: BEEP . 02,121 PLOT 190 
,12: BEEP .02,11: DRAW -1,17: BE 

EP .02,12: PLOT 191,12: BEEP .02 
,It: DRAW 0,17 : BEEP .02,121 PLO 

T 191 1 12: BEEP . 02,111 DRAW 1,17 
: BEEP .02 1 12: PL.OT 192 1 121 BEEP 

,02,111 DRAW 2,17: BEEP .02,111 
PLOT 193,121 BEEP .02,111 DRAW 
3,17: BEEP .02,121 PLOT 194,131 
BEEP . 02,111 DRAW 3,171 BEEP .02 

1 12: PLOT 196,13: BEEP .02,111 0 
RAW 3, 171 BEEP .02, 12 
3062 PLOT 197,141 BEEP .02,111 D 
RAW 4,17: BEEP .02,121 PLOT 198, 
1:5: BEEP .02,11: DRAW 5,171 BEEP 

.02,12: PLOT 1'il9,16t BEEP . 02,1 
1: DRAW 6 1 181 BEEP .02.,121 PLOT 
200,17: BEEP .02,11: DRAW 6,191 
BE£P .02,12: PLOT 201 1 18: BEEP. 
02,11: DRAW 7,19: BEEP . 02,121 
PLOT 203,191 BEEP .02,111 DRAW 7 1 

19: BEEP .02, 12 
3070 GO TO 1600 
40:SO PLOT 180,571 DRAW 2,:51 BEEP 

.O:S,-30: PLOT 182,581 DRAW 2,:51 
BEEP .O:S,-20: PLOT 184,601 DRAW 
2,:5 : BEEP .05 1 -301 PLOT 186,621 
DRAW 2,5: BEEP .O:S,-20 : PLOT 18 

8,041 DRAW 2,3: BEEP . 05,-301 PL. 
OT 190,64 1 DRAW 2,31 BEEP .O:S, - 2 
0 
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40:55 PLOT 199 1 671 DRAW 2,-3 : BEE 
P . 05,-30: PLOT 200,671 DRAW 2 1 -

3: BEEP .O:S,-201 PLOT 202,67 1 DR 
AW 2,-51 BEEP . O:S, - 30 1 PLOT 204, 
65: DRAW 2,-5: BEEP . 05,-201 PLO 
T 206,63 : DRAW 2,-5: BEEP .05,-3 
0 : PLOT 207 ,62: DRAW 2, - 5: BEEP 
• 05, -20 
4060 PLOT 180,17: BEEP .0:5,11: D 
RAW -B,201 BEEP .05, 12: PLOT 182 
,16: BEEP .os,11: DRAW - 9,21: BE 

EP .05,12: PLOT 194,15: BEEP . 05 
,11: DRAW - 9,21: BEEP .05,12: PL 
OT 186, 14 : BEEP . 05, 1 l: DRAW -8, 
20: BEEP . 0 5 ,12: PLOT 187,14: BE 
EP ·.05,11: DRAW -7,201 BEEP .0 5 1 

121 PLOT 188,141 BEEP . 05,11: OR 
AW -5 ,191 BEEP . 0 5 ,12: PLOT 188, 
141 BEEP .O:S,11: DRAW - 3 ,181 BEE 
P .O:S, 12 
4061 PLOT 189,1 3 : BEEP .05,11: 0 
RAW -2,17: BEEP .O:S,121 PLOT 190 
, 121 BEEP .05, 11: DRAW - 1, 17: BE 

EP .05, 12: PLOT 191, 12: BEEP .05 

1 11: DRAW 0,17: BEEP .05,12: PLO 
T 191,12: BEEP .05,11: DRAW 1,17 
: BEEF' .05,12: PLOT t<?Z,12 : BEEP 

.05,ll; DRAW 2,17: BEEP .05,11 : 
PLOT 193,121 BEEP . O:S,111 DRAW 
3,17 : BEEP . O:!i,121 PLOT 194,13: 
BEEP . 0:5,11 : DRAW 3 ,17: BEEP . 05 
,12 : PLOT 196,131 BEEP . 05,11: D 

RAW :S,17: BEEP . 05,12 
4062 PL OT 197,14: BEEP . O:S,11: 0 
RAW 4,17: BEEP .O:S,121 PLOT 198, 
15: BEEP .05,11 : DRAW :5,1 7 : BEEP 

.O':i,12: PLOT 199,161 BEEP .05 1 1 
l: DRAW 6,181 BEEP .0:5,12 : PLOT 
200, 17: BEEP .05, 11: DRAW 6, 191 
BEEP .0 5 , 121 PLOT 201, 18: BEEP • 
05,111 DRAW 7,19 : BEEP . 05 0 12: 
PLOT 203, 19: BEEP . 05, 111 DRAW 7J 
19: BEEP • O:S, 12 
406:S GO TO 1600 
4500 PRJNT AT o,o;"' USE CURSOR 
KEYS TO DRAW. WHEN FINISH 
ED .. , AT 2,0; .. PR 
ESS THE 1 KEr; AT :S,OJ" 

"J AT 5,0;'" '"J AT 6 
,O;" 
4501 OVER 1: PLOT 2 :SO, 10:51 DRAW 
-eo,o, PI : OVER O 
4:502 LET x • lB01 LET y•144 
4510 LET wt' • INKEYS 
4515 IF wS•"5" THEN LET x•x-11 
BEEP .Ot,-10 
4520 IF w$•"8" THEN LET x•x+l : 
BEEP . 01 1 0 
4525 IF wS•'"6'" THEN LET y•y-11 
BEEP .01, 10 

4530 IF wS• '"7" THEN L ET y•y+l: 
BEEP .01,20 
45:S:S IF wS•" 1" THEN GO TO 900 

4540 PLOT x , y 
454:S GO TO 4:510 
:5000 INPUT "IS THIS WHAT HE LOOK 
ED LIKE ? " : h 

5010 IF h•l CLS : OD TO 19 
0 
:5015 IF h•2 THEN GO TO 5020 
:5020 PRINT AT 1,3J "WE HAD BETTE 
R PUT HlM BEHIND BARS THEN ? " 
; AT :S,O;" '"J AT 21,0 
;" 

" : PAUSE 100 
5030 FOR it • 3 TO 201 FOR y•l9 TO 
28 STEP 31 PRINT AT x,y1"H~" 
: NEXT y: NEXT 1t 

5-05-0 PAUSE 1:50 
5060 CLS 
:5070 FOR n • 30 TO 2 STEP -1 
5080 PRINT AT 10,n;':! "1 BEEP. 
002,01 PAUSE 4 
:5090 PRINT AT 10,n-l; "U '"1 BEEP 

.002,6: PAUSE 4 : NEXT "i, 
0000 CLS : PRINT AT 10,21 BRJGH 
T l; INK t;'"TOQ LATE ! HE'S RUN 
AWAY ! ! ! " 
6010 PRINT AT 21 ,01 '"DO YOU WANT 

TO PLAY AGAIN ? yin .. : INPUT •• 

6030 JF a••"y" THEN CLS : GO TO 
190 

6040 IF •• • "n~ THEN CLS I PAINT 
AT 10,8; INK 2t "THANKS FOR PLA 

YING": STOP 
7000 FOR •• USR "•" TO USR "u"+ 
7 
7010 READ bi POKE a,b 
7020 NEXT a 
7030 DATA 1,0,24,33,193,48,12,3 

7040 DATA 128 ,9 b,24 ,1 32,131,12,4 
8, 192 
7050 DATA 1,6,24,17,17,16,12,3 

7060 DATA 128,96.24, 136 , 136,8,48 
, 192 
7061 DATA 192,112,63,35,18 1 10 , 7, 
3 
70&2 DATA 3,14,2:52,196,72,B0,224 
, 192 
7063 DATA 3,15,31,30,61,123,123, 
202 
7064 DATA 192 , 2-40,2:52,00,222,239 
,239,31 
7070 DATA 129 , 66,36,30,36,36,36, ,. 
7080 DATA 36,36,36,36,36,36,66,0 

• 7090 DATA 129,129,129 1 129,231,66 

,60 , 0 
7100 DATA 36,36,36,3&,36,36,60 , 6 

• 7110 DATA 1,6,8,B,B,4,3,0 
1120 DATA o,o,o,o,o,2:s1,2s 5 ,24 

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

,o 
7 16 0 DATA 0,1,3,6,4,4,4,4 
7170 DATA 128,192,96,48,16,16,16 .,. 
7180 DATA 28,48,32,48 1 27,1 5 ,7 , t 
7190 DATA 28,6,2,6,108,120,112,1 
28 
7210 DATA 24,88 1 40,24,60,42, 104, 
24 
7220 DATA 24,26, 12, 120, 10,62,32, 

•• 7500 RETURN 



Th e SINCLAIR USER TOP 50 
SPECTRUM SOFTWARE CLASSICS 

A 56-page full -co lour book w ith reviews and 
photographs of the all-time greats 

Ket tr ilogy to be won in ou r chall enging competit ion . 
* ADVENTURES Explore the mystery worlds of computer adventure 

games in th e first of our regular articles and helpline columns. 
* THE FIFTH GENERATION What is Sir Clive spending millions on? Can a 

compute r think? We look at the books which have fuelled the . - ... 
controversy . 

* Fl YING LOW We interview Costa Panayi. pilot of the chart-topp ing 
TLL from Vortex Software. 

* INFRA RED JOYSTICK One of the most ambitious add-o ns for the 
Spectrum has arrived f rom the States. Will we give it the green light? 

--- ----------- ----------------, 
Make sure you get your issue of Sinclair User next month by placing I 
an order with your newsagent now. i 
Please reserve a copy of Sinclair User for me next month /every 
month* . 
•del ete as applicable 

Name 

Address 

Sinclair User is pub lished monthly by EMAP Business & Computer 

L_ Publications. ---------------- ---- -- -' ------- ----- ---' 

Test your skill and daring against 
pirates, 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 Captai n Hook. Explore the 
Island , fight the pirates, save Tiger Lily and, 
if you 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 loca l dealer doesn't stock PETER PAN - The Adventur e Game, just send off this coupon - please afJow 28 days for delivery. 
Please rush me O copies of PETER PAN - The Adventure Game at£ 10.95 (£9.95 plus £1 p&p) . I enclose a cheque/P .O. payab le to 

Hodder&Stoughtonltd for( .................... ordebitmyAccess/BarclaycardNo.l I I I I I I I I I j I I I I I [ 
Signed. .. Address 

Name ....................................... . 
Send to Hodder & Stoughton Ltd , CSO 23 (Al 
P.O. Box 6, Dunton Green, Sevenoaks, Kent TN13 2XX. . .................................. Postcode .. 
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"" 10 RESTORE : INK 7: PAPER 4: B 
ORDER 0 : BRIGHT 0 : FLASH O z CLS 

20 DIM b <J.2,22) 
30 FOR ><• USA " •" TO USR "9"+ 

7 : READ b: POKE x ,b: NEXT x : OAT 
A 0 ,2,2,6,6, 10 , 118, 101,0,64,64,9 
6,96,80, l l0, 166, lb,24,60,24,3b,3 
b,W,W,bO,b0, 3 b,3b,24,~,~.16, 
6,9, l ::S, 14 ,8, 74,60, 16, 16,B, 100, 24 
, 18,44 , 16,B,66,3b, lb:5,9,2:S5,36,3 
6,66 

31 GO SUB 9000 
40 LET 1• 1: LET lc • l: LET d •O : 

LET rn•c•O: LET •c•O: LET tSC"'O: 
LET s•7 

4 5 PAPER 0 : CLS : PAPER 4 
46 INPUT "Wh • t c poed ? (0- 3 ) ";s 

p: LET • p•sp/0200 
47 INK 7 
50 FOR y=l TO 21 : FOR x • l TO 3 

l: LET r • INT < RNO • 20)+ lc-14: 
IF r < 5 THEN LET rn~ c•rn .c + l: LET 
b(x,y) • l: PRINT AT y,xJ" ": NEX 
T x : NEXT y 

51 IF r •:S OR r- •6 THEN LET b (x 
,yl • 2 : PRINT AT y,x; INK ( RND 
• 7>•1 ; PAPER O; •r: NEXT x: NEXT 

y 
52 lF r•7 THEN LET blx,y) .,.3: 

LET mli C""lflliC+lO: PRINT AT y,x;".E. 
": NE XT x: NEX T y 

:53 IF r•B THEN LET rnsc•m5c+20 
: LET b (x ,yl • 4: PRINT JNK O; AT 

Y,Kj "G" 
:54 N'rXT x : NEXT y: LET x•l: LE 

T y • I 
'55 LET b<l,l) • I: INt< 7: PRINT 

A!o
1

i~;"f~KEY:S • "q" THEN GO TO 
190 

65 BEEP sp,40 
70 IF JNKEYS • "a" AND y>l THE 

N LET d • l 
80 IF INKEYt: • " z" AND y(21 TH 

EN LET d""2 
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90 IF INKEY$ • "a" AND x>l THE 
N LET d •3 

100 IF INKEYt: •"p" AND x<31 TH 
EN LET d • 4 

110 IF d • l ANO y>l THEN PRINT 
BRIGHT 1; AT y,)(I .. .. : LET b<x,y 

)•0: LET y • y-1 : PRINT INK • I AT 
y,x; "_.Q.": GO TO 120 
112 IF d •2 AND y<21 TMEN PRINT 

BRJGHT l; AT y,MJ" " : LET b()(, 
y> • Ot LET y•y+t: PRINT INK • J A 
T y , )(;"f.": GO TO 120 

11 5 IF d•3 ANO K)l THEN PRINT 
BRIGHT 1; AT y,i<;" " : LET b(x,y 

>•O : LET x•x-1 : PRINT INK s ; AT 
y,x; ".a,": GO ro 120 
118 IF d • 4 AND 1e(31 THEN PRINT 

BRIGHT 1: AT y,x;" " ; LET b(x, 
y) •O : LET x•x+l : PRINT INK • I A 
T y,x; "8" 

120 lF b(x,yl •O THEN LET tsc • t 
s c-. 5 : GO TO 150 

125 IF b<x,yl • l ANO d <> 0 THEN 
LET t sc• tsc+1: LET b<x,y) • .5: 

GO ro 150 
130 IF b (x ,y) •2 THEN GO TO lb:5 

135 IF b(x,y) • 3 THEN LET t s c•t 
•c +10: LET b(x,y) •0 . 5 : GO TO 150 

140 IF bt x ,y) • 4 AND d <> l THEN 
60 TO lb O 

145 JF b (x ,y) • 4 AND d•l THEN L 
ET ts c• ts c +20: LE T b(x,y)•.:5 

150 GO TO 60 
16 0 LET liC*'5C-(msc/4) +tsc1 PRIN 

T INK 7; PAPER O; AT O,l;"Level 
11i ";l;" Sc:cr e "; ilic; PAPER 4; INK 

O ; AT 10,2: "Yau didnt •tt•ck th 
.at 11ip1der from BEHIND • •• 

161 GO TO 170 
165 LET iliC*'&C- 11115C/4)+tsc, PRIN 

T INK 7; PAPER O ; AT O,l;"Level 
• ";l;" Scor e ";sc: INK O; PAPER 

4; AT 10,2; "DONT • tep an th e ba 
rder• " 

170 PRINT FLASH 11 INI< O; PAPE 
R 7; AT 21 , :5;" PRESS TD PLAY .. 

171 PAUSE 0: PAUSE 0: LET 1•1: 
LET lc • l 

172 LET s c • O : LET msc • O: LET ts 
c•Ot LET d•O: GO TO 4:5 

190 LET •c•sc-C111i;c/4)+tsc: PRIN 
T AT 10,2;"Yau h.l.ve t ri e d "Jll" 

l e v e l s Yau h.ave "1sc1 "point&" 
: PRINT INK O; PAPER 7; FLASH l 
; AT 21,4; ' ' PRESS TO PLAY " : PAU 
SE 0: PAUSE 0: LET 1•1 +1: IF le( 
3 THEN LET lc • lc+l 

181 LET d • O: GO TO 45 

9000 INK 0: PRINT AT 0,:5; "t10W T 
HE LAWN 

ener Ja e ta mew the 
Hvr M•J esty . 
._aar.§.ar.£.arJL 

Help gard 
la wns far 

Jae • ••• 

Ja. wi 11 
get •• ck•d if h• maw aa bord•r {j> 

or killed if h• run• over j, g1• 
nt apider {Glany "'""Y but from b 
ehind . From b•hind it is ..,orth 2 
O point • , • "' " •d(Fh & worth 10 p 
aint•,uncut 9r••• (dull gr•• 
nli • worth 1 pcint,butcut gr .r.ssl 
brighter grv e n>i • -.:; paint• 

o ta n •x t l • vi!'l ~ 

p •••••• • right 
• ••••.•• u 
;:: •••••• • d 
q ••.. . • · 9 

9001 PRINT FLASH l: INJ< O; PAPE 
R 7 ; AT 2 1,4;" PRESS TO CONTINUE 

"' : PAUSE O 

'laoz.cu~Pl{1NfAT t 0 , 3 ;"Will you 
vver war~ out the •c aring a 
y a t ... ? "j FLASH l; INK O; PAPER 7 
; AT 2 1, b:" PRESS TO PLAY" : PAU 
SE 0 : RETURN 



COTHELLO 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 sandwich ed between your 
played counter and any of your counters 
already on the board, become your own. 
Play continues in this way until all the 
squar es have been filled. Any illegal 

,(If~~~~""~~~~~~--- moves are ignored. 
' Cothe llo was written for the l6K 

~~~~~~~i~;~~;:~~~!~~~~!:~;~~;;;ZiXi-~81 by M. Clarkson of Salford, 
Greater Manchester. 

~ 

10 

cp,,(T 
{i)rifttou.t 

-- -- - -
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20 LET hi•O 
30 FOR a• USR "•" TO USR '"f"+ 

7: READ udg : POKE •,ud g : NEX T a 

40 DATA 3 , 1:5,03,3!5,6!5,b:5, 193,2 
27 , 192,24 0,2:52 , 190, 130 , 13 0 , 131, 1 

•• 
:50 DATA 25 :5,255,6 3, 1:5, 14, 30 ,0 2 

, 126,2:5:5,2:5:5,2 5 2,240, 112, 120 , 124 
,126 

60 DATA 60, 126 , 2:55 , 255,255,255 
, 126,60 , 90 , 25::5, 171 , 25:5 , 17 0 , 255, 1 
0 9,219 

70 BRIGHT l : BORDER O : PAPER O 
: INK 9: CLS 

90 PRI NT AT 18,5; INK 9; PAPE 
R 1; FLASH 1; "PRESS ANY KEY TO B 
EGIN" 

100 PRINT AT 2, 10; PAPER 5; " EG 
G CATCHER ' ." 

110 PRI NT AT 4, 7 ; PAPER 4j~198 
4 BY M.R.WALKER." 

120 PRINT AT 7,12 : PAPER 6:"CO 
NTROLS" 

130 PRI NT AT 10, 12 ; PAP ER 3 ; "P 
• RIGHT" 
14 0 PRINT AT 12 , 12 ; PAPER 2; " Q 

• LEFT" ; AT 14,12; PAPER t; '"H • 
HOLD" 
15 0 OUT 25 4,1: OUT 254,2 : OUT 2 

5 4, 3 : OUT 254,4 : OUT 254,5: OUT 
25 4, 6 : 

160 IF IN KEYS < > "" THEN GO 
TO 190 

170 OUT 254 , l : OUT 25'4,2 : OUT 2 
54,3 : OUT 254,4 : OUT 25 4, 5 : OUT 
254,6 : 

190 GO TO 150 
190 FOR a • O TO 30 : BEEP . 010, 4 0 

: BEEP . 015,50 : NEX T • 
200 CLS 
205 PRI NT ltl; INK 9 ; BRIGHT l; 

JNK 9 ; " 1984 MARTIN WALKER 
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220 LET po•15 
2 3 0 LE T r•• IN T < RNO • 30)+ 1: L 

ET liQ "" li g + 1 : IF e g >50 THEN GO TO 
OOO 
240 PRINT AT o ,o; PAPER 4 ; INK 
9; "MO NEY tt";mo 
250 PRI NT AT 0 , 13; PAPER S; IN 

K O;"E GGS " ; •g 
2 60 PRINT AT 0 , 23 ; INK 0 : PAPE 

R 6; "'HI It' " : h1 
270 PR INT AT 1 1 0; INK 3 ; ""FFFFF 

FFFFFFFFFFFFFFFFFFFFFFFFFFF" 

F~~~F~~t~JFFt:FlJF~:Ft~~F~:~ 
290 FOR c • 3 TO 18 
300 PRI NT AT 19,po; INK 5j" AB 
"; AT 20,po ;"" CD '" -
310 PRINT AT C-t ,r e ;- "; AT c, 

r;t/7~ ~!~;O AND po+l •re +l OR 
c:+3•20 ANO pc+2 • re + l OR c:+3•20 A 
ND pc+2 • r • THE N LET IIIO"' mD+ IN T 
( RND •1 00) +I 
3 '40 LET pc•pc+( IN KEY:S •"p " ANO 
po<28>-< t NKEY :S • "qM AND pc>Ol 

350 IF INKEYS • '"h'" THEN PAUSE 
0 : PAUSE O 
360 NEXT c 
370 PRINT AT c - t,r • ;" '" 
3 75 BEEP .0 5 , 5 : BEEP . 05, 10 
380 GO TO 230 
500 PRINT AT 10,B; "G A M E O 

V E R'" 
5 10 FOR ••0 TO 30 : BEEP . 00 5,5: 
BEEP . 005,10 : BEEP . 005, 1:i: BEE 

P . 005 , 20 : BEEP . 005 ,2 5 : NEXT .a 

520 IF 111o) hi THEN FOR ••0 TO I 
00 : PR IN T AT 0 , 23; FLASH 1; ""NEW 

HIGH"" : NEXT .).: LET hi•tllO 
550 FOR • • 0 TO 60 : BEEP . 00 10,"5 

0: BEEP . 005 , 30 : NEXT A : GO TO 7 
0 

5b0 GO TO 540 

fPro
fPrin,tou.t 

1eu.o, A+e-ase*INT < Uh 
, Pee:K 1e4• 6 
, INT ( CA+!Sl /~U561 
,Pl!!:!K 16U.7 

,:3:iit 
49< >0 TH!N GOTO 

You 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· 
Icy, Staffs. 

II 



D EFENCE FORCE has ,;,an; 
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 
the rest of the program is entered: 1 
REM (10 spaces); POKE 16514,42; 
POKE 16515,14; POKE 16516,64; 
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
sel. 

i ~~~.B~06~.T~'il • • 
7 PAINT AT 10, 10 ; "P Ll!A!II! UAIT 
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e003 l"'OR G:110 TO 50 
e004 Ne:XT G 
e009 l"A!IT 
e010 r'OR G• l TO 10 
e 020 r'OR th l TO 10 
803 0 Ll!'T HS(G,11)-.CHR I , cooe: HS (G 
,11> + 12e, 
e04-0 NEXT H 
e0s0 Nl!:XT G 
e0ss PoKe: 1&1.1e , 0 
80&0 l"'OR G•2 TO 22 
10& :ii! PRINT AT G,0 ; " 

es30 Ll!T P•11 
e!540 l"'OR 1 • 10 TO 1 ~Tl!:P - 1 
e!5!50 I,. ~C}V AL Hf ( I) ( TO '5l TH l!tl 

L P!T P•P-1 
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W 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 lK 

~;~~~ir~y A. Fogarty of Dukinfield, 11,, ..-

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 
I0-40 
50-60 
70-80 
90- 100 
I I0-240 
250- 280 
290-330 
340- 350 

Module name 
SETUP I 
SETUP 2 
SETUP 3 
SETUP 4 
MAIN 
CAUGHT 
LEVEL 
SCORE 

Var iabl es 
A,B y,x coordinates of the ghost 
C,D y,x coordinates of player 
W number of ghosts caught 
H Level of difficulty 
T Power (or time left) 
Z Random number (0- 3) 
F Score factor 
E,K Constants 
What eac h module does: 
SETUP I 
Gives values to the constants E and K. 
Sets the score to O and the game level to 
I. 
SETUP 2 
Sets the number of ghosts caught to O 
and the power to 110- IO"H. This 
means that the power will start at 100 
and decrease by I O on each level. 
SETUP 3 
Defines where on the screen the player 
will start . 
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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 modu le. Power is 
reduced by one. If the ghost and the 
player are in the same position the 
computer will move to the CAUGH T 
module. Reads the cursor keys and 
checks whether the player is at the edge 
of the screen, then moves player. T he 
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 SETU P 
4 to choose a random position for the 
ghost. Th e computer then begins the 
MAIN module again. 
CAUGHT 
The number of ghosts caught (w) is 
increased by one. T he ghost is then 

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 rhe game 
ends. 

This program could be improved in 
two ways. Firstly, lines 180- 190 only 
compare the player's coordinates with 
those of the upp er limits of the screen. 
Attempting 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+(IN KEY$="8" 
AND D<VAL"28"}-(!NKEY$="5" 
AND D>E) 
170 LET C = C + (INKEY$="6" 
AND C<VAL"l9"}-(!NKEY$="7" 
AND C>E) 
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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) 
3 15 IF T< I THEN STOP 

HUNT THE THIMBLE 

CLUES to 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. 

SINCLAIR PROGRAMS N(lf)ffltbn-1984 

1 0 LET 
20 LET 
30 LET 
40 LET 
50 LET 
50 LET 
70 L ET 
80 LET 
90 LET 

1 00 LET 
1 10 CLS 

EaSG N PI 
KaSIN PI 
Fa!< 
HaE 
Wal< 
Ta UAL 
Ca UAL 
Da , JAL 
AaINT 
SaINT 

" 110 " -H.VAL ""10 "" 
··11 ·· 
•· 14-·· 
i RND • VA L ""22 "' l 
(R ND• UAL ""32" ' l 

1 20 PRI NT RT C, D; " Cl"; AT A , S ; "Ill" 
;A T K, K;" ~ " ; T 

130 IF T <aE THEN GOT O VAL " 290 " 
14-0 LET T aT - E 
150 IF A aC AN D B aD T HEN GOTO VA 

L "250 " 
150 LET D aD+ ( IN KEY $a"8 "l - ( IN KEY 

$;"5 ") 
170 LET CaC+ i IN KEY $a " 5 ") - ( INKE Y 

$; " ? ") 
180 IF C>V AL " 19 " THE N L ET CaVA 

L ""19" 
190 IF D >VAL " 28 "" THE N LET Da V R 

L ""28" " 
200 L ET ZaINT ( RND.V AL "4' " l 
210 LET AaA- (Za l<) + (ZaE l 
220 LET B=B+ (Z=E+E ) - (Z=IN T Pi l 
230 IF ~ >VAL '' 19 '' OR B >VAL ''28 '' 
OR A <aE OR B <aE+E THEN GOTO VAL 
·· 90 ·· 
240 GOTO VAL "110 " 
250 LET WaW+E 
250 PRINT AT A , B ; " . "' , AT A , B ;W 
270 IF W>=INT PI THEN GOTO VAL 

" 290" 
280 GOT O 1,.lAL "70 " 
290 PRINT "~ "; H 
300 LET F=F+Hi:T 
310 GOSUS VAL "'34-0 "" 
320 LET HaH+E 
33 0 GOTO VAL "'50 "" 
34-0 PRI NT ··~ ··; CF+ Wl • VAL " 1 

0·· 
350 IF T> E THEN RETURN 
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1: BORDER 0: PAPER O: INK 7: 
CLS 

2 LET !i ""O 
3 LET ch•• • ••:5 
4 LET shot • O 
5 GO SUB bOOO 

22 PRINT AT b,28; INK b; '~" 

25 PRINT AT 5,0 ; INVERSE l; 1 

NK3~ ; ~Y~fi
9;?!:~; INVERSE l; I 

NK 
4

~; ~~¥5~~?8: ig5>" 

41 LEH sc•O 
49 LET p•l4 
50 LET a•4 
80 lF INKEVS •" 1" THEN LET p 

cp - 1 
81 lF INKEV$ •"2" THEN LET p 

•p+l 
82 IF INKEVS •"0" THE N FOR n 

•19 TO 4 STEP - 1: PRINT AT n,p+ 
lj".": PRINT AT n+l,p+l;" ": LE 
T s hot •l 

83 IF p•4 THEN LET p•p+l 
84 IF p•20 THEN LET p•p-1 
89 JF s•O THEN LET ••a+l 
90 IF • • 1 THEN LET a• ot.-1 
9 5 PRINT AT 4,0j "" 

96 PRINT AT 0,0; INK 2J "SCORE 
• ";•CJ INK 2; .. CHEESE•";chee•• 

-SHOOT the mouse as it emerges 
from its house and runs across the 

~C.~ floor to steal the cheese. There are "'Iii~ ten pieces of cheese for the mouse to 
steal and, using keys 1, 2 and O, you 
must save as many pieces as possible. 

Cheese Thi ef was written for the 
!~ ~~1~!6 =~/~:~ .. OR~n: 6 ANO P 16K Spectrum by Mark Adams and 

-1 • • THEN PRINT AT 10,4;; "SQUE Stephen Smith of Leicester. 
EEEEEEK"r BEEP .3,35: PAUSE 30: '-------------------------- -, 
PRI NT AT 10,4;" " : ""Chee&.- 1 6030 DATA 16,lb9,240,221,:r.54,252 
LET •c • ac +t O: LET s•O : PRINT AT 199 IF shot • l THE N NEXT n: LE T ,b4,96 

b,a;" '' : LET ,11.• 4: GO TO 89 •hot•O b040 DATA 24,24,126,255,255 ,2 55, 

10 2 PRINT AT 20,p-l; INK 4;" 
0 .. 

-105 IF cheeae • O THEN GO TO 900 
0 -

110 lF a•2b THEN LET s • l 
111 IF •<4 THEN LET s • O : PRINT 

AT b,28; INK b;"~": LET eh•••• 

GUIDE Stuntman Stan down 
onto his skateboard. Stan has 
jet engine shoes which prevent 

him from hitting the ground if the 
skateboard is not at the bottom of the 
shaft, but if the shoes overheat they 
blow up . Press O to operate the shoes. 

Skateboard Stuntman was written 
for the 16K Spectrum by Patrick 
O'Brien, London N 12. 

5 LET ha•O: GO SUB 1000 
10 LET •c • O: LET t•1001 LET C• 

0: LET I • 3 : PAPER 4 
15 REM ••••fitl o P•o• •*•• 
17 CLS 
20 PRJNT AT 1, 11; "Sk•tebo•r-d" 

; AT 3 , 12; "Stuntor-"; AT 6,2; "Gui 
de St•n the s tunt••n down "; AT 
8,2; "onto hi& !ik • teboard.He h•• 
Jet" ; AT 10,2;"•ng1ne 'ilhOe& but 

16 

200 qo TO 80 255, 255 
6000 RESTORE : FOR f • USR "e" TO 6050 RETURN 

USR "d"+71 READ a: POKE f ,a : N 9000 CLS : PRINT ''' ''' '" 
EX T f NO CHEESE LEFT" : PRINT ··"YOU SC 
6010 DATA 16,56,44,60,218,173,21 ORED "; • c : PAUSE 0 : FOR f • O TO 2 
9,175 0 : BEEP .005,f : NEXT f: FOR -; • 40 
6020 DATA 64,33,t9,39,47,79,B4,3 TOO STEP -1 : BEEP .006,:t: NEXT 
8 :t:GOTOl 

185 NEXT m 

190 REM ** •**•***** *""****'"''""• 
200 PRINT AT 5 ,3i "Till\e Out": L 

ET l • l-1 : GO TO 700 
300 IF :t • 15 THEN GO SUB 2000 

305 IF :t • 15 THEN PRINT AT 5,9 
; FLASH t;"Sup•r Landing!": LET 
sc • sc+( Cc+l) .. m) : FOR r • O TO 2: F 
OR w•lO TO :SO: BEE;P . 01,w : NEXT 

~=="'"--- -- --- ---' ;: 1~~!2~: T~~~ t;~-~~: 6~T c•c+ l 
thes• blow''; AT 12,2;"up • ft er t 310 IF z <> 1:5 THEN PRINT AT 

~=/~:; !~:i:,..~:n!~:; =~ :;:~: : t 5;-~;;~ough Luck!": LET l • l-1 : GO 

o· OPERATES THE SHOES"; AT 19,5; 350 GO TO 90 

"P;~-~~~ ~•Y to pl .i.y" 600 CLS : PRINT AT 5, 10: "You A 

40 REM *********** ... ******** ;79:~;;~T:r s~u!~~;~HAMPION"' AT 

90 CLS : BORDER c 
92 PRINT AT 0,4: " HIGH ";h•i A 

T 0 , 20;"SCORE "jSC 
93 PRINT AT 6,22; MTi,in•M ; AT 1 

3,22; ''Li1.1es ";I 
95 FOR t:r•O TO 17 : PRINT AT b , 

1:i;"<igb>'"; AT t:r,17;"(9b)M : NEXT 
b - -
100 L ET x • :S: LET :t • lNT I RND * 

20)+5 
110 REM ••Main Pr-09r-.alfl Loop•* 
12 0 FOR m= t TO O STEP - 1: PRIN1 

AT 8, 2 3:m : " 
130 PRINT AT 18 , :z:" _ " 
13 5 IF :t ) 28 THEN LET :z• :S: PRIN 

T AT 18,30;" " 
145 PR INT AT x-1, 16;" " 
l~PRINT AT x ,16: OVER l;"~" 

155 PRINT AT x +l, 16:" " 
1 :57 rF INKEV$ <) "O" THEN LE 

T ic• x+l 
160 I F 1NKEV$ a "O" THEN LE T x 

• x - 1 
16 2 IF x<3 THEN LET x• 3 
165 IF x •19 THEN GO TO 300 
17 0 LET z•;p·t 

610 FOR k • O TO 50 : BEEP . 004,k : 
NEXT k: GO TO 610 
700 FOR r•O TO 2: FOR w• lO TO -

10 STEP -1 : BEEP • 01 1w: NEXT w1 

NEXT r 
710 IF l <> 0 THEN GO TO 90 
715 IF sc >h • THEN LET hs • sc 1 C 

LS : PRINT AT 5,e, FLASH 1 i "New 
High Scor • !" : PAUSE O 
720 CLS I PRINT AT 5, 11; "GA ME 

OVER"; AT 10,9;"PRESS ANY KEY "! 
AT 1:5, 10; "FOR NEW GAME": PAUSE O 

730 GO TO 10 
1050 REl'I •• U.D.G. * * 
1060 FOR a•O TO 7 : READ tu POKE 

USR :!i"+a,e: NEXT • 
1300 DATA 24 ,36, 24, 16, 124, 16, 40, 

•• 1400 RETURN 
1500 REM *******•*• 
1900 R'EM •• • Victory Skate••• 
2000 FOR d• 16 TO J.O 
2010 PRINT AT 18,d;" ..B."i AT 18, 
dj OVER lj" _" 1 PAUSE :S: NEXT d 

2200 RETURN 

2:SOO REM ••••••••••••****• ** 
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LS 

1 REM ***** ******* * 
2 REM ** PRIME •• 
3 REM •• COUNTER • • 
4 RE'1 •• •••••• • • ••• 
:S REM 
6 BORDER 6: PAPE R 61 INK 0 : C 

7 PRINT TAB 9; "PRIME COUNTER 
"' ; TAB 9; .. ( 5 •g 3 : s p : 7 • g3)" : PRINT 

10 PRINT "I WILL WORK OUT THE 
PRI ME" 

15 PRINT "NUMBERS STARTING FRO 
MONE " 

20 PRINT "NUMBER: TO ANOTHER NU 
MBER. " 

2 5 PRINT "WHAT DO YOU WANT THO 
SE NUMBERS " 

30 PRINT "TO BE? <SMALLEST FIR 
ST, PLE AS E ) • ., 

3:S (NPUT b: BEEP . 2,1 : INPUT a 
: BEEP . 5 , 0 

40 IF b < VAL "2 " OR b <> IN T 
b OR b >• • OA a( INT PI THEN 

PRINT ' INK 2; "'NO BOOD,PLEASE T 
RV AGAIN (ENTER"' '"THE NUMBERS ONE 

AT A TI ME>.'": GO TO 35 
:SO PRINT INK lj"Right,h e r e w 

• go ! !" 
55 FOR q• l TO ~ : NEXT q 
6 0 PRINT : PRI NT INK lj BRIGH L----------' ..:; ;:t; 

T l;b 
65 IF b/2 • INT Cb/2) THEN LET 

b•b+t 
70 LET q• b: LET 1• USR 32500 : 

IF I THEN GO TO 90 
80 LET b • q: LE T b • b+2: GO TO 7 

90 POKE 23692,-1 : PRINT qz IF 
INKEY$ <>'"'THE N BEEP .1 1 1: 

PAUSE :SO: PAUSE Oz BEEP • 1, 5 
95 IF q( a THEN GO TO 80 

100 FOR t • l TO 20 : BEEP .l,t: N 
EXT t 

105 BEEP 1, 20 : PRINT ' INK l;"'N 
ot bad,h •y?" 

1 10 PRINT ' BRIGHT l; '"Do you w .. 
nt ffltt to work out pri111e"' "number 
• from on• nufflbvr to"' "•noth• r n 
umb•r?~: DIM zsC t) 

115 INPUT z$ : IF .zS •" y " OR z S • " 

BARRAGE 

SINCLAlR PROGRAMS N(l'f}tmbtr 1984 

220 DATA 62,3 1 205 1 40,45,42 1 75 1 9 
2 , 35 , 126 , 35 ,94,3 5 ,86,35, 78,3 5 , 70 
,20 5 , 182,42,239 , 192, 1, 193 , 5 ,49, 3 

9 , 3,48, 48 , 0 , 8, 224, 225, 3 , 48, 48, 0, 
23,225, 49,4, 224 

230 DATA 3 1 :55,0, 10 1 225 1 161 1 16 1, 
l::'.i, 1:5,224 , 56 ,24,220,56, 1, 1,0,201 
,225,56,42, 101,92,43,4:S,43,43,43 
, 237 , 91, 75,92 , 19, 1,:S,0,237, 176,2 

39,2,56, 1,0,0 
2 40 DATA 201 

V"' THEN CL.S : GO TO 25 
120 IF ';f:•Mn" OR z S • "N" THEN S 

TOP t RUN 
125 CLS : PRINT FLA SH 1; AT 11 

,5; "PLE ASE TYPE YES OA NO" 
130 GO TO 115 
200 - CLEAR 32 4" 
2 10 FOR f •32500 TO 3258 8: READ 

.. : POKE f , ,. 1 NE XT f: RUN 

GUIDE 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 

Prjme 
CALCULATOR 
ENTER 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 SA VEd with SA VE "primec 11 

LINE 200. This means that the ma
chine code wil1 load automatically. 

P rim e Calculator was written for 
the 16K Spectrum by Nigel Rosson of 
Manchester. 

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

Barrage Balloons was written for 
the 16K ZX-81 by L Davis of Ports· 
mouth, Hants. 
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There's only one thing wrong with the 
ZX81. Its keyboard. 

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

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

ZX81 KEYS FILESIXTY KEYS 

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

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

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

In other words, you're not quite sure larders to Fllesixty Ltd., FREEPOST. London W9 2sii:l 
which keys you've pressed until the screen I Cheques/PO made payable to Files,xty Ltd. I 
actually tells you. I Please send me_ (qty.) Keyboards at £9.95 each I 

Our new, improved push button keyboard (includ,ngVATand P&P). 

changes all that. I Total£ I 
It matches the ZX81 perfectly. And the I Name "'""'""''"' I 

keys give a real calculator-type feel. I I 
To set it up all you have to do is peel oft the ~Ad~dr~e55

~ ---

adhesive backing and stick it on top of the I I 
ZX81 touchpad. I = I 
involv:~~~s~~a~J~~~~;inlof ~;~~~:~nt;~ it I = 11 = = ~ I ~ ~ ~ I 
will last for up to 31/2 million operations. ~ _ ~ ~ ~ ~ ;;: ~ ;;: ;; _J 

Fliesixty Ltd .. 25 Chippenham Mews, London W9 2AN, England. Tel: 01·289 3059. Telex: 268 048 EXTLDN G 4087. 
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b LET h•-0 

10 PAPER b : BORDER b : INt 0 : C 

LS 
90 GO &Utt 9000 

I 00 GO SUB bOOO 

10:S LE T '5he• t •l 

IOb LE T 15C-0 

107 LET sc2-0 

108 LET bu9-0 

110 oo sue 2000 

t 15 GO SU B 3000 

130 LET ,c•ll : LET y • 31 

140 LET ll 1-0 : LET yl•- 1 

1:50 LET ~ 1-Cx• x : LET yy•y 

l bO PRI NT AT O , Ot"SCORE• • 1sc : • 

HIGH-SCORE •• : ha 

200 PRINT AT ,c , y ; t..: O r J.'APER 

b1 ~A" 

21Q- IF IM-,EY.t. • • B" ANO ATTR t 

,c , y-+1> <) 0 JHE P' LEJ yl•l : LET 

.. ..., 
220 lf- JNtsEY1' •"5'" AND AtT R ( 

,c . v-1) ) 0 THEN LET y l •-1 : LET 

x1•0 
2~ I~ l'*E.'1' 1 •• 7 • ANO AlTR t 

1,y) 0 THEN LET ,c l •-1 : LE T 

yJ•O 
240 IF t,.E 'O •"b• AND ATTR C 

+1,yJ O THEN LET 111•1 1 LET 

vi , 
241: LET ,c:•><.+ xt 1 LET y•y+yl 

~4b IF ATTR (ic , y)•54 THEN GO 

>0<,()() 
247 IF ATTR hc,y>•50 THEN GO 

TO 500 

..!48 IF ATTR hc . y> < 48 THEN 

LE T •u : LET y•yy r GO TO 1:50 

2 49 iF y•31 THEN GO ro 1:SO 

~ PRINT AT Kie ,y y: It« 2 ; PAP 

EJt • : •':.!ml)" 
~ LET sc••c•l 

2:sb SE EP 0.00 4. -10 

2b0 IF sc>a1~ • 100 • sc2 THEN PRl 

NT AT 10 • .:a t PAP£R b; INt. 6 : " " 

270 GO TO 150 

500 PftlNT AT ,c:,c:,yy : 1,,_ 2 : •tu~ 

g, 
-

!',OJ PRINT AT ,c:,y : "£." 

505 Fot,t n•IO TO -5 STEP -5 

~HO BEEP Q.5,n 

515 M::XT n 

5;.>0 IF sc: h• THEN PA"INl AT 1 , 

41 "YOU HAVE A NEW H IGH- SC ORE'"1 L 

ET hs••c 
$,10 f'fll NT AT 21,..:; "Pftl:.SS ANY II 

EY ro PLA'I' AGAIW 

550 PAUSI:. O : PALF.tE 0 1 CLS : 60 

TO loo 

&IN CLS 

oO I lF s.heet•5 THEN 00 TO 8C,, 

602 LET •h•• t •11h••t..-1 

b03 LET •cZ••c 

b04 PRINT AT 10, 3 ; '"SHEET : w.h• 

•t-t:" CONPLETEO bONU5 50"1 LET 

•c••c • 50 

•o7 FOR n 10 TO 10 1 BEE P 0 . 09 , 

n, NEXT n 
.._... CLS 

•10 GO TO 

b"° STOP 

900 CLS 

801 LET f>• I 

90:.t LET sc•bOO 

~ HlR ,,,_t TO 3~ 

80b P'AP£.R P: BOkOER P1 CL9 

830 8l:-u> 0 . 05,N 

835 LET P•P•I : IF P.8 THEN LET 

P•I 
84<) NE.(f N 

841 LET sc•M:+150 

845 PRI NT AT 0 0 0 1 " ,. •--*• WELL DO 

Nt YOU FI NI SHE:I)• • • • • " 

644 PRINT TA~ 8 : "YOU SCORED "' 

:sc 
847 fF • c >hs THEN PRINT AT 1 , 

- : •you HAVE GOT A NEW H IGH-SCORE 

"' : LET ht1•sc;: 

850 PRINT Ar 21,0 : • PRii.SS ANY 

• EY TO PLAY AGAIN "' 

UbO PAU!,E : PAPEN • : 90RDEA o: 

CLS : 00 10 100 

:!00() PRlNr Al 1,0 ; lht'. 0 : PAf'(R 

0 1 "' (32 .. 198) " 

2010 ~l 
TO ZO : PklNT Af n , 

01 IN< O ; PAf,£R O : •<.!..i,!>• : Af n. 

i~~; 1
~~; : :~x!o~3 l: lNt v 1 PAP 

t:.R b: • 

~\)~ PRINT AT 2:1,0 : IH' l'I P'V"E 

fi 0 : .. f3.:i • 1q8)'" 

20;i5 l~t•I 
THEN kETURN 

2030 FOR n•l l lD 20 : PhJNt AT n 

,10; IN>'•.•; PAf' ER C ; •l~)" ; AT 

n-10,.?0 : "l..!....9.!!)'" : NE.Jtl n 

:.!V40 IF sh-l•2 THl:.N fiETUR N 

ZOSQ PfUNJ AT 5 . 1 : IHI' (' ; PAPER 

o:•ct5 • iQ81"1 AT lb , lb ; "U5' • lq8 

,. - - --

20b0 IF tih-t • 3 THEN k E.TuRN 

2070 PfUNT Ar 11,20 : IN! C•; PAP 

~:p~~~; 10,7 : f"AP'k.R 0 : I N 

• 0 : "' ( .. • 1910 • 

20'tV tr-iiiNt.-4 TI-E:N Rl:;T\6,!N 

.:1 PfilNJ A1 10, 11 JN,-._ O; PAPE 

R ll : "(4 • ia8) " : AT 12 27 : IN• 0 : 

are doomed to stay on that spot forc\·cr. 

Do not paint the floor bugs, as they will 

cat you, and l \.'Oid the pillars. 

Crazy P ain te r was written for the 

16K Spectrum by Richard T inner of 

Kiogswood, Bristol. 

f'APER 0 1 • <.!.!.!..i!!i 

:..'.110 Rl::T\JPN 

'.$.OOO LE• bug•bu.g+-4 

SOOI lF bu9 · 1t, 1'tfEN LET buQ• l b 

~ FOR r,•1 TO buQ 

'l01Q LET •• l NT < RNO • 20 • 11 LE 

T b• INT < RN!) • 29>-+l 

3020 IF AT fR 1• , b 48 THEN 

GO TO 30 10 

:Jv:15 If • • 11 THEN GO ro .;()10 

lOlO PRINT Ar a ,b: INI( 2 1 PAPER 

6 ; "B' 

:S040- t<ll:.Xl' n 

~· rd:::TURN 

ftOOO PAP~R b : BOADER 0 : IHI- 0 

6'010 PRINT Af 0 , 9:•CAAZY PAINTE 

R " 
ov2(, F'RINT "Us 1 nq th• cusor ••Y 

•l~.b,7 . Blyouh • v• to p• 1n t th• f 

l oors ot t h• ,.OOII• 1 n your e111pl o 

Vff"S ••n5'1on . A+t...- YOU h•v• P•l" 

t-4 • c...-t,un.-ount of th• iioor 

th• door • • w111 op9n .nd you w 

111 bit o1bl e ent...- the n• : t rooia 

b- ~ f-HJNT ·Sounds •• s.,. but I f y 

"" run ov..- •riy of th• n-1 v P• 1 

,t.9d f l oo,.. you sttd to the f lo 

or- •nd n•v.,.-l• a v• th•t rooa,eo ,.. 

-.ti.,.-
to l••v • • cl•.r path l 

o th• door . Al -.o thcPr"• •r• so,oe 

floor 
bug• e·Nti1ch if P• 1n 

tff .. ,11 Nt vOU• . Th• g•- • 

d• Nhen vou dt• or- Mtien you patn 

t 5 ,-oo-•" 

bU35 PRINl "Th• h t qher- th• l•vel 

th• _.. you 11 h•v• to p•1nt 

ti• f or-• l••v1nq" 

M•40 INPUI "SELECT LEYEL(l £.ASY 

l o 4 HARDt• : al 

b..0.• IF' sl 4 THEN 00 TO OO'I 

~ IF al I THEN GO TO b040 

bOb:!. LET 11l•a l +I 

b06b LET sl2-al 

b-07• BEEP O. 05, 15 

o015 a.s 
bO&u PElUH.N 

~ FOH n"'O TO ;lJ : READ d : POt t:. 

!JSR " .a - • n,d : NE.JT n 

"910 DATA 2-4.24,o'),90,'9() , 24.:U. . 3 

• (I020 DilTA bb,b0 . 90.219 .1 2b,OO.Ob 

,36 
902:) DATA 24,24 . 25~ , 2-"...5.~4 . 24 . 24 

,24 
'9()3,o fU;, T\EN 

" 



V 11 PAPER 4 : INK 7 : BORDER 4. 
12 GO sua 2000 
13 GO sue 9000 
15 DIM b(l2) 
17 LET t•200: LET s • O: LEl r•O 

20 FOH •• 1 TO 12: LET btaJz IN 
T ( RNI) •71+1 0 : NEX"f a 

25 LET y -"'15: LET :z• y 
27 CLS 
28 PRlN1 AT 17,15; INK 7 : ~" 

30 PRINT AT 8,21:"SPEClR UM "; 
r: AT 10 1 24 ; "HUMAN "p i 

:iO PLOT 95 1 143 : DRAW 0,9 : DRAW 
49,0: DRAW 0 , -9; PLOT 79, 143: D 

RAW 81 , 0 : DRAW 0,-120 : DRAW -B I, 
0 : DRAW 0, 120 : F"LOT 95 , 23 : DRAW 
0 , -8 : DRAW 49,0: DRA W 0,8 

60 FOR ;ta.I TO 12: PRINT Al a+ 
3 , b( a l: INK 1 :·:_Q": AT a+3,b ( a)+2 
: "O" : NElCT ._ 

Jo PRINT AT 19,23: "PRESS ''; AT 
21 , 22:"ANY KEY" : B'EEP . 1,10: PA 

USE O : PRINT AT 19,23:" "; 
Ar 21,22 : " " 

90 FOR x• ll TO 3 STEP - 1 
~ PRINT AT O,O: "TIME " : t :" 

100 PRINT AT x ,y: INK 7 : ".a._:: 
105 PRINr AT x+l ,~; - " 
107 LEl t • t - 1: IF t <O THl:N GO 

ro 6000 
110 IF INKE\IS • "q" THEN LEl " y 

• y - 1 : LET :z:• y+l 
112 lF INKE'VS • "w" THEN LET y 

• y+l : LET z • y-1 

y 
11:5 IF JNKEYS .. .. " THEN LET z • 

121 IF y ( lO OR y>19 THEN GO TO 
150 
122 IF ATTR <x- 1, y) • 33 THEN G 

O TO 3000 
130 NEX T x 
140 IF y > ll ANO y ( l8 THE N PRIN 

T AT 3,23 :" GOAL~''" : BEEP . 4,20 
: LEl s•a+ l: GO TO 20 

150 PRINT AT 3 ,23: "BALL OUT": 

AT ~ , 23 ; "OF PLAV" : BEEP . 5 , 5 : GO 
TO 20 

2000 FDA a•O TO 7 : READ c : POKE 
usa ~A"+ a ,c : NEXT a 

2010 FQR a""O TO 7: READ c: POKE 
USR "0 .. + .t ,c : Nt::XT a 

2020 6A°TA O,b0,126,t2b ,t 26, t 26,6 
0 , 0 
2030 DATA 56,56,5b, 16, 124 1 16,4 0 1 .. 
2040 RETURN 
3000 f'OR e• x TO 18 : PR I NT AT a+ 
l , y : INK 7; .. ~" : AT e 1y; " " : PAUS 
E :5: NEXT e 
3010 IF y ( 18 AND y > t 1 TH EN PAIN 
T AT 3,23 ; "1 SCORED ' " : BEEP . 3 , 
-:5 : LET r • r ... 1 
3020 GO TO 20 
6000 BEEP 2,40 : CLS : PR IN T AT 
3 ,ll;"GAME OVER"; AT 5,10; "F1n,1.I 

Scor•" : AT B,tO;"ZX UNIT ED " :r 
: AT 10 ,1 0 : "HUMA N "; • : IF •> 
r THEN PRINT AT 15,8: "You Win 
Earthling!" 
60 10 lF r >a THEN PRINT AT 15,1 
0 : "ZX RULES OK 11 " 

6020 IF r • li!. THEN PRINT AT 15,4 
;"I'll B•at Vou Next Time" 
6030 PRINT AT 19,3; "Pr ea• Any K 
ay For New Game": PAUSE 0 : RUN 
90 10 CLS : PRINT AT O, 12: "FOOTB 
ALL" 
Y020 FOR o • l TO 10 : READ 1:J : PAI 
NT AT 0"'2,2: iS : NEXT o : PRINT 
AT 2 1, :i : "PRESS ANY KEV TO PLAY" : 

PAUSE 0 : RETURN 
9030 DAl A ··vour te.a«r have a ll be 
en sent", "o ff , e xcept you . ThlP oth 
er te.am", "h a ve 2 4 men, but you ha 
v e " , "r e mot e control of th e ball' 
' '", "However I i f you I o&e po& aa ,o& 
1on• 
9040 DATA "you I o s.e control • Try 
to s co r e","th• mo-. t 9 0 .al a before 

th e " , "whi a tl e go es . IB•w~r e the 
b .al 1", "cannot s top' • • >. Control a 
~re:"," q • r1ght w• left 

YOUR FOOTBALL team have 
all been sent off the field and 
you arc left facing a team of 

twenty-four players. To give you a 
slight advantage the game begins with 
you in control of the football. If, how· 
ever, you lose control of the ball your 
opponents have sole possession 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 Nl2 . 

. ' J 
~!----..____ 

""------,:: - a____,__ • \3 

J
UMP FROM one log to another only this time the logs are shorter. Log Jump was wrinen for the 16K 
usmg key 7. When you reach the Misjudge a jump and you will fall to ZX-81 by Hai Ngo of Spencer, North· 
top of the screen you start agam your death. ampton. 
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... and access an 
of news, view 

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

So, you can link into a variety of 
services, including Prestel and 
Micronet 800. Access hundreds of 
software programs-many completely 
free. Talk to fellow users. Keep up-to
date with all the latest national, 
international and micro news. Play 
on-screen games. Check sports 
results. Book travel and entertainment. 

22 

Games 

Travel 

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

allows you to communicate directly 
with other Spectrum owners. 

And now, our SRecial offer means 
that )'.OU can do all this for just £ ll*a 
month. So complete the coupon and 
send it to us today, and we will let you 
have full details. of our unbeatable offer. 
' All pn«sq uotcd n:fc:riodomc-stteu11:onl). Forbvsmc~ux thc f>Tc:stdanr, ·' <Undmg 
C"N11< is£66. Thcrc:fon:bus1nn$u:ic~will ~biUe.1£.44.50 perquaner 
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exciting world 
s, fads & fun! 

. " " ,.,, · , 

Ttlu~opp11'19 

~.· .····· ;n.;·· .. 
• • 100 ~• ,,, ..... .,, ..... 
IICLUlt 
uco,.,•ur11" 

"""""L ••oout•• 

JIIIOOIL ••llM • •O 

'"""'".'"" ••0••1cc Looo• 

U •LltT•rc•L r;oOOI •• l•IIOLII t 0,,101 
, •• • ., .. ... ,, •• 0 • • , ..... ., •• • 
,.,.,,._ •11u11c•1•110,u 

,~ ,:.r, •• •• '""'"''- '""'""'" u IOu•••Cf 44 UIOl:O 

., ''""'""' . .,." .... 
~ , ,ou , ,,.,,, ,.,, • """' ' o, ,0001 •o• 
otr.oaoon•c; INOJK 

Swapping E~ucalio,zal software Shopping 

Latest news I 

, ,ou111 ou1o••w1e11,u•t ••• ••" 
1 •au• 011 IH ,., .. , .. 1•1 wooo uw~,1~, 
J 10•1<•00(I ~ Ill 1• IN <11•DL IN• 

• fNO<J .... CI. 1u••o•• L IU lfl .. 00< ~ •• I•< 
' ........ uo IIILO .. OOll••on,, 
< ~uor•, ..... MILO •• •0>1[• t.f•fl~" 

• ., C~~ 'IMC ••••• •T NIOL•HO •IT• ,., .. •o,.,o., .. ,.,,r,s••••• ,ir o•"" 
9 ,.,,, .. , ... "'"'"'" '""" '-'"""" ,n 

News 

Sport 

Competiti_ons Telesoftware 

Booking Mailbox 
Prism Microproducts Ltd. 

FORJUST £11* AMONfHYOUWILLGET: 
Prism House, 18·29 Mora Stree1 
City Road, London ECIV am : = 

• A Prism vrx 5000 worth £99.95. 
• One year's subscription to Prestel 

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

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

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

(up to 20% off retail prices). 

SINCLAIR PROGRAMS N ot"'"ber 1984 

Tel• 01·253 2277 == 
r; ease send me full information on your special offer~ I to Spe~rum users. I 
I Name• I 
I Address: I 
I I 
I I L ___________ _J 
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MANAGE UNITED! 
WIN THE LEAGUE CUP 

Manage your own football team. Tne game features 4 Clivisions, league tables, promot ion 
anci relegation. name your players, pick your team, buy anci sell players, train them anci 
scout to fin Cl out opponent"s tactics. All the excitement anci frustration of a manager. 
see the goals scoreci anci your star player being suspencieci ! 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 anci all gooel computer shops or mail orcier from 
cases computer Simulations Ltd., 14 Langton Way, London SE3 7TL 
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:5 GO SUB 9000 
6 GO SUB 6000 

10 LE T • c •0 1 LET l i •:S : LET hi • 
O: LET ml • 4: LET b•O: LET c • I: L 
ET m'"'Ot LET Z"' l 

1:5 DIM f 1411 FOR f • I TO 'h LET 
f Cf) • l: NEXT f 

16 LET r-• 1 
17 GO SUB 9 :500 
2:i FOR ds :St TO O STEP -1 
:SO IF m• O THEN LET b • d 
:S:i IF INKEY$ • "a" THEN PAUSE 

10 : PAUSE O 
40 IF INKEY:f • "p" THEN IF m• 

O THEN LET m• l: BEEP • 001, 1:5: 8 
EEP . 001 , 50 

:50 IF 11'1• 1 THEN PRINT AT c,b; 
" ": LET c • c+z:: LET b•b+ ( INKEY$ 

• "w" AND b <:S l) - ( INKEY:f • "q" AN 
D b )O ): IF SCREEN$ Cc ,b) < > " " 

THEN GO TO 50 00 
60 PRINT AT c ,b; "H" 
61 IF 111• 1 THEN IFb-l•d THEN 

IF c • t THEN GO TO 1000 
65 IF c ) 20 TI-IEN GO TO :iOOO 
66 IF c • O THE N GO TO :50 10 
70 GO SUB 9 :5301 NEXT d1 GO TO 

2" 
1000 BEEP .001,101 BEEP . 001 1 131 
BEEP . 001,16 : PRINT AT c,b; .. " 

: PRINT AT 1,b; ".!:!." 1 IF s c/300 • 
INT <• c/300) THEN FOR f • 1 TO 4: 

LET f Cf 1• 11 NEXT f; RESTORE 970 
O: FOR g • l TO 10 : READ a,b: BEEP 

• ,b: NEXT g1 LET r-•r-+1: PRINT 
AT 17,0J PAPER 7; INK O;""SHEET'"; 

AT l'il,O; INK t; PAPER 71,-
1010 LET z• ll LET M•O: LET d • d+2 
I LET c•l I NEXT d 
4000 PRINT AT 1:5 ,0; PAPER 7; IN 
K 1Jsc: LET c•c-1: BEEP .01, 10: 
BEEP • 01 ,201 BEEP • 01,J.O 
4010 LET z•-1 r NEXT d: GO TO 2:5 

:5000 IF f (ll • l THEN IF c;• 14 ;rHE 
N IF b)lO THEN IF b(19 THEN L 
ET f<l> • O: PRINT AT tJ.,171" "1 

LET •c • •c +:501 BQ TO 4000 
:5001 IF f (2)•1 THEN IF c•16 THE 
N IF b >2 0 THEN LET f 12> • 0: LET 

•c•sc +BO: PRINT AT 1:5 ,24;" "' : 
GO TO 4 000 
: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 A1 19,21; " ": 
LET s c •s c+90: GO TO 4000 
5003 IF f 13 ) • 1 THEN IF c • 17 THE 
N LET f (3) • 0 : LET sc••c +S O : I F 
b 13 THEN PRJNT AT 16,8;" ": G 
O TO 4000 

:50 10 FOR g • 32 TO 100 : PRIN T AT 
c ,b; INK 2 ; PAPER 6; OVER 1; BRl 
GHT 1; FLASH l; CHRS lg): BEEP • 
00 1, 20: NEXT g 
:50 15 PAUSE 100: CLS 
5020 PRINT AT 10, 11; INK 2; PAP 
ER b; BRIGHT t; "GAME OVER"; AT 
12,11; PAPER 2; INK 6;"5CORE • "';• 
c 

50 30 PR IN T AT 2 1 , O; INK 2; PAPE 
R 6; FLASH 1 i BRIGHT 1; " PRESS 
ANY KEV FOR ANOTHER GO .. : FOR f 
• 1 TO 4000: BORDER 7 : BORDER 6 : 
BORDER ::5: BORDER 4: BORDER 3 : ea 
ROER 2 : BORDER l: BORDER 0 : PAUS 
E 1: IF INKEYs • " ·• THEN NEXT f 

6020 PR INT ·" You contr-ol the SM 

il l l •pace•hip CH). When you have r 
••cued one ofth e s ctentist • ,you 
then have to dock with th• 111othe 
r-s hip EGl 

F J . " 
602:5 PLDT-206,97 : DRAW 0, 12, -1. 3 
: PL.OT 232 1 97: DRAW 0,12,1.:S 
6030 PRINT "" lf you er-ash into 
on• of th • ••t•r-ot ds or th• mo 
th•r•hip or- in to th • moona sur-f 
ilC• or- you t11i•• th• moth•r-•hlp 

on th e way bilck,then the 9a111e 
will e nd." · 
6040 PRINT NCONTROLS1 

'q ' L e ft 
·w· RiQht 
'p· Take off fro nt 11'10 

ther • hip ·o· Hold" 
60'!50 PRINT PAPER 6; INK 2; FLAS 
H lJ BRIGHT 1J " PRESS ANV KE 
Y TO BEGIN '" 
60b0 PAUSE 1: PAUSE 0 : RETURN 

9000 FOR f • USR "•"" TO USR "r-"+ 
1: READ •: POKE f ,•1 NEXT f 
900 :5 RETURN 
9010 DATA 0,85,170,8:5,170,2:5:5 , 2:i 
:5,2:55 
9020 DATA :56, 184 1 14 4 0 124,:58 , :58,4 
o , 40,:56,:58, 18, 124, 184, 184,4 _0,40, 
:Sb, :56, tb,2:5 4,:56,:56,40,40 . 

'il030 DATA 0,0,o ,o,o,o, 1:5, 19,:s:5,6 
7, 127, 127 ,63,31, 7 ,o,o,o,o,o, 1, 7, 
2:5:5, 19 :5 ,24,:52 ,:5 2, 122, 122, 122,·126 

:503 1 GO TO 10 ,Jb , 0,:56, 120,248,248,248,249,2:5:5 
6000 PAPER 0 : BORDER 0 : INK 7 : C ,2:5:5,255 , 2:15 ,249,248,248,240,0 

L~; : p=~~~\t~R~B~{ !~~ :5; ~L~S~ 90 4 0 l>Al 'A 0,0 , 1, 3, 7, 1:5, 15 , 31,31 , 
AR RESCUE 3 1,31,1:5,t :5 ,7,1,o, o , 112,24e , 24e , 

6010 PRINT .. Your mi•• ion i s to 2:52 , 2:52,2:52,'.2!52,252,248 , 248,2 4 9 , 
re•cue •• ffla ny a tr- anded acien t 24 1,24 0,224 , 0,0,0,0,48,48,0 , 130, 
i • t • CD) a• po•silo from the moo 1'il2,192,0,8,0,9B,9b ,0 ,0,24,124,2 
n• s ur-T•c • ... 5 4 ,2 :S':5, 127, l 27 ,6:S 1 6,0,9b, 178,240 

L-----,iiiiiiiiiiiiiiiii =~-- 1 ·97

•

4

•

481 50 

SCIENTIST RESCUE 
YOUR mission is to rescue 

stranded scientists from the 
moon's surface. You control the 
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_o"" 
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 
l 6K Spectrum by Neil Bates of Coven· 

try. 

9515 PRINT AT 13,0; PAPER 7; IN 
KO; "SCORE" : AT 1:5 1 0 ; PAPER 7 ; I 

~~t!;~~NT AT 17,0; PAPER 7; IN 
K O ;""SHEEP; AT 19,0; PAPER 7; I 
NI< 1;"1" 

'il520 LET .aS•"BDCD" : LET c:f • " KM 
o QR cr--oP LN 
.f.B... - "'".£.. -.Q... -.B.... 1L..:L 
ET b:f•"Gl 

EJ 
F .. 7 LET dS •"RC! OKM R 

a oo- a - PLN ""} 

- E Be E.." 
95 :SO LE T cS •c:f(2 TO 32)+c 'f:(1>+c$ 
C:S4 TO 64)+c:t:IJ.3) : LET .aS• a :f(4)+ 

as( TO 3) : LET b$ •b $12 TO 32)+b$ 
(ll+b:f(34 TO b4)+b$133): LE T dS • 

dSC32>+d$11 TO 3 1) +d:f l64)-+-d:f(J.3 
TO 63) 
9:540 PRINT AT 13,17; (,1S(l) ANO 
f<l»1 AT 15,24;C,1 S C1) AND fC2>l 
: AT 16,8; laS Cl> AND fl:Sll; AT I 

9,21 ; (aS( l ) AND fl4>> 
9:5:50 PR INT AT O,O;b:f; AT 5,0; I 
NK b; cS 
9560 PRINT AT 8,0; I NK 2 ; d :f 
9:570 RETURN 
9700 DATA .1,9,.1,4,.t,'il, _.1, 4 ,.1 
,9,.05, 2, .oe,-2 1 • 1, 1, .1, 5, . 1 ,9 
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T 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 O 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 T ur ret was written for the 
16K Spectrum by Neil Bates, aged 15, 
of Coventry, \YI Midlands. 

10 DATA 00.eo,e1,19,7 :; ,7:s,7:s,7 
2 1 70 1 70 1 7o, 71, 72, 72, 71,b9,bB,b7, 
~Jbb,65,64,~,64,~, 59,~.~.46 
,4:S,42 , 41 136,31,29,28 1 20, 19, lB, 1 
6,22,24,U,U,V,28,~,29,29,29, 
~.~,29 1 29,W,W,V,27,25,24,22 
,8 1 9, 10, 12 1 16 1 18 1 19,23,27 ,28,29 1 
:S2,34,:S5,37,:S9,39,37,36,37,:S8,39 
, 44, 4b ,57,~,62,65,67.~,70 ,7 2 

15 DATA 0,3b,66,15:S,255,15:S,b6 
,36,o,o,o,o,:s,o,o,o,o,o, 14 1 2ss,2 
55, 14, 14, 126,0, 7, 255,255, 7 ,o,o,o 
,:s1, 255,255,255,255,31,0,0, 255,2 
55,254 ,255,255,254, 12b,0,0,0,0,0 
,31,255,63,0, 126,6, 14,:Sl ,254,255 
,254 1 o, o, o, o,:s2,o,o,e, o,o,o,e , o, 

o,:s2,o,o,o,b4,o,o,o,64,0,o, 12e,o 
,o, 16,o,o,o,o,o,o,e,o,o, 1,o,:s2,o 
,0 1 4 1 0,0,0, 16,o,e, 120, 1, 16,0,68, 

0,33,0,0, o,o, 56, 60 
20 PAPER 5 1 BORDER 0 : INK 0 : C 

LS : DIM A(93): FOR f • l TO 93.: R 
EAD bi LET a (f>,.b: NEXT f 

21 FOR f • USR ".a" TO USR "o"+ 
71 READ a: POKE;: f ,•: NEXT f 

25 GO SUB 200 
2b 0111 •S:12,100): LET .a$(1) • "( 

9~>!£." 
27 LET •$(2) •" (!!!!e.>~" 
30 LET l • O 
.Jb LET b •O : LET c•O 
37 LET h• O: LET u•O 
39 LET &c• O: LET d•O: LET ••0 

40 FOR >:• 100 TO 1 STEP -1 
45 LET l • l +b 'II( I NKEYS- • "B" ANO 

1( 0> -b•{ INKEYS • "5" AND 1)-32) 

50 LET f • COS l •12: LET g• SIN 
l •1 2 

55 IF d•21 OR b • 21 THEN GO SU 
9 9000 

60 PLOT 50+f,20+g: DRAW f ,O 
61 IF INKEY$ • "0" THEN GO SU 

9 100 
62 LET • $(1) • a $ (l,2 TO >+•S(t, 

1): LET ,a$(2> • •$(2,2 TO >+•$(2,1 
) : PRINT AT O , O;•S<l, TO 321:.aS 
<2, TO 32 ) 

70 OVER 1: PLOT 50+f, 20+9 1 ORA 
W f,g : OVER O 

75 GO SUB 300 
90 NEXT x 
90 GO TO 40 

104 INK 2: PLOT 50+f+f,20+g+g: 
DRAW ( tt• f)+2,<1l • g> : INK O 

105 BEEP .1, - 20 
106 GO SUB 1000 
110 OVER 1: PLOT 50+f+f,20+g+91 
DRAW (11 • f) +2,(11 • g ): OVER O 
115 IF u "' I THEN PRINT AT b,c; 

•• .. : LET b • O: LET u•O 
I lb IF h•t THEN PRINT AT d, • ; 

" ": LE T d•O: LET h•O 
120 RETURN 
200 FOR f • l TO bl: PLOT f-t ,01 

305 I F d•O THEN LET • • INT < R 
NO • 20> +b : LET d • 2 

310 INK l: PRINT AT b,q" " : L 
ET b • b+l: PRINT AT b,c; "A" 

3 15 PRINT AT d,e;" ": Ln d • d+ 
I: PRIN T AT d ,•;".fr.": INK 0: RET 
URN 

500 LET sc•sc+lO : PRI NT AT 21, 
O; INK 7; PAPER O; ~scor-e • ";sc: L 
ET u • l: FOR y•l TO 71 PRINT INK 

y; AT b , c ; OVER 1; CHR$ (152+yl 
: BEEP . 00 1,3 0 : NEXT y : RETURN 

DRAW O, .a lf> : BEEP . 00 1,.aCfl/l.2: 600 LET •c: .,sc: +100: PRI NT AT 21 

2
::;~

6
~~

2
~=!~~,;!.~~G~~;:~~ , O ; INK 7; PAPER O; "Scor-••";sc: 

~~ "~R~~R o : :~~ I ~o ~~~ ~~~ O 6!~ ~~~p)( ~~!~~~N~;~N~OR A~~~ .! 
, ~ (fl/1. 2 : NEXT f: PRINT AT 21, - b; OVER l;x$( TO 4>; AT 1,)(-61 

O; PAPER O; INK 7J"Scor-e •O ": RETURN OVER 1;x$( TO 4): LET x $ •x $( 2 TO 
300 IF b ., O THEN LET c• INT ( R > +xs ( 1 >: NEXT v 

NO • 20 >+6: LET b•2 620 LE T .a$(1)• " 19:5• sp)BC" 
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b30 LET •S<21•"(~>0EF" 
640 LET x• 10 0: RETURN 

1000 IF ATTR lb,cl>41 THEN GO 
SUB SOO 
1005 IF x(3 5 THEN FOR v•:S TO 6: 

IF ATTR (1,x-v) • 42 THEN GO SU 
9 60-0 
1007 IF x(35 THEN NEXT v 
10 10 [F ATTR (d,•I ) 41 THEN GO 
SUB 1100 
1020 RETURN 
1100 LET s c •s c+I O: PRINT AT 21 , 
O; INK 7; PAPER O;"Scor• • ";sc: L 
ET h•l: FOR y • l TO 7: PRINT INK 

y; AT d,e; OVER 1; CHR$ (152+yl 
: BE£P . 00 1, 30 : NEXT y : RETURN 

9000 PRINT AT 10, \O;" GAME OVE 
R "; AT 12,1l;"SCORE • ";lic 
9 010 PRINT AT 15, 0; " PRESS AN 
Y KEY TO PLAY AGAIN ": PAUSE I: 

PAUSE 0 : RUN 
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Second in 

which race? 
ERRORS AND 
MISHAPS 

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 arc just in front of 
the finish line, and then wait 
until the other bikes air 
proach to overtake you for 
the second time. 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. 

Ne il 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 Fo rt y Niner , 
which had high-resolution 

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. 

Simo n Ketly , 
Musw el.l Hill , London. 

What is 
the secret 
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 J 92*256 pixel 
grid was set by a POKE. 
Does anyone know the pro
gram or POKE which can be 
used to achieve th is effect? If 
they do, please let Sinclair 
Programs know so that we 
can all ~se this effect in our 
programs. 

A. Horrock s, 
Rochdale, Lancashir e 

Failed 
geographers 

graphics and is a great sue- WANT you to correct a 
cess, but they have now pro- mis take. In the Jun e 1984 
duced their second high- issue of Sinclair Programs I 
resolution game, Rocket read in line 9000 of Geogra

Part of line 9040 was omitted 
from the program For Love, 
which was printed in the Sep
tember edition of Sinclair 

should continue: "AXE", 
"SOAP", "SOAP". 

the Turkish Republic is An
kara. 

I would be th ankful if you 
would correct this big geo
graphical mistake as soon as 
possible. 

Selc u.k Aksoy 
Istanbul, Turkey 

Millions have 
been won 

AM writing to tell you 
about my high score on Cas h 
Accumulator which was 
published in the July issue of 
Sinclair Programs. On my 
first turn I 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 Williams on, 
Macclesfield, Ch eshire. 

ZX-81 : the 
first sounds 

Man , which is great. I was phy Test that the capital city I AM writing with a letter 
addicted to it, and spent the of Turkey is Istanbul, which published earl ier this year 

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

David Lane , aged 13 
Bridgwat er , Somerse t . 

Reader held 
by police 

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 tryin g 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 matt er how 
small. 

C P Ball 
Kidderminster , 
Worc es tershire 

entire day in front of the is completely wrong. Istanbul written by Gerald Shield. He • If anybody has any advice 
television playing it without is the most famous and wrote that, in FAST mode, to offer Chris please lei us 
being able to reach a very crowded city of Turkey but, RAND USR 823 would know and we will publish it or 
high score. since 1923, the capit al ciry of make the ZX-81 BEEP. pass icon. r-----------------------------~-----------, 
I Please complete this form and enclose it with any program which you send to us for 
I possible publication. 
I 
I To: Sinclair Programs, 67 Clerkenwell Road, London ECIR 5BH. 
I I enclose . .... . ... .. ... . ......... . ... .. . ... .... .. .. . Program(s) for the . .... . .... . ..... .. ... .. .... .......... . .... compu ter. 
I I guar antee that each program submi tted is my original work. 
I 
I 

Signed . ..... .................. .. ........... . .. ... .. .... . .... ...... .. ........ .. .................. . ..................... ... .. . ...... . ....... . 

I Name ..... . .... . .... . . ... , . ... .... . . ........... •••. ...... .. .... . ... ... .... ... ....... . ..... .. .......... . ... .. ....... ....... .. .. .......... .... 
I Add ress .. .... ................... . .... ...... .. ........... ... ....... .... .. ... . .... . .. .... .... .. .. ... ... . ........ .. . ......... .. .............. . 
I ............... ............................................. ................................................................................... . 
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How much would 
you expect to pay for a 
dual 128K fast access 
storage system for 
your Spectrum that 
included Centronics 
and RS232 interfaces 
and free word pro
cessing software as 
standard? 

Chances are it's a lot more 
than £129.95. But this is what 
will buy you the incredible 
Rotronics Wafadrive unit. 
The re are no extras-this price 
includes VAT and postage. 

A fast reliable dual-
drive storage system 

Integrated System 

The Wafadrive is a 
complete system which 
contains the micro interlace , 
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· 
slonal systems, the units are 
dual drive. This offers the opti· 
mum balance between system 
flexibility and cost.Built.in 
serial and parallel interfaces 
allow the direct connection of 
just about any popular printer. 

Fast and Reliable 

The Wafadrive achieves 
very fast loading and saving, 
but not at the expense of 
reliability. Extensive research 
and the use of high grade 
mater ials ensure that the 
Wafadrivewill give years of 
dependab le operation. Data 

integrity is on a par with 
floppy disk. The fully inter
changeable wafers are avail
able in three sizes-128K , 64K 
and 16K. Low capacity wafers 
give faster access. They are 
therefore most suitable for 
program development 
applications. The high 
capacity wafers are suitable 
for more general data storage. 
Loading rate is well over ten 

timesasfastas cassette! 

Software 

Armed with the com · 
prehensive user manual, 
blank wafer and word 
processor supplied , you can 
use yourWafadrive 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 popula r 
home computers are under 
development. 

Send a 16p stamp for a full 
colour brochure and 
information on software and 
accessories. 

FOR USE WITH THE SINCLAIR SPECTRUM 

tt tU SNth 

@t1 .tse.eh 
@CU5 Ndl 
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Police intervene as 
computer creates life 

IN LATE 1982 the situation was clear. 
Space Inva ders 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 departur e 
from other games on the market that it 
requires new methods of criticism? 

Such a game is Deus ex mac hina, 
from Automata. This program can best 
be described as the world's first 
example of concept software. It synch· 
ronises a series of thematically 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 futur e integrating 
sound and film to creat e a more com
pletely interactive form of video and 
aural entenainment than is now poss
ible. 

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

For example, in one or 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 0

• While you are 
smarting over the suggestion that you 
should follow the commands or a com· 
puter game the cassette proceeds "Wait 
for it, wait for it ... 11 or course, you 
decide not to jump. Then , simulta
neously, the cassett e recorder shouts 
jump, and a bole appears. Of course , 
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As the Christmas soft
ware goes on sale Spec
t rum owners are spoil
ed for cho i ce. 

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 compl ete lyric sheet 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 arc presented with your score per· 
cemages 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 anistic software? It is 
difficult to tell but, whatever the score, 
Deus ex machina deserves to be an 
enormous success. 

Deus ex macbina is produc ed for the 
48K Spectrum by Automata, 27 High· 
land Road, Portsmouth, and costs £15 . 

Frank N Stein 
THE STORY of Frankenstein was 
ideally suit ed 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 th e 
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 Cbuc ki e 
Egg, and elements of Ma ni c M in er. 

Th e 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 Ha n dles, pro
duced for the ZX-81 by Footer Soft· 
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 thems elves 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 th e names appear to be redistril,. 
uted on an entirely random basis, ther e 
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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 
panicularly 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 Footer 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 
matters with him, but his response of 
ccBrilliant" 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 
detail you have little hope of solving the 
crime. 

Timing is of vital imponance 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 1 sleeping or 
working. While you remain still the 
other characters are moving quickly. 
Watson has patients to visit1 Lcstrade 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 pan 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. Melbourn e House have overcome 
this problem. After all, detectives often 
know what they want to discover, but 
have to find exactly the right quest ions 

You •r• In •rt :-~,="~=.~= lt:·y~. 
H~lf'l~:~;0 

,:ht" .. - ....... •-
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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 M elbourne House, 
Church Yard, Tring, Hertfordshir e and 
costs £14.95. 

Decathlon 
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 strugg le to 
meet the qualifying times and distances 
for the l 00 metres, long jump, shot 
putt, high jump and 400 metres. On the 
second day you contin ue with the 110 

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

Success in the throwing and jumping 
events depends panly 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. [n the first 
few races this seems acceptable but, 
while jogging your fingers in the 1500 
metres, questions such as "Why am [ 
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 Street, 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. 

Th e 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 reprogramm ed th e robots to 
destroy Eanh. Your task is, of cours e, 10 
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 eanh. 
To do this you will probably need a 
detailed map, good shooting ability and 
some idea of your rout e and things to be 
collected on the way. 

It is difficult to find fault with t.he 
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, ther e are no new elements to 
this game. Yes, Virgin are, very much, 
pl aying it safe. 

Good it is, innovative it is not. 
Stra nge Loop is produced by Virgin 
Games, 2-4' Vernon Yard, 119 Port~ 
hello Road, London W 11 and costs 
£5.95. 

Avalon 
AVALON from Hewson Consultants is 
billed as uthe 3D adventure movie," 
and it makes a very creditab le 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 Co rona ti on Street, this means that 
each room has a wall which you never 
sec, 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· 
tar 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 

S(NCLAIR PROGRAMS N«Jm1bn 1984 

placed various spells which can be used 
at different times. The Move spells with 
which you start arc important, as they 
are the ones which a1low you 10 move 
your astral projection around. Others 
which appear are essential to your pr~ 
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 essentia l 
for success in Avalon. 

Using a complet e thr ee-dimensional 
technique in an adventure is new. How
ever, it does produce graphics which 
flicker incessantly. Those people who 
were expecting graphics of th e quality 
used in An t Att ac k 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, 568 Milton 
Trading Estate, Milton, Abingdon and 
costs £7.95. 

Hampstead 
HAMPSTEAD from Melbourne 
House. What a disappointment. Th e 
game arrives in stylish packaging, com
plete with a pair of languorous Afghan 
hounds on the cover. The accompany 
ing book.let 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 

attained Hampstead. 
A brilliant start. However, when the 

game is loaded the screen clears and a 
limited, text-only adventure app ears on 
the screen. The screen display is unex
citing, the game was obviousl y deve l· 
oped using The Quill without using it 
to its full advantage. 

Granted, th e problems you encounter 
arc unusual. How many other games 
require you to cash a giro, cope with 
unemploym ent and watch "3,2,1" on 

television? However, once you have en· 
countered an amusing scenario once, 
you know the joke. It is unamusing th e 
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 H igh 
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 wiH 
not question playing the hero or a 
knight, but they will certainly wonder 
what is happening if they arc presented 
with a real-life situation, shown a wom
an and expected to treat her as merely a 
stepping ston e to 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. 
Inst ead, they ha\'.e 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, T ring, 
Herts. 

Peter Pan 
THE CR EAT ION OF Pe ter P an: 
Th e Adventure Gam e 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, Pe ter P an , which is 
enjoyable and fun to read. Then you 
load the computer game. You are imme
diately transponed from the flowing 
prose of Barrie to a one-dimensional 
world of short descriptions and limited 

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 Tink er
bell. Now wake Wendy, so that she can 
sew your shadow 10 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 wonderin g why you ever enjoyed 
rhe book. 

Some conversions from book to corn· 
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 10 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 Debug ging. 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. 

Th.is 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. 

Hyperactlon 
THERE WAS a time when rhe 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. 
Hyperactio n from Silversoft takes this 
theme one step further. 

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

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 tbe board. 
T he 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 10 

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 
se11. 

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. 

Mas ter Mariner is a revival of that 
hardy perennial Ocean Tr ade r. 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 
setting ofto sea, or goods being unload
ed. 

Vaga n Att ack 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 NI. 
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A wealth of free information is yours for the 
asking with the TTX 2000 Teletext adaptor. 

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

Now you can link together your 
ordinary 1:v. and your standard 
Spectrum and call up a wealth of 
broadcast information on Ceefax 
and Oracle covering jusl aboul 
everything from news, sport, reviews 
and entertainment to competitions, 
financial advice, advertisements and 
consumer topics. 

You can store Telelexl pages on 
Microdrive or produce immediate 
hard-copy prinloul, and download 
lhe Spectrum Telesoftware being 
jointly transmitted by 0 .E. Limited . 

and lhe broadcasting companies 
exclusively for TTX 2000 users 
(upgrade downloader ROM available 
shortly). 

The nx 2000 is very simple lo 
use and no modifications al all are 
needed lo your Spectrum or TV. 
Once you're sel up you don'I pay a 
penny more, no matter how often 
you use the system. Jusl lhink - no 
connection charges, s.ubscriptions or 
"access lime " bills. 

Just a few simple commands lei 
you find your way inlo lhe 
information rich world ofTelelexl. 

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

.,.r,r,-,m ... O.E. Ltd .. North Point, 
Gilwilly lnduslrial Estate, 
Penrith, Cumbria, CAIJ 9BN. 
Tel, 0768 66748 

~aS(' send me a TI'X 2000.1 enclose a ch('Qu;7'1 

I ::~~i~~~J~;t:~!~:~&0{.Lld.fortM3.75 I 
j :~:;e~~-myAccess/Visaaccounl (delete I 
l caroNo.__ I 
I N.imc· -- --- - 1 

I 
1- - 1 
I ~pp~c0<n!)l«tw1thpow('r!~y1otno.,n11f'<111111 I 

I Address; ___ ____ _ 

u;:.:~:;~~!~I~~:~:~: - - - _J 



Program to achieve 
speed and efficiency 

H OW can I make my program 
run faster and make it fit into 
my 16K Spectrum/IK 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 
an 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 
mcft'e easily approach commercial stan
dards wi1h 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 lK ZX-81 user will have more 
problems than the 48K Spectrum user. 

Elegant programming 
Thai 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 e111ing 
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 
simulta neously 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 anicle are really 
refined in the sense that you need not 
worry 100 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, 1here are some 
general principles, particularly for 
speed, to which you should give some 
thought at the developmem 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 stan 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 we.II 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 muhiplication, 
division, and exponentiation. Multipli
cation takes rwice as long as addition, 
division takes three limes as long as 
addition and exponentiation takes ten 
times as long. Although these figures 

can only be approximate, · -hey do at 
least suggest that some e.xamples of 
arithmetic expressions which could be 
written better might be: 
2*x Better: x+x 
y/5 Better: y*0.2 
zi2 Better: z*z 

It would also be worth while to look 
at the format of your expressions 10 
ensure that sub-expressions arc evaluat· 
ed once only, for example: 
LET A-B•C+Dl(B•C) 
could be better written as 
LET BC-B'C 
LET A-BC+DIBC 

A further point worth considering: 
make sure that any constants are evalu· 
ated outside FOR/NEXT or other 
loops, for example: 
FOR 1-1 TO 10 
LET A(I)-X(l)IZ+SQR Y 
NEXT! 
would be better presented as 
LET P- SQR Y: LET Q-1/Z 
FOR I- I TO 10 
LET A(I)-X (I)•Q+P 
NEXT I 
In this example, there is an obvious 
trade-off of memory for speed. 

Multiple logical tes1s can also slow 
down a program unnecessarily. Con· 
sider the following statement: 
IF A>B AND C<D AND E-F 
THEN .. 
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 TH EN IF C<D THEN IF 
E-FTHEN ... 
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 . .. . THEN .... ELSE 
statement in Sinclair Basic can some
times cause clumsy and inefficient pro
gramming. 
The princ iple 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=Il 
IF X< >20 THEN LET Y- 0 
SPECT RUM 
IF x~20 THEN LET Y= 11: GOTO 
30: LET Y=O 
30 ...... . 
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 multiple 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 dictates the value 
of a host of orher variables. A note of 
caution though: beware of making your 
program unreadable wi1h excessively 
long multiple statements. 

Array selection 
ZX-81 users may also argue that the 

IF ... THEN ... ELSE sta1emen1 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 XS (I TO 6) 
ELSE PRINT X$ (7 TO 12) 
the equivalent rwo statements for the 
ZX-81 would be: 
IF P=O THEN PRINT XS (I 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.e. 6 or 0) 
PRINT X$ (I +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 Speclrum 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+ I 
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 t.his 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 ofO and 1. Thus, 
in the example: 
If A<B then A-A+ 1-0=A+ I 
If A>B then A=A+0-1 =A- l 

Value compar ison 
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 EsF) 
THEN .. 
Though the inner brackets are unneces
sary when entering on your machine, 
they help in working out a truth table . 
There are possibilities: 
((O+O) •O) -o ((O+O) 'I) =O 
((O+l) '0) =O ((O+I) 'I) =I 
((1+0) •o) =O ((l+O) 'I) -1 
((l+l) '0) =O ((l+l) 'I) =I 
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$="6' AND Y<20 THEN 
LETY=Y+l 
IF INKEYS-"7" AND Y>O THEN 
LETY = Y- 1 
A much faster way would be: 
LET Y=Y+ (INKEY$= "6" AND 
Y<20) - (INKEY$- '7" AND Y>O) 

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

Literals arc numbers which appear 
HJiterally" 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 litera ls is 
to use the VAL function. To illustrate 
the saving1 compare the following: 
NO. OF LET LET A= 
BYTES FOR: A-JO VAL "10" 
LINE NO. 2 2 
LINE LENGTH 2 2 
KEY STROKES 5 8 
NUMBER 6 
ENTER I I 
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 
PI. Thus: 
LET Z=PI-PI and LET Z=SIN PI 
use even fewer bytes than 
LET Z=VAL "O". 
Similarly: 
LET Z=PIIPI and LET Z=SGN PI 
might be preferred 10 LET 
Z=VAL ' l ' . 

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 
"I " 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) SA VE 1he 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 10 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. T he answer here is to make a 
separate program for instructions and 
other information, with the last line 
used to call the main program. 
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MOVE your spider around the 
web, catching the flies before 
they escape. You have twenty 

seconds in which to catch 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 0 1 lNI( 7: BORDER O: C 
Ls : ao sue 1000 

2 LET hi•O 
3 LET ac•O 

4 LET U • O 
5 LET mis • O 

100 LET b •O 
105 REM draw w1tb 
110 FOR ••175 TO -175 STEP -75 

120 PLOT O,b 
130 LET b•b+40 
\40 DRAW 25::S,a 
150 NEXT • 
160 LET b • O 
170 FOR .a•25:5 TO -255 STEP -75 
180 PLOT b , O 
19 0 LET b•b+40 
200 DRAW a ,1 75 
2 10 NEX'r • 
220 FOR a •lO TO 82 STEP 24 
230 CIRCLE 137,92, a 
2 • 0 NEXT a 
250 LET a.•10 1 LET b•l::S 
254 REM ffla.ln loop 
255 PRINT AT a ,b; OVER t; "~ • 
260 LET c• INT < RNO •20): LET 

d • lNT I RNO •1 0+1 0) 
261 PRINT AT • , b i OVER I;"~ • 

265 PRINT AT c,dJ INK 5 ; OVER 
1; "R" 

270 PRINT AT a,bJ INK b; OVER 
l;"QE" 

280IF I NKEYS •" q" TH EN LET a 
•a-1 

285 IF INKEY$ •"a" THEN LET a 
•a+l 

2 9 0 IF INK£Yt, • "o " THEN LET b 
•b-1 

295 I F 1NKEY$ • " p" THEN L ET b 

29b PRI NT AT a ,b: OVER lj "~" 

297 BEEP .005,0 
298 LET ti•tt+l 
299 IF ti•18 THEN PRINT AT c, 

d; INK 5; OVER l; ':E.": PRINT AT 
a,b; OVER 1;"£g" : L ET mi S'°ffll•+l: 

LET ti •0: GO TO 260 
300 IF a(O THEN L ET a • O 
301 IF a >21 THEN L ET a • 21 
302 IF b ) 30 THEN LET b=30 
303 IF b ( O THEN LET b • O 
305 IF 111is• 5 THEN PRINT AT 10 

, 01 "QEQEOEQEOEOESCORE a " ; s c; "QEQE 
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~., : PAUSE 0: l"'i-ll.lti~ 0 : PAUSE 
0: GO TO 2000 

307 PRINT AT 0,20;" tl m••" ;tt: 
~F ti<lO THEN PRINT AT 0 ,2b;" 

3 10 IF a•c THEN GO sue 500 
410 GO TO 270 
500 IF b•d THEN LET •c•sc+10 1 

PRINT AT a , b; OVER 1;"QE": PRIN 
T AT c,d; INK 5; OVER l; 0 R"1 LE 
T tt•01 GO TO 2b0 -

510 IF b+1•d THEN LET sc•sc +l O 
: PRINT AT a ,b; OVER l;"Qg_": PR 
INT AT c ,d; INK 5; OVER 11"R" : 
LET tt •O: GO TO 260 -

520 RETURN 
1000 FOR b•O TO 21 READ as: FOR 
n • O TO ? : READ u PQl(E USR as:+n 
,a1 NEXT ni NEXT b 
1010 DATA " q",0,32 193,175,93,lb3 
, 16,32 
1020 DATA "e",0 1 4 1 250,245 1250,24 
3,8,4 

~WEBQ. 

MOVE YOUR SP 10 
ER AROUNO THE wee AND CATCH THE 
FLIES BEFORE THEY ESCAPE 

T " 

RRRKEYSRRR 
'Q......-:ro ""ciJ(" v.f' 
'A ' TO MOVE DOWN 
'0' TO MOVE LEFT 
'P' TO MOVE RIGH 

10:50 FOR 1•1 TO LEN • • 
1060 PRINT a.t=tl >; 
106:5 IF a S: ( i > <> " " THEN BEEP 
.0006,9 
1070 IF ;•70 THEN LET 9•10 
1075 LET 9•9•1 

1080 NEXT i 
108:I PAUS E Oz CLS 
109 0 RETURN• 
2000 CLS : PRINT AT 10,01 "'WANT 
TO PLAY AGAJN(Y/N)" 
2010 IF INKEYS- • "y" THEN CLS : 

GO TO 3 
2020 IF lNKEYS- •"n" THEN STOP 

2030 GO TO 2010 
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Outperforms any Spectrum interface 
The unique Turbo rnerface from Ram~ you al these 

features-and more-in one oot · 

* A vanety of rnerfaces inckd~ Rom cartridges, two g.way D plugs 
for standard joysticks, PLUS ful expansion tXJS at rear 

* Compatible ..wh Kernpston and Protek protocols. 

* Wor1\s 'Mth latest Quckshot Mk II auto rapid-fire joysticks' 

* Choi::e of Rom cartridge or tape cassette software. 

* lnStant program badif"€'Mth cartridge software. 

* Built in power safety device-unique to Ram Turbo. 

* Ful one year gxirantee. 

* lmmediateavailat:ilny-24 Hrdespatchon receipt of 
PO./credncard details (cheques-seven days). 

Or cal our credn card hot line on 02514 25252 (Access and 
Visa welcome). 

GUI3::: Electronics (Fleet) Ltd, 106 Fleet Road, Flee. l Harr!)shire 

r Pleasesendme: ---------- • : 

I __ Spectrum Turbo lnterface(s) at £22.95 • ' • I +£1p+p("""'5eaSorders.£3p+p) • ' • 
__ Quickshotll.Joysock(s)at£9.95 I I (Only\'.!le<lJXJrchasedwrthTurbo- normaly£12.95+£1 p+p) I 

I I enclose cl'<!que/post,; orde<or charge my kcess/Voaloc £__ _ I 
1~Zll llllllllll l l lll 1 
I Name I 

* Incredible value -only £22.95. 

So don't wan aroooj- sirr'l)ly c00'4)lete 
the coupon and send n to us today 

I Address I 

p) \\~~ Ta SPl I 
U~ ~-""""""-"""'""'"°"'Fleet....,...,..cuaa,,,._JI ru••a-----~~-;;;i;~;;~~ 



ZX-81 OWNERS 

Rocket 
Man Get rich quick by collecting Diamonds that are 

s imply lying there waiting for you! 

with 
Hi-Res Graphics 

on standard ZX-8116K 
Actual ZX-81 Screen Display! 

OOOOOOOSCOl'lf OO OOOOOH • OOOO IO>IUS 

' ~ ,; , • .:.!.! i 1 
' ~-rJ 

1. Diamond s 
2.Sea 
3. Platforms 
4.Ladde.rs 

5. Fuel Cans 
6.Rock e1 
7. Vultur e 
8.Legofl a mb 

"' t] 
9.Playe.r 

10. Bubloid 
11. Fuel Gauge 
12. Me n Remaining 

Oh ... I forgot to mention that there are one or 
two problems! There is an expanse of Shark 

infested water betwee n you and the Diamonds and a 
strange breed of Bubbl e that seems hell bent on 

getti ng yo u in it! Somehow you mu st cross it .... 
You have a Rocket Pac to help you (a Vulture on 

higher levels ) but you must rush aro und the platforms 
and ladders collecting cans of fuel (legs of lamb with the 

Vulture) and cursi ng that weird Bubb le. Once you have 
enough fuel then it's Chocks Away! 

Oh ... but don't run out of fuel on the way - otherwis e it's 
.... SPLASH! 

The aim is 10 collect all the 
diamonds from the far leh hand 
side of the screen. whilst avoiding 
the rampant Bubloid. These 
emerge from the sea and are hell 
bent on returning 10 their watery 
habital wilh you in tow. Sooner or 

~~~k~Th;~3~~~;,: ~~i~ri i~,~~f 
pla~fo~!i~~Jl:d3e~~~c~:~err of 
avoiding 1he Bubloid. you co1fuc1 
the fuel cans which appear in 
random positions. until you 
consider Iha! 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 

a~~r:~~h:&;6nd't~~ b~, 
don't run out of fuel or your 

rocket-pack will simply 

t~s:~~ ~~ ~~~k!ill 

There are six stages with six 
different platform layouts. On 
stages 1-3 the Bubloid. which 
floats in front of the platforms 

:~~~i~~"liH~~o i~~!~~~~ 
your position. making the task of 

:t~~i~ i~~a;e~O~::a~~t,g 
you once again start wi~ the 
easiest Bublold (which is a blessed 
reliefn but the fuel cans are 
replaced by legs of Jamb which 
you must collect to feed your 
vulture. and once ii has enough 

~i:?na(~~~~s~~ih! !~r:~!~~~s 
back to collec1 the diamonds. 

Extra men are awarded for 
every IOsOOO points- but ONLY 
once you have collected a~ diamonds and so completed each 
particular stage. 

GOODLUCK 1 

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

Software Fann , FREEPOST <nosiamp,e qui«d> 

(853658) , BS8 2YY Dept SP 

Software Farm, 155 White ladies Road, Clifto n, Bristol BS8 2RF. 
Telep hone (0272) 731411 Telex 444742 AFMADV G 



Y OU ARE the penguin who must 
climb the ladders to reach the 
fish on t~e 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 Reid, 
of Angus, Scotland . 

1 GO SUB 3000 
5 LET hi • O 

10 GO SUB 9000 
20 LET f • .2 : LET l e v • l 

832 L ET r-=18 : LE T c • l4 
1001 LET • "'2 : LET d•O 

i~~; ;~~o!;,f;;0
~APER 11 CLS : PA 

PER 1: INK 7 
1010 FOA n•4 TO 20 STEP 4 
1020 PRINT AT n,O; INK 4 ; BRIGH 
T 1; "CCCCCCCCCCCCCCCCCCCCCCCCCCC 
CCCCC" 
~ NEXT n 
1027 PRINT AT o,o; INK 6; PAPER 
OJ BRIGHT 1;'" LEVEL: 

HI, 
1028 PRINT AT O, 14; PAPER OJ IN 
K 6j BRIGH T t;l e v1 PRINT AT 0,2 
1; PAPER O ; INK 6; BRIGHT 11ht 

1029 GO SUB 6000 
1035 PRINT AT r-+2,01 INK 4; BRI 
GHT t ; "C CCCCCCCCCCCCCCCCCCCCCCCC 
ccccccc 

1040 PRINT AT r,q INK 61" ~ "I 

AT r+l,c; INK 6;" 1t" 
1050 IF r <• 5 THEN GO TO 7000 

1055 PRINT AT • ,d ; INK 7; BRIGH 
T l : " ~" : Al •+1 ,d; INK 7 : BRIG 
HT I: " FG" 
10:57 LEld•d+f 
1060 PRINT AT -3,29; INK 5 ; BRIG 
HT I:"!!!." 
2000 IF d >• 27 THEN GO TO 5000 

2 100 I F INKEVi' • .. q" THEN LET c 
• c-1: BEEP . 0005,30 
2110 I F lNKEVt •"w" THEN LE T c 
"'C+l: BEEP .000 5 ,30 
2 120 IF lNKEVt • .,t" ANO c + l • p T 
HEN LET r•r- 4 : GO SUB 6000 
,.:140 I F f'. 0 lHE:.N LE T c-0 
21:50 11: c >• 2 9 lHEN LET c•29 

2160 GO TO 1031 
29 99 REM t 1 t 1 • 5crue n 
-3000 CLS : BORDER 6: PAPER 6: CL 
5 : PAP ER 6 : INK O 
30 10 INK 4: BRIGHT l I FOR f • l TO 

40: LET .a• INT ( RNO *12 0) +1: L 
ET b • INT C AND •4 0) +I 
3020 PLOT 12 7, 10'!5: DRAW a ,b 
30 3 0 PLOT 127,1051 DRAW - a ,b 
3040 PLOT 127,105 : DRAW - .a, -b 
3050 PLOT 127,105: DRAW .a 1- b 
-306 0 NEXT f 
306 5 BRlGHT O 
-3070 PRIN T AT 1 ,0; IN K 2 ;" 

P E N G U I N" 
3080 PR INT AT 16, 0 ; INK 2; BRIG 
HT l;" Bo1.ckwards - O Forward-lo! 

Up-I "; BRIGHT O 
3090 PRINT AT 19,0; INK l;" • • ,. 
•. . pr•t.• an y to •t.art • ••• ••• " 
3499 PAUSE O 
3500 RETURN 
4 999 REM •nd of g.a111• rou tin e 
5000 BEEP .6, -10 : BEEP • 7, - 20 
5005 PRINT AT 12,0j " .. 

5010 PRINT AT 11 ,O; INK 7;.. TH 
E POL AR BEAR GOT THE FISH .. 
~15 FOR 1,1•0 TO 1:50 : NEXT 1,1 
:S02 0 PR INT AT 13 ,0J INK 7; " pr• 
•• •ny k •y for •noth•r g•-" : PA 
USE O: PAUSE O 
5100 I F l•1,1 - 1>hi THEN LET hi • l • 
v-1 
:5110 GO TO 20 
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:599~ REN ladder rou.ti n• 
6000 LET p • INT < RND *29+1) 
6001 IF ,-• 6 THEN LET p • :z.l 
6003 PRINT AT 6,0; "" 

600 5 PRINT AT 10 ,0; .. 

6004 PRINT AT 14,0; .. 

6 007 PRINT AT 18,0; .. 

6008 IF ,.. <• 2 THEN RETURN 
6010 BEEP . 005 , 10 : BEEP . 005, t :S: 

BEEP . 005 ,2 0 : PRINT AT r+t,p;" J;~27;.:J?"£; AT ,--1,p;''.d_M; AT 

6030 RET URN 
6999 REM n •1et le1,1el rout i n• 
7000 BEEP • 1, 10 : BEEP • J, 7 : BE~P 

.5, 20 : PRINT AT 12,0; " 
YOU GOT THE F ISH "1 FOR 1 
•OTO 200 : NEX T 1 : LET l • 1,1•l • 1,1+1 
: GO TO 100 
8999 REM uaer - d e fin ed-graphic a 

9000 FOR n •O TO 7: READ a: POKE 
USR ".a.,+n,a 1 NEXT n 

9010 FOR n .. o TO 7: READ .a: POKE 
USR "b"+n,;a: NEXT n 

9020 FOR n•O TO 71 READ .a: POKE 
USR "c" + n,.a1 NE XT n 

9030 FOR n•O TO 7t READ •1 POKE 
USR "d " + n,a : NEXT n 

9040 FOR n•O TO 71 READ a : POKE 
USA "e .. +n,a : NEXT n 

9050 FOR n•O TO 7: READ a : POKE 
USA "l"+n , a : NEXT n 

9060 FOR n .. o TO 71 READ ,u POKE 
USA "g"+n 1 a 1 NEXT n 

9070 FOR n • O TO 7: READ a : POKE 
USR " h"+n,a : NEXT n 

9080 FOR n •O TO 71 READ .az POKE 
USR "i ··+n,• : NE XT n 

90 9 0 FOR n•O TO 71 READ .at POKE 
USA "J" + n , az NEXT n 

9200 DATA 0 , :56 ,68, 130, 154, 1:54, 13 
1, 210 
9210 DATA 166,206,l~,188,2 48 ,32 
, 124,0 
9220 DATA 0,2:5:5,2 :51,1 23,114,:50,4 
B,16 
9230 DATA 3,7 , 7,7 ,3,1 5,3t,b3 
9240 DATA 192,224,224,224,19 2,24 
0,248,2:52 
9250 DATA 55,5 :5,23,7,14 1 14,14 1 14 

9240 DATA 236,236,232,224,112,11 
2, 112, 11 2 
9270 DATA 31,63,127,13,127,63,31 
,o 
9280 DATA 131,199,239,2:55,239,19 
9, 131,0 
9 2 90 DATA 129 ,255,129,129,129,25 
:s, 12<1,12<1 
9999 RETURN 
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-Are you being zapped by 
'finger drift'? 
- Fed up with being eaten by 
monsters? 
- Put new life into your pame and 
hit the right kef every time with 
the new 

GAMES BOARD 
Enjoy these great features: 

-t, Instantly attached/detached 
"{:( Games board masks unwanted keys 
ft Improves scores up to 50% 
ft Compatible with all games and software 

All this and more for just £9.95 

'(;( Can be used with joysticks for even faster control 
~ Can be used with all hardware add-ons 

From your local computer shop or direct from: 
MARVIC MARKETING LTD 
FREEPOST (No stamp required) 
Strettord, Manchester M32 8EL 

Telephone: 
'(i Ideal for young children 
-tr Keys can be inserted in any position 061-8642010 
'(:( 10 keys supplied. Full set of keys available with the ~ -- -- ~ a add-on kit Patents pMding -= -= 

The easiest way to become computer literate 
All the best listings In 
Basic , machine code , 
Forth and many more 
langua ges plus 

• Pro gramming advic e 
• Language courses 
• Software reviews 

SUBSCRIPTION FORM 
Mall to: EMAP 
67 Clerkenwell Road , London EClR SBH 
Yes - I' d like to subscribe to Sincl a ir Pro gram s 
(12 issue s - price £13.20) 
I enclose a cheque for £ __ 
Please ch arge my credit c ard : 

---= 

EXPAND YOUR MIND AND 
YOUR MACHINE 

Card name Number __ ___ _ 

SUBSCRIBE TO SINCLAIR 
PROGRAMS TODAY 

40 

Name Address. __ ___ _ 

Slgnature _________ Date _ _____ _ 
N.B. This ofrer ap pli es to U.K. sub scribe rs only. Overseas rates ava ilable on request. 

L- --- -------------- ------ - -~ 
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EMiLY~ 
TANTRUM~ 
EMILY is playing happily in her 

tree house when you go out to 
call her for tea. U nfonu nately 

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
ket. 

Emil y's Tantrum was written for 
the 16K Spectrum by William Bucking
ham, aged 12, of Fakenham, Norfol k. 

10 LET M•2 : LET .f 1•1 1 I NK 71 P 81 INPUT "Ancthll>r- 90 ? '<y lnl "; a 
APER o, BORDER 0 1 BRIGHT lt CLS :f. : LET a.S•.a. S+ " " : LE T 9S•• :S<I> : 
: GO SUB 'iOOO IF g$z"nM OR gS • MN" THEN GO TO 

1:5 RESTORE 3:5 1000 
20 PRINT AT :5,0; INK 4; PAPER 85 IF lNKEY'$ <> "" THEN 60 

2J "9BB BBBBBB888888BBBBBBBBBB889 TO 85 
Wfl:": FOR f•O TO 21 1 PRI NT AT 90 IF 9$ <> " y" AND gs <> "Y" 
f ,O; INK 4J PAPER 2J "Jt." 1 NEXT f THEN GO TO 81 

100 CLS : GO TO 20 
25 PRINT AT 6, 11 INK 4; "C. 1000 CLS : PR[ NT AT 21, 15; ':L,:' 1 

C C cc C C C C" 1 AT 4 PRINT AT 5 ,5;"Enuly' s la s t Stan 
71;: INK"ii" -.£.CCC-£.]' ~ ~ d!!"; AT 1,15;".£'; AT 2,15 ; INK 

C CC C" 2; '.:.f"; AT 3, 15; "!!," : FOR f • l TO 5 
26PR1NT AT 21 , 0; INK 4;"<32 • : FOR g • 7 TOO STEP -1: 90ROER g 

~" - : BEEP .01,9 : NEXT 9: NEXT f : PR 
27 IF fl • O THEN GO TO 45 JNT AT 5, 5 ;" 

; ~~ ;~; ; f ;:1 :s7:f ~; A~\~;~!!!:;; RJ~; F~~ ;7;J;~ 21 : ~~l~~XT A: f, 

FOR f • t TO 5 : READ at,bS: PR IN T 1010 PRINT •o; "Jt She got you 1n 
AT 20,i:qaS: : PAUSE 25 : PRINT A th• end' 1 ! K" : FOR f•I TO 200 : 

T 2,7;bS:1 PAUSE 25 1 FOR g • I TO 2 NE XT f : NEW-
001 NEXT g : PRINT AT 20,6;" 9000 RESTORE 9000 : FOR f • USR " • 

"; AT 2,6; " TO USR "l "+7 : READ ou POKE f, 
" t NEXl a : NEXT f 

35 DATA "Come dow n ,Em1ly! ","No '----------------1 9010 DATA 0,8,20,34 , 6 '!5,J4,20,B,B 
,I'm not going to!","Vou won·t g RND • 6>+2 : LET x• 1'!5: FOR f ,s7 TO 5,170, B5, 170,e5 ,17 0,85,170, t 6,40 
• t • ny s u.pper- •• ","l don't c aire ! " 19 : PRIN T AT f,p; INK i;aS: FOR ,36 1 72,36,72 , 40,16 
,"COME OOWN","NO!","Co me on,E tnil ")-( INkEY$ • "l")+'hc•2)-hc•29) : 9020 DATA 32,16,124 ,222,19 0,254 , 
y' " ,"l will not!","I'll get eras g• l TO gp : LET x • ,c+( INKEV;t. • "O 124 10,60,66,165,129,189 1 16::11 66,6 

s.4 0 · ;0;\ : ~-~~ ;~r~:;;.oRE .. 4o : F :~~N! AT 19,x-l; INK 7;" .!:.. " : N g6~;6~~~2~~:~~o ~ ~·M, .t 29,255,36, 

OR f•l TO 10: READ a,b1 BEEP a,b 64 I F INKEV$ • "2" TH£N PAUSE 902:S DATA 124,16,1b,t6,16,124,:S6 
: NEXT f1 NEXT p : DATA . 2,0, . 2,0 o ,16,o,12,15,140 , 252,252,120,0,60 
,.2, 0 ,. 2 , 0 ,.2 , 1,.2,0, . 2 , 0, . 2,1, . b5 BEEP . 0 1, 30 -f: PRINT AT f , ,126,2:S:S,255,24,24,24,24 , 136,136 

2,!r :e~p .8,12: PRINT AT 20,1; ~~~. !.~NEXT f 5!~~=~~~:~~o:015.129,129,129,2 

::Pr H• a ny ke y to play -TANTRUM... 70 PRINT AT 19, ,c;"L": IF >:• p !~~0 0:~:~~g -~m:~: :~;;~:~:~~";~· 

50 I F JNKEYS • "" THEN GO TO TH(N FOR b • l TO 2 : BEEP . l,1 0 : her"''"tr-Qe-house!lt Is tea time 
50 BEEP • t, 51 BEEP . 1, 1:s : NEXT b: P and "·• "you. h•v• come to get her 

RJNT AT 1,p;" " ; AT 2,p;" "; AT in . But,"''"Emily ObJec:t• and •h 55 P RINT AT 20,1;: 

56 PRINT AT 1,5;" "; AT 2 , :5: .. 
"; AT 3 , 5;" ": LET s• O 

:59 LET x • 2: PRINT •o; "f( Wi 11 i 
am Bucl-ingham 1984 .K" -

bO P RINT AT 19,>= :" ": LET p 
~ !NT C RND • 25> +-3: PRINT AT 1, 
p:" E "; AT 2,p: INK 2: "F": AT 3 ,p 
;•·g_7.: LET QP "' lNl C RN"i5 * :i )+l: L 
E'f aiS• "AOHtJ" (g p ) : LE T 1• tNT C 
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3 , p;" ": LET ••• +100 • <6-gp): GO • get • "' ' "angry! She throws her 
TO 60 toy s down"'' "frOll'I th• tr-•e,onto 

BO FOR f • I TO 10 : SEEP . 1,01 B your ga,-d.n!"''"can you • • v• your 
EEP .t ,- 10 : NEXT f : BEEP 1, - 301 lovely 
PRINT AT B,l;" L i t tl • Emil y i s c 9031 PRINT AT 21,0;".._1_ LEFT,"'0 
ro s• "; AT I O,t;".,.1t h you.Y ou dr-o .... RIGHT&, ... 2., PAUSE" 
pp ed °"" of he ,- " ; AT 12 ,l:"toy s 9032 IF INKEY$ • "" THEN GO TO 

~~~ .. ~~u ... :~!~~~i y~r 1t7~~: :;c:~:/4 903 1 
., ; • 9035 CLS : RETURN 
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42 

10 CLEAR C USR "A"-110): LET 
Z• I USR "A"-110) 

20 RESTORE : CLS : GO TO 330 

30 LET N•M2-l: POKE IZ+l1) 1 1BO 

40 FOR J•M1+3 TO 19 STEP 3 
::50 PRINT AT J-1,N;" " 
60 IF ATTR (J,M2)•59 OR ATTR 

(J,N>•::59 OR ATTR (J,M2+1) • :i9 T 
HEN LET 5•5+10: POKE (Z+30) 1 701 

FOR 1 • 1 TO 121 PRINT AT J ,NI O 
VER l;A•: RANDOMIZE USR CZ+2::5): 

NEXT I: POKE IZ+36) 1 128 : LET F • 
1 

70 INK 2: PRINT AT J ,N; esi FO 
R L • 1 TO 21 RANDOMIZE USR CZ+4) 
: NEXT L : FOR L•I TO 2 : PRINT A 
T J,NJA•: RANDOMIZE USR (Z+2::5li 

PRINT AT J , N1BS1 RANDOMIZE US 
R IZ+2:i) 1 NEXT L: INK 01 PRINT 
AT J,N;" 

80 NEXT J: POKE IZ+ll) , 0 1 LET 
S• S+5 

90 IF Ml • l THE N LET S•S+::SO: L 
ET C•C+l I PRINT AT 21 ,N; A* 

100 PRINT tl O; AT 1, 12- LEN STR 
s s,s 

110 IF C•3 THEN LET C• 01 LET F 
•01 RANDOMIZE USR CZ+731 : POKE 
IZ+l 1 >, 100 : FOR L • l TO 301 RANDO 

MIZE USR CZ+4l I NEXT Li POKE CZ 
+11) 1 01 GO TO 430 

120 IF F•t THEN LET F• 01 PRINT 
AT A 1 ,A2; " "; AT A3,A4J" .. : GO 

TO 600 
130 RETURN 
140 FOR 1•1 TO 2 
1::50 PRINT AT Ml ,M2; .. 
160 LET M2•M2+ ( INKEY* • "0" ANO 
1'12(31)-( INKEYS •N9" ANO M2)0) 

170 LET Ml•M1+3•f< INKEYS •" w" 
AND ATTR (M1+2,M2l•::S9>-( t NKEYS 

• "2" ANO ATTR <M1- 1,N2)•::59l) 

180 IF ATTR (Ml ,N2) • 58 Tt-lEN 
ET S•S+51 PRINT AT Mt ,M2; " • ": 
ANDOMIZE USR 12+4): PRINT tl O; 
T 1, 12- LEN STRS S;S 

190 PRINT AT M1,M2;MSIJ> 
'200 IF 1•2 THEN GO TO 250 
210 PRINT AT Al ,A2;" " 
220 LET Al•At+3 • 1(Ml>Al ANO AT 

TR IA1-+2,A2) • !.i9)-IMl<A1 ANO ATT 
R (A1-l,A2l • ::59l I 

230 LET A2•A2+<M2 >A2>-<M2 < A2) 

24 0 PRI NT INK 3: AT Al ,A2; "~' 1 

GO TO 270 
2::50 PRINT AT A3 1 A4;"' ": LET A3 

• A:S-+3•( (Ml>A:S ANO ATTR IA3+2,A4 
)•59>-IM1 ( A3 ANO ATTR CA3-1 1 A4 ) 
• 59)) 1 LE T A4 • A4 + CM2>A4)-IM2 ( A4) 

200 PRINT lNK 3; AT A3,A41 ".8..M 

270 IF POINT (M2 • 8 1 C20 -M l > • 8-1 
>• 1 THE N IF POINT IM2 • 8-+7,<20-
Ml)•B-71 • 1 THEN GO sue 30 

280 IF ATTR (Ml ,M2>•59 THEN G 
O TO 300 

290 NEXT I I GO TO 140 
300 FOR J • l TO 2: RANDOMIZE US 

R CZ+ 73>: NEXT Ji FOR J•Ml TO 1 
STEP -1; PRINT AT J ,M2; "C" : BEE 
P . 05 ,30-:S•J: PRINT AT J'71"12J" · " 
, NEXT J 

310 FOR J•l TO 20: PRINT AT J, 
1'12; ''..£": BEEP . 07,30-3 • J 1 PRINT 
AT J,M2; PAPER 5;C S CJl: NE XT J 

320 GO TO 410 
330 PRINT FLASH lJ AT 0,04" 

BURGER BAR 

3 4 0 PRINT '''"YOUR JOB AT THE B 
URGER BAR IS TOCOLLECT THE GLASS 
ES AND SEND THEBURGERS TO THE 90 
TTOM e v RUNNINGACROSS THEM." 

350 PRINT •'·"AVOID THE BAD APP 
LES - THEY CAN BE DESTROYED BY D 
ROPPING BURGERSON TO TMEl'I. " 

360 PRINT LEFT 9 
RIGHT O UP 2 
DOWN W"1 GO TO 610 
370 FOR I • USR "A" TO USR "M"-+ 

7 
380 READ J : POKE I,J1 NEXT I 

v~~o~::~~~Iz:r ~~R 1~;;:~~s;A~~ E 

0 
400 LET AS•"EFG": LET 8$•"JKL .. , 
LET GS• "IM"1u'T F•01 LET"Fii-"C 

.J2.": LET s;'G : LET H•Ot LET CS•":::
, GAME OVER ••••.•• " 

410 IF S ) H THEN LET H'"S 
420 LET C•O: LET S • O 
430 FOR K • O TO 2::5::5 STEP 51 POKE 
<Z+lll ,K1 RANDOMIZE USR (Z-+4): 
NEXT K 
440 POKE 23092 1 2!.i51 FOR l•l TO 

24 : PRINT AT 21,31: PRINT ! NEX 
T 1 : RANDOMIZE : CLS :~ ==~~~ :~A~H

0 i; cgee~g~: .. INK 

3; AT 0,0;" B U R G E R 
B A R 

Y 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. 

470 FOR I • 2 TO 20 STEP 3: PRINT 
AT I,O; INK 1; PAPER&;".!!!!!! 

889BBB8998988 9999988898888 .. : FOR 
J • l TO 41 PRINT INK 2; AT I-1, 
INT ( RND •32 );0$11+( INT I RND 
•2> » : NEXT J 
480 PRINT INK 5; PAPER bi AT J 

+~9g1 ~E~2E~E~ "~o~E~:3 
1 

TD 10 STEP 
3 
::500 FOR K•6 TO 2 4 STEP 9: PRIN T 

INK 2; AT I ,KJ8S1 NEXT K 
:uo LET J• INT I RNO • 32): IF 

ATTR (l,J) < > ::53 THEN GO TO 510 

520 PRINT INK 3J AT I,JJ"!!"I A 
T I-1,J;"H": LET E•E+I: IF E <> 
4 THEN Glf TO 5 10 

!i30 LET E•01 NEXT I 
540 PRINT t101 AT O,OJ INK 3J'"C:l 

~ ;RJNT AT 21 , 0J INK 5J PAP; 

R5:r~~ ~ ;9: LET M2•0 
!i 70 PRINT • 01 AT 1, 1 i "SCORE OOO 

00"; AT 1, 17; "HI SCORE 00000" 
580 PRINT • 01 AT 1 , 12- LEN STR 

S S1S1 AT 1,31- LEN STRS H1H 
!i90 FOR K•240 TO O STEP -15: PO 

KE (Z+lll ,Kr RANDOMIZE USR CZ+4 
) : NEXT K 

600 LET Al•3 • 1 INT ( RND • 7>1+1 
: LET A2•31 : LET A 3 • 3 • I I NT I RN 
D 1t5) l +1: LET A4•0: BO TO 140 

blO FOR J • Z TO Z+1 02: READ K1 P 
OKE J ,K1 NEXT J : GO TO 370 

02 0 DATA lb,61, 10,25,::58, 72 1 92 1 1 
5, 15 1 15,30,247 ,243,211, 2::54 ,238 1 I 
6,67, lb,254,29,32,246,251,2 0 1 , 24 
3 ,58, 7 2 ,92,1 ::5, 15 1 1!5,8 1 38,0, 1, 128 
, o ,e,2 11 ,254,23e, 10,0,40,o,~.9 2 
, 107 , 2 37 ,8 2 ,237 ,82, 17 ,2::54,0,2::5, 1 

25, 148,56, l ,Ol, 103,61,32. 2 !.i3 , 11, 
120 , 177 ,32,223,251 ,201,:.M3, 17, 10 
,208, 3 8, 10,58, 72,92,31,:S l ,31 , 14, 

2!.i4,238, 16, 237, 121 ,67, 16,254,31, 
32,244,28,21,32 , 232,251,201 

630 DATA b0, 12b,255, 153,2::5::5,2::55 
, 120,oo,255, 12b,231, 24, 2 31,0, 0 , 0 
,50 , 50, lb,5b , 124, 1B6,40 168,5b,5b 
, 10,:so,40,40 , 1e, 1e.,o, 127 ,2 5 5,0,2 

55,0,255, 127 ,0,2::55,25:i,0,255,0,2 
::55, 255,0,254, 255 , 0, 25 5 ,0,255, 254 
, 120,66, 126,eo, 120,00, 12&,&6,o,e 
2 ,20,e,e,e,20,o, 121 , 2 55,0,25 5 , o , 
255, 12 7 ,0, 2!.i!i , 255,0,255,0,~5,25 
!i ,0,2!.i4 ,25!.i ,o , 255, o, 25 5 , 254, 0 

640 DATA 0 , 34 , 34,20,20,20,28,0 
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CATCH 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 L~-'L-=-=.,.__ 
down to make a sandwich and you move 'l,':,..::;~?'~2:::~~:'.;l~=;;;;::'.~ 
on to a higher skill level. .... 

Jam Sandwich was written for the 
16K Spectrum by Alan Thomson, Lon
don SE4. 

1 PAPER :S: CLS : INK 7 : GO SU 
B 3003 : REM in s truchona 

2 GO SUB 4000: REM UDG 
5 INPUT "SKILL LEVEL 1-5 (:S-H 

ARDEST)";5kl; BORDER 3 : CLS 
6 IF sk l ( l OR skl>5 THEN BEE 

P .1,1: GO TO 5 
10 GO SUB 1000: REM initi..a}l5e 

41!.0 PRINT AT 13, 21; 
PRINT AT 13,21:" " 
470 FOR l<•22 TO • • 
480 PRINT AT 12,x : 

PRINT AT 12,x-1;" 
490 NEXT l< 
491 LET •••••-1 
49:5 LET Ja,m• Ja,m+l 

INK 2 :•:g:· : 

500 PRINT AT 12,x-l;" "1 PRINT 
20 GO SUB 2000 : REM $Creen AT 13,XJ INK 21 "E · 
40 REM ll'lilinlcop :50:li FOR b • l:li TO i"f 

Bl" 
2040 NEXT n 
204:S PRINT AT 18,2:S; INK 21 PAP 
ER 4;"S kill-";sk l; AT 18,0;"H-Ho 
Id" 
204b LET f:t: • "(IO•iq8)" 
20:50 PRINT AT 8,22; INK 7; f:t: 
201!.0 PRINT AT 9,22; INK 7;f:t: 
2070 PRINT AT 14,22; IN K 7: f::f 

2080 PRtN"T AT 1:1,22; INK 7: +t: 
:50 LET x• INT ( RND 1>8)+7 :S06 PRINT AT b,20;"" 
60 FOR n•6 TO x :507 NEXT b 2090 PRINT AT 10, 1; INK 7; PA PE 
70 PRINT AT •c , s l;" rull! " :510 IF jam • lO THEN GO TO 700 R 0; "JAM .. 
80 GO SUB 900 :5000 PRINT AT 0 , 0; INK 7; j•1 PR 
90 PRINT AT :i,:i! INK 21 '.:,£': P :520 GO TO 40 lNT AT l , O; INK 2; INVERSE l 1" 

RINT AT :S,:S; N " bOO PRINT AT 4,6; "HARD LUCK TR JAM SANDWICH 
100 PRINT AT 4,n; INK 2;"E" : P Y AGAIN!!": FOR y•l TO 200: NE XT : PRINT AT 2,0 ; INK 7;J :f 

RINT AT 4,n-1; .. " - yr GO TO 7 3001 PRINT AT 19,0; INK 7:J$1 F' 
110 NEXT n 700 PRINT AT 8,22J I NK 5;" R IN T AT 20,0; INK 2; INVE RSE l; 
120 FOR n•4 TO 18 " JAM SANDWICH 
125 PRINT AT • c, • 1+5;" " 710 PRINT AT 9,22; INK 5i" " : PRINT AT 21 , 0; INK 7 ; j1= 
130 PRINT AT n,l<i INK 2; "E": P 3002 RETURN 

RINT AT n-1,>q"" - 720 PRI NT AT 11,221 PAP ER 7i" 3003 LET J$•"132 •iqSl" 
1~ GO SUB 900 3004 PRINT INK 2; jS1 PRINT INV 
15 5 PRINT AT sc , • l;•• ABB" 730 PRINT AT 12,22J PAPER 7;" ERSE l; INK 7;" JAM SAN 

JAM SANDWICH 
GO TO 300 7 4 0 PRINT AT 13,221 PAPER 2;" 

180 NEXT n " 
1'?0 GO TO 600 7~ LE T •kl•akl+ l: IF ak l •O THE 
3-00 LET•• IN"T I RND • 10)+8 N PR IN T AT 11,b;"YOU'RE TOO GO 
305 FOR l<••kl+8 TO 18 OD"J AT 12 , 6!" AT THIS GAME" : GO 
310 GO SUB 900 TO 760 
320 PRINT AT $C,s l;" ..aru!:" 751 PRI NT AT 4,b ;"HAP PY EATJNC3 
3~ PRINT AT •c-1,al; INK 2; •• "' "THE SKILL LEVEL NOW GETS H IGH 

E " ER"1 FOR z•-15 TO 39 1 BEEP .02,z 
-330 PRINT AT l< ,•; INK 1; "F"1 P I NEXT z: PAUSE O 
RlNT AT l<-l ,•1" " - 755 PRitofT "PRESS ANY KEY " 1 PAUS 

335 PRINT AT 18,•;" " E 0 1 GO TO 7 
340 IF al • l 7 THEN PRINT AT l<, 71!.0 STOP 

•;" ~: GO TO 400 900 LET •l•sl+I I NKEY:t: •" 8"> - ( 
34 5 IF al +-1•• AND sc•)( CA s l +-2• INKEY:t: •" 5")+-( • 1<7>-(•1>17)1 PRI 

a ANO ac•x OR •l+-3 • a AND •c • l< TH NT AT 17 1 71" "; AT 17,211" "I A 
EN GO TO 600 T 16,71 .. "; 

3:10 NEXT l< 910 IF INKEY:f • "h" THEN PAUS E 
360 GO TO :SOO O 
400 PRINT AT 17,17;" " ; AT ~ RETUR N 

!~ol=~;N; AT l:S,20; INK 21 " !" !~1~ ~~ !~:;~, LET sc•17 
1030 LET •••30 

420 PRI NT AT 15,20; ''..£." 
430 PRINT AT 16,20; "Q.'.' 
440 PRINT AT 17,20;".Q." 
445 BEEP . 0 1, 20 
4 50 PRI NT AT 14,20; INK 2;:!," : 
PRINT AT 14,20; •• " 
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1040 CLS : PAPER 5 1 CLS I BORDER 
3 

1050 RETURN 
2000 REM scr•en ••t up 
2020 FOR n• 6 TO 16 
2030 PRINT INK 21 AT n,01*!!!.!..i. 

DWICH " ! PRINT INK 2;J 
:f: PRINT AT 1'?,0; JNK 2; j S: PRI 
NT INVERSE 1; IN K 7 ;" 
JAM SANDWICH ": PRINT 
IN K 2; J$ 
3005 PRINT AT 6,0; INK 7; jt:; 
3010 PRINT AT 8,0; INK 2;" U 
SING THE KEY'S <:SHd8> YOU M 
UST CATCH THE JAM SO AS TO 

FILL YOUR SANDWICH. 
BUT BEWARE·•'" THE JAM SNATC 

HERS ARE ABOUT , " 
3015 PRINT AT 15,0; INK 7;j :t: 
3011!. PAUSE 600! CLS 
3020 RETUR N 
3030 GO TO 5080 
4000 FOR f• USR "• " TO USR "f" • 
7 : READ &: POKE f ,a: NEXT f 
:sooo DATA 255,127,63,:so,o,o,o,o 

:1010 DATA 255,255,o,o,o , o,o,o 
50:SO DATA 1,3,7 1 15,1 ::5,15 ,l:S,7 
50 40 DATA 3,3,:S,3,3,3,3,3 
5050 RE11 J&lll 

5060 DATA 24,24,60,60, 126, 126,2:S 
5,255 
5070 DATA 24,b0 , 2:12 , 00,92,82 1 129 
,12" 
~ 80 RETURN 
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A BAL L 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 ba11 to be bowled . It is 
then released and you receive points 
according to the number on th e pins 
which you hit. 

T en Pin Bowlin g was written for 
the 16K ZX-81 by Stephen Tait , aged 
12, of Washington, Tyne and Wear. 

SJNCLAJR PROGRAMS Nowmber 1984 
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t1f BOTT OM Ofl" THE 
\JHICH I~ HOVI 
O THE Lfl"T. UH 
ITION YOU UAI, 
• THl!!!IE RPI! TH 

IOtl $ . 

,• \ ,i 
~li~~p~~~1c~~~~~5 ~~n~E~5I~$ T~g 
U GfT Ifl" YOIJ KtlOCK 00\Jtl THAT PI 
N, YO U Ht<VI!! 3 ei=iL.L$ TO 00 iHI$ ." 
1770 PRINT AT 21,0," PFlfS) A 
UY K~ TO PLAY " 
1?7S I,. INK.f Yi""" THEN GOTO 17-5 
l?S0 CL$ 
1790 PUtl 
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--AUTOMATA U.K. 
The Piman's Software House 

ID 
DEUS EX MACHI NA 48K Spee. Kempston 
Joyst ick & ZX Interface 2 compatible. The 

~a"~b~r;~~o~8P~:t:~.r~.·:;:. kr;~~:~~ind 
you, in an animated tel evised fantasy, 
synchronised to an incred ible steteo sound 
track . There is nothing hke 1t in this world . 

DEUS EX MAQ-NNA 

PIMANIA 

PIMANIA4 8K Spee. The Cult Advtnture 
that's for reall Could you be the lucky 
winner _of 'The G_olden Sundial of Pi'? Many 
have tried and f.iiled , Voted program of 
1983 by the Computer Trad e Association 
!Jo int winner). 

,,.,,..,,,,.,=,=,oz:,""'::, PI ROMANIA 48KSpec.M/CArcadeS1y1e. 
Kempston Joystick & ZX Interface 2 
compatible, Strik e a light! Fire your imagin
ation. That bright spark of a Piman is 
flam ing well out 10 make the residents ol 
Automat a Towers the toast of the town ! 

L...!!!!il!!!!!!E! ~~~~~ e~~~~:f~~~ ~~~;.?aa:~~::~he 
inmates give up smoking? PI ROMANIA 

DARTZ 

Pi.EYED 

YAKZEE 

DARTZ 48K Spee. Family fun . T his 
'arrowing version of your local's favourite 
game ! Includes true life scoring with 'The 
more you play the more you drink, the 
worse you r game becomes' ru le! 

PI -EYED 48K Spee. M/C Arcade Style. 
Kempston Joystick compatible. T he Piman's 
hit the bottle! can you hell) him negotiate 
the traffic and drink the town dry? 

YAK ZEE 48K Spee.and Oragon. 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 
al ong with a simple to follow guide on how 
to play YAKZEE . 

NEW WHEELS JOHN? 48K Spee. Family fun. Would you buy a us.ad 
motor from this man' Oar e you clock an old banger? Have you ever 
wondered what it's like to run your own second-hand car lot> Wheel 
leave the ruu to you! 

CRUSOE 48KSpec. M/CGraphic&Te xt 
Adventur e . Shipwreck ed and stranded, on 
ye remote island, with nothing save a bott le 
of Granny's patent elixyr , an empty stomach, 
ye shons that he stands up in .. and thou. 
Ye adventure is only just beginning. Can you 
help him escap e ye island's perils? 

Pl·IN'ERE 48K Spee. MIC Arcade Style. 
Kempston Joystck & ZX Interface 2 
compatibl e. 6 1 scree ns of action as Burt 
searches for the e lus ive bug inside a 
computer, whi le keeping out of the reaches 
of the minor menaces . The program includes 
Hi-Score, Save and Load facility as 'Nell as 
Replay from last position fea ture. 

OL YMPIMANIA 48K Spee. M/C Arc&de 
Sty le , Currah Micro Speech & Kempston 
Joystick compatible. For all those who just 
can't get enough of the Olympics, the Piman 

CRUSOE 

Ill 
PI-IN'E RE 

stages his own just for you I Yes he's going for ~ 
gold in the cra:ziest events you 've ever seen ! .S r.=E~'\. 
~~f:h:~.n!;ts°:i

1
~;:,C~[t~~~~o~~ePi-Jump, C'l-fRS.~ 

or even the Butterpi? The Piland Internationa l OLYMPIMANIA 
Anthem or, the flip side . 

PI-BAL L ED 48K Spee. M/C Arcade Styl e . 
Currah Microspeech & Kempston Joystick 
compatible, Bouncy, bouncy, this fast fClion 
game will let you have a ball! Starring The 
Balls Brothers, Sid the Snake, Jas'n'Col, and 
your friend and 0Uf5 The f>iman. 

MORRIS MEETS THE BI KERS 
16/48K Spee. M/C Arcade Style. Kempston 
Joystick compatible. Morris finds himself 
aOOndoned in a muhi·storey car park. Help 
him gather the 10 coins per screen to pay h is 
way out, while avoidi ng the kamikeze bikers . 

GO TO JAIL 48K So«. 
Family fun. A computer property trading 
game for up to 5 playe(s. Your computer not 
only acts as a banker, but can a lso take on the 

• MORRIS/B I KERS 

rol l of a ruthl ess player. buy ing, se lling end J:..:.==i.:::.-==11::::1 
trading its own property, 

BACKCHAT CBM64 Spee,.:h Synthesiser . Automata's speech synthesiser 
comes complete with easy to use Programming Manual and Software cassette 
conta1ning both BASIC & M/Code programs, so you can now add speech 
to al l your home grown games using BACKCHAT's allophone vcw;abulary 

ORDER COUPON 
CRUSOE ........ 48K Spee £60 DEUS EX MACHI NA .......... 48K Spee £150 PI MANIA .......... 48K Spee £100 
PI-EYED ........ 48K Spee £60 GO TO JAIL ................. 48K Spee £60 OLYMPIMANIA ..... 48K Spee £60 
PI ROMANIA .... 48K Spee £6§ PI-BALLED • ....... 48K Spee £60 
PI-IN'ERE ....... 48K Spee £6 MORRIS MEETS THE BI KERS .. Any Spee £60 DARTZ ..•........ 48K Spee £50 
YAKZEE .. Dragon/48K Spee £5 T-SHIRTS State Size............... . Price £58 NEW WHEELS JOHN? 48K Spee £50 
'BACKCHAT' Speech Synth. CBM64 with Software & Programming Book ....... £25 P,man's Stereo L.P. Cassette .... £30 
PIMANIACS CLUB for 20% off all products, PI-Monthly Magazine. Annual Subscription U.K. £50 Overseas £70 
I enclose the right money, or debit my A CCESSNISA Card. My Card number is .. . 

Card holders signarure 

My address .. 

Card holders name . . .. ........ My name ... . 

... ..... ..... ...... .. ...................... . ......................... ..... .. Post Code 
NO EXTRAS! All our prices include VAT and Postage & Package. 24 hr . -CREOIT CARO HOT LINE (0705) 735242. 
Send yourorderandpaymentto: AUTOMATA U.K. LTD. 27 HIGHLAND ROAD, PORTSMOUTH, HANTS. P04 9DA, ENGLAND. 



1 BORDER 6: PAPER 7: INK O: B 
R I GHT 1 : OVER 0 : INVERSE 0 : F LAS 
H 0 1 CLS : LET TRIES•O : LET SC• O 

2 DIM Bl2l 
!5 BO SUB 9000 

10 LET AS • "AA BBCCDDEEFFGGHHI IJ 
JKKLLMf1NNOO" 

20 GO SUB 1 OOO 
30 GO SUB 2000 
40 GO SUB 3000 

1000 LET BS'"' "" 
101 0 FOR C• LEN A$ TO 1 STEP - 1 
1020 LET N• INT ( RND •C> +l 
1030 L ET Bt=• Bt:+At: (N ) 
10 40 LE T AS •AS( TO N- l)+A$<N+1 T 
0 ) 
10~ NE XT C 
1060 RETURN 
20 00 FOR N• 60 TO 180 STEP 2 4 
20 10 FOR M•20 TO 148 STEP 32 
2020 PLO T N, M 
2030 DRAW 0,16 : DRAW 16, 0 : DRAW 
0 , - 16: DRAW -16 , 0 
2040 NEXT M1 NEXT N 
20!50 FOR N•2 TO 18 STEP 41 FOR M 
.. 9 TO 23 STEP 3 
2061) PRJNT AT N,M; "'>" 
20?0 NE XT M: NEXT N 
2080 RETUR N 
3000 FOR N• l TO 2 
3002 INPUT " ENTER GUESS ": B<NJ 
300!5 IF B(N) ( l OR 8(11,) ) 30 OR B(N 
) <> INT 8CNl THEN GO TO 3002 
3010 tF ACB(N) ,3l <> 0 T HEN BEE 
P 1 ,o: GO TO 3002 

SINCLAIR PROGRAMS N0vtmbtr 1984 

3020 PRINT AT A(B( N >, 1) ,A(B(Nl, 
2>; CHR$ (79+ CODE 8$(8(Nl» : LE 
T A(B(N) , 3> • 1 
3 030 NEXT N 
30 40 lF B'f(B(1)> • 8$(8(2)) THEN 
GO TO 3 100 
30 5 0 BEEP .!5,0 : BEEP .!5, - 20 
3 01!.0 FOR N•l TO 2 : PRIN T AT A!B 
(N),11 ,A (BCN),2);" ? ": LET IH8CNl 
,3> • 0 : NEXT N 
306 !5 LET TRIES•TRlES +l: PRINT A 
T 0 ,1 2;"TRIES ";l'RIES 
3070 GO TO 3000 
3100 FOR N•l TO 4: BEEP • 01 , 0 : 8 
EEP . 0 1, 20: BEEP . 2 ,3 0: BEEP . 01 
, !5: BEEP . 01,0: NEXT N 
3110 LET SC•SC+l : IF SC•l:i THEN 

GO TO 4000 
3 120 GO TO 3000 
4000 FOR N• 40 TO O STE P -1 : BEEP 

. 0 1,Ni NEXT N : BEEP . !5 ,- 1 
4010 PRINT AT 0,3; '"IT TOOK YOU 
";TRIES;" TRIES ••• !!" 
4020 PRINT •t ;"PRES S 'ENTER ' FOR 

ANOTHER GAME •• •• 
4030 IF INKEY,s < > CHR,s ll THE 
N GO TO 4030 
40 40 RUN 
9000 FOR N• USR "A" TO USR "0"+ 
7 : READ A : POKE N,A : NEXT N 
90 10 DATA 0 , 8,28,62,12 7,1!.2,2 8,8 
9020 DATA S,28,62 ,1 27,127,1!.2,8,b 
2 
9030 DATA 0 ,!54,1 27, 127,127,b2 , 28 .. 

9040 DATA B,28,8,54,127,107,8,28 

90 :iO DATA B,24,!56, 120, B, 2!55, 121!., 
•o 
9060 DATA 2 4, 24 ,1 26,1 2 0,24, 24,2 4 
, 24 
9070 DATA O , O , b!5 ,1b !5 ,1 9 1,100, b 4 , 
0 
9080 DATA 0 1 !56, lb,21!5, 148, 2 14,84 
, 199 
9090 DATA 129,90,36,90,90,36 , 90, 
129 
9100 DATA 0, 14 1 7 2,72, 127 19 1 9,56 

9110 DATA B,28 , 62,28,62,127,8,28 

9120 DATA 28 , 28, 10 , b2,40 , 28,20,5 

• 9130 DATA 02,e,e,e,02,62,20,e 
91 4 0 DATA 1b,!58,12b,2!54,2:S4 , 2!14 , 
238 , 238 
9150 DATA 28,62,119, l l,127,62,28 
,o 
9100 DIM A 130,l> 
9 10 !5 LET Z• -2 
9170 FOR N•l TO 30: LET Z• Z+l4 A 
NO CN•l OR N• 7 OR Nost3 OR N"' 19 0 
R N•2!5>> : READ AC N,1),A( N , 2> 
917:S IF N•6 OR N • t 2 OR N• lB OR N 
~24 THEN RESTORE 9190 
9180 LET A(N,3)•0 : NEXT N 
9t9o DATA z,e,z , 11,z , 14,z ,1 1,z, 2 
O,Z,2 3 
9200 RETURN 
9999 RUN 

4 7 



MART IAN Dome is a simu la
tion program in which you 
play the part of the prime 

minister of a colony on Mars. Your 
tasks include paying for food and oxy-

48 

gen and undertaking repairs to rhe 
dome. The only way 10 make money for 
food and oxygen is to sell your sculp
tures to other domes. Each sculptor 

needs two more oxygen points for each 
sculpture produced . 

Martian Dome was written for the 
16K ZX-81 by Colin Walsham of Leigh 
on Sea, Essex. 

"Y OU RAN OUT 
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Acclaimed the best football simulation game ... . 
• • • • aturwolf1C1tror a• ver&ld '1• ? had \o"rh •&tld c~h 1lat • )'01,I 
""' • r M lly nce lh nt procn.,:, . • - A. l'I. (l'l..lddlH u ) 

•fh, pro,ruihadd leUv , . ta e t nt «t,t I • llftlt r.._ 11. 00. •• • to U . ,Op. • . 
u .u.,,. Lffd• t o wlr1 u, , emo4pl0!14htp b7 l poin t. • - t . a . {si.ro~lnt) 

• I•\llto~ t lllat , 7011on&11 011t"*'ldt 11¥«* .. v•ll vorU11tV f ~paV!y . 
'!h,u,.11: you .• - S . S . (DI H :. ) 

"11¥aon &tld gr&fld$0f!.1"A,w t flllllaa n de ltpud . ,. a c ts ••• n.ttherorth .. 
bau e top~ pl-,ln, ll , 'Ih*-'lk.11 fo:r • crut 11:- .· -lf,C . (v H t s-nl 

•1 U.ollght I a1u:ndd "dh _,. .,. , or :,o"" u c. 11.,. , «- · " -l'l.r. l'lcD.( 11,lll•h) 

Note the following true-to-life features .... 

• - FuN 11-.-sidematchaction • - Clf't.weencorrwnentaryShowingcu renl 
•-~~~~~~~~.,..., sw~~me~playe,~possession. 

t1mepla)'«I • - Sca)e90·mll"IUteQ..-ns 

50 

-:,,~--~--===;, •-lndM(luat pfaytr$kilt$ 
._ full22·1tamleague 

• - 42·maltl'IStason 
• - Luguetable and 

,ISllllsonSCtttn 
al'(lprintl!f 

• - Savts.easonto 
date on tape 

• Atsc form any league 
ot 22 teams and p1Ck 
your own players 1 

Also available f rom se1ec1&d 
sto res in the LondOn area 

l includ,ng VIRGIN GAME S 
CENTRE, Oxfo rd Street, W 1 

Notfling will affect you 
(and ,vur Khool orcolleje) 

than ••• 

Well send you 
a sample copy of 

EDUCAT IONAL COMPUTING 
for 1us1 £ 1 00 wrne 10 

Valene Day 
EDUCATION A L COMPUTING 

Dur rant Housl:' 
8 Herbal Hill 

London EC I SEJ 

GO ON A SHOPPING SPREE FOR ALL THE NEW 

SPECTRUM AND QL GOODIES 

Theelirmtmu 
1.l MICROFAfi 

~~C""C":-= c-:-:'.=~=-=:--= . 

l 7th and 18th NOVEMBER 1984 
AT ALEXANDRA PALACE, 

WOOD GREEN, LONDON N22. 
ADMISSION ONLY £1.SD(Adults) £1.00(Kids) 

Come along on Saturday or Sunday 17th and 18th November to 
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"II have a fantastic day out .. 
meeting friendly people . 
having fun .. . full of Christmas cheer! 
Send now for reduced price advance tickets 
- and don't forget to note the date! 

,!1 
ALUUOttl N,I.AC[, 
WOOD "'1:(N, LONDON N22 
SAl\Jll:DA'f .tNDSUNDA'f 
11tll .... 11t11NOV(MICll914 
s.c:....i.,. 10.00. i. ,.oo,. 
s-1 .,. 10.00- i. s.oo,.. 

lsEND FORREOUCED PRITT ADVANCE ~ , 
I TICKETS NOW AND BE FIRST IN THE QUEUE!I 
I Post to: Mike Johnston. ZX MICROFAIR, Dept SP, 71 Park Lan~ I 

Tottenham. London NI) DHG. Tel: 01-801 9172. 
I Please send me ADVANCE TICKETS for the Special Christmas I 

zx MICROFAIR. I 
I I require the following:- ..... Adult tickels@ £1.25. 
I .................. Children's tickets@ £0.80p I 

for Saturday Strnday I Delete as applicable I 
I I enclose chequeJP.0. made payable to ZX MICROFAIR for the full I 
I amount !please include cheque ca,d number on the back ~f cheques) I 

and I also enclose a STAMPEO SElf·AOORESSED ENVELOPE for 
I return post 

Name: ...... . 

I Address 

... 1 

. .. I L .. _ ... _ .. _ .. _ .. _ .. _ ... _ .. _ .. _ ___ -~ ---~ 
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There's only one Big K. 
A computer mega-mag that gives 
it to you straight. No frills. No waffle. 
No blurb. No unnecessary rubbish.Just 
the facts, straight, humorous, critical. 
Take this month for example. 
Bursting with news, reviews, 
features and programs. 

STNCLAIR PROGRAMS NovtmlKr 1984 

.. 

J ,1t 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 does it), PLUS a host of games programs 
for ORIC, ELECTRON, SPECTRUM, 
COMMODORE64,and BBC. 
GETYOURMITTONTHE COMPUTER 
MEGA-MAG FORJUST85 PENCE. 
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HEL P Percy to collect the lumps 
of coal from the mine using the 

transponers to jump to the o'!~Sl!YJr£1'.~~~::..~ 
next level where necessary. The bats ~ 
and ghosts which haunt the mine 
should be avoided as they will imped e 
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 to move left and right and 
SPACE to jump. 

Coal Collector was written for the 
48K Spectrum by Cra ig Cole of Hull . 

2 CLS 
10 FOR ••0 TO 7: READ s : POKE 

USR ''.a"+a., s : NEXT ii 

15 DATA 2!5:5, 170, 2:5:5 ,6 0 ,66 , 129, 
129, 129 

20 FOR a •O TO 7: READ s : POKE 
USR "b"+a, a : NEXT a 

25 DATA 255,129,129,231 , 231,10 
2,36160 

30 FOR a•O TO 7 : READ a : POKE 
USR "c .. +.a,a: NEXT a 

35 DATA 86,170,86,170,86,170 , 8 
6,170 

40 FOR .a•O TO 7: READ s : POKE 
USA "d"+a 1 s: NEXT a. 

4 ~ DATA 0 ,16,16,144,144,146,14 
6, 146 

'!50 FOR ••0 TO 7: READ s : POKE 
USR "e"••,s: NEXT • 

'!5'!5 DATA 24,62,127,2'!5'!5,2'!5'!5,126, 
62,12 

60 FOR • • 0 TO 7: READ s: POKE 
USR "f"+ar, 1 s: NEXT ._ 

6'!5 DATA B'!5,2'!5'!5,B'!5,2'!5'!5,B'!5,2'!55,B 
5,25'!5 

70 FOR •"'O TO 7 : READ • : POKE 
USR "g"+a, s : NEXT • 

7'!5 DATA 128 1 132,140,1'!59,191,1'!5 
9,140,132 

80 FOR «•O TO 7: READ s : POKE 
UsR "h"+a, s : NEXT • 

8'!5 DATA 0 , 0 , 0 , 248,248,248,0,0 

90 FOR a • O TO 71 READ s : POl<E 
USR "i "+•,•: NEXT a 

95 DATA 128 1 128, 1'!591 1'!59, 159 1 12 
B, 128, 128 

100 FOR • •O TO 71 READ s : POKE 
USR "j"+a,•: NEXT a 
10'!5 DATA 32,49,2 48 1 252, 2 48,48, 3 

2,0 
110 FOR • • 0 TO 7: READ s : POKE 
USR "k"+a,•: NEXT a 
11'!5 DATA 2 1 2,3,125,31,15,6,5 
120 FOR ••O TO 7: READ s : POKE 
USR "l " + a , s : NEXT .. 
125 DATA 64,64, 19 2, 190,248, 2 4 0 1 

96,160 
130 FOR a•O TO 7 ! READ •: POKE 
USR " 1111"+•, • : NEXT • 
13'!5 DATA 192,224,176,184,248,24 

8,216,236 
140 FOR a•O TO 7 : READ s : POKE 
USR "n"+a. 1 s : NEXT a 
14'!5 DATA 3,7,13,29,31,31,27,2'!5 

146 FOR a •O TO 7 : READ • : POKE 
USR "u"+•,s: NEXT • 
147 DATA 126,118,247 1 2 '!51,60,'!56, 

'!56,'!56 

52 

1 '!50 FOR a,•0 TO 7: READ • : POKE 
USR "o"+ia,li: NEXT ;,; 
15'!5 DATA 0,60,126,102,254 ,14,1 2 

4,60 
16 0 FOR ,1.•0 TO 7 : READ 11: POKE 
USR "p"+•,1t: NEXT • 
165 DATA 126 1 118 ,24 7 ,251,60,119 

,99,231 
170 FOR a•O TO 7 : READ c : POKE 
USR "q"+ a ,c i Nl;:XT ii 
1/~ UATA l'..:t,.11(.•. -, ·9 , :>:•J,b" , 11 •• 

, 102,238 
180 FOR il"'O 10 I: Hl::.AO • : f'OKE 
USR "r"+•, • : NEXr a 
18'!5 DATA O,b0,126,102 , 127,112,b 

2,60 
190 FOR a.•0 TO 7 : READ •r POKE 
USR ''s"+a , s : NEXT a 
195 DATA 126, 118, 239 , 223 ,60, 118 

,102,119 
200 FOR a=O 10 /: READ s : POKE 
USR "t "+•,•: NEX r a 
205 UATA 126,118 , 247,251 , b0,118 

,102, 119 
295 LET s core,.,0 : LET l I ve• • 3 
300 LET" bat 1=28: LET bat 2•25 : 
LET biit 3..,:ze 
301 LET number•O 
303 LET ghost 1•6 : LET ghost 2• 

5 
306 LET co al 1• 0: LET coal 2 • 0: 
LET co•l 3•0 : LEf co•I 4•0 : LET 
co•l ~O : LET coal 6•0 : LET co• 

1 7•0 
308 LET leval • 19: LET ac r-o •••O 
310 LET h1'•''.fi.": LET l..f • "~' 

499 PLOT 0,8: DRAW 0 , 160 : DRAW 
248,0: DRAW 0 , -160 

500 FOR a•O TO 30 1 PRINT AT 6, 
a; INK 2;"A": NEXT• 

510 PRINT- AT 11,0; IN K 3 ; "AAA A ~;~",aaa:'~ ~ ~"; INR"T; 

520 PRINT AT 16,4; INK l;"~' 
; INK 2;"J!."; INI< l; "~"t INK 

;_:7 INK!~;"~; 
1 i~~A~~:1.:N~~; 

1; .. .a" 
530 PRINT AT 21,0; "AAAAA"; INK 

; 2~~"1; ~~;~;".fr "; 1:A~~~;~A; 

NK 0;"~" 
535 PRINT AT 20, 14; INK OJ"!!" 

536 PRINT AT 21, 7; INK O; "DODD 
ODD" 
"""337 PRINT AT 21,23;"emm." 
·5 4 0 PRINT AT 18, 15; INK 1; "f.£." 
: PRINT AT 19,1 5 ; INK I;"~: P 
RINT AT 20, 1'!5; INI<: 1; "CC" 

'!54 2 PRINT AT 1,0J INK 3; "FfFFF 
.Efff.f": PRINT AT 2,0; INK 3; "FF 
fFFFFFFF " : PRINT AT 3,0; IN K 2j" 
".§±!" • INK 3• "FFFFFFFF " 

545° PRINT 
O 

A~NVERSE 1;" 
PERCY ANO" 

:546 PRINT AT 2,IOj INVERSE I;" 
THE 

'!547 PRINT AT 3,10; INVERSE 1;"' 
PICKETTS " 
560 PR INT AT 3,0; INK 2; "GH" 

~65 PRINT AT 18 ,0; INK 2;~"' 
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:570 PRINT AT 10,0; I N , _ • 

~Rl~; 1~: 3~~· ~=~ ~~~E~ ; ".§.": PAIN 

575 PRINT AT 15 1 4;'"°1NK 0; 1 '" : 

P;!~\R~~T 
1sA~7 ~:~~; 

0 i~·o , "E" : 
PRINT AT 20,30; INK O; ''..£' -
OOO PRINT AT 10,b•t l; INK 2;" 

KL" : PRINT AT 10,ghoct 1; INK I 

~!Jr" IF l•velct9 ANO acro1oa•bat 
3 THEN GO TO 900 

602 PRINT AT 1:5,bat 2; INK o;" 
lib," : PRINT AT 15,ghoat 2; INK 2 
: "NM" 
603 IF l e v~l • l4 ANO acroaa• bat 

2 THEN GO TO 900 
604 PRINT AT 20,ba t 3: INK l : " 

KL" 
b..:,:s IF l•v•l•14 AND •cro•••gho• 
t 2 THEN 00 TO 900 

606 PRINT AT 1,2t;"LIVES ";liv .. 
b07 IF levttl"'9 ANO acroi.i.=gho,;;t 
l THEN GO TO 900 
608 PRINT AT 3,21 :"SCORE " ; cc:o 

'" 609 JF lovel•9 AND acroas=bat 1 
THEN GO TO 900 
610 FOR a.•O TO 20: NEXT a 
612 PRINT AT 10,b;,,t l; INK 2;" 

": PRINT AT 10,ghost 1; INK l 

613 IF l•vel • l9 ANO .ir,croS5 .. billt 
3+ l THEN GO TO 900 

614 IF levelcl4 ANO acro~•"'bat 
2+ l THEN GO TO 900 

bi~ PR:lNT AT 1~ ,bat 2; INK O; " 
": PRINT AT 15,ghost 2 ; INK 2 

616 IF lev•l • 14 ANO across•gho• 
t 2+ 1 THEN GO TO 900 

017 IF l v vel ""9 ANO o11cros • • gho11t. 
1•1 THEN GO TO 900 
610 IF lev e l •9 ANO a cro sss bat 1 

+1 · TH EN GO TO 900 
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b20 PRINT AT 20,bat 3; INK 1;" 

623 LET bat l • bat 1-1 : LET ba t 
2•bat 2-1 : LET bat 3 • ba t 3-1 

62:5 LET ghost l•ghost 1+ 1 : LET 
g h ost 2•ghost 2+1 

630 IF bat 1•20 THEN LET b at 1 
•28 

632 I F bat 2'"'16 THEN LET bat 2 .,, 
634 IF bat 3•18 THEN LET b oat 3 

• 28 
636 IF ghost 1• 16 THEN LET g ho 

at 1•6 
638 I F ghost 2•13 THEN LET gho 

•t 2•:5 
639 GO SUB 6 50 
640 GO TO 600 
b:50 PRINT AT lev e l , acrOll1ijh$ : 

PRINT AT l1tvel +1 , across;lt 
bbO IF I NKE VS: "'"w" THEN GO TO 
680 
670 IF INKEVS •"q" THEN GO TO 
700 
b7S IF INKEV.t: • " " T HEN GO SU 

B 940 
678 IF I NKEV$ • "" THEN GO TO 

679 
679 RETURN 
000 IF acro•sa.30 AND level .. 19 T 

HEN GO TO 68:5 
681 lF across•30 ANO 1 • v•l •9 TH 

EN GO TO 685 
682 IF ac:ro&a•30 AND level =4 TH 

EN GO TO 085 
683 PRINT AT level ,.ir,cro1u,; ; " ": 
PRINT AT level•l,ac:ro1111;"" 
684 LET ac:ro •••ac: ro ••• l : PRINT 
AT l •ve l ,acro ss ; ".B,": PRINT AT 

l~vel+1 , acro11s ;·•T": LET hS•"R" : 
LET 1 S•:.!'.' : FOR 9•0 TO 8: NEXT a 

68:5 GO TO 706 
700 IF ac:ross•17 AND levels19 T 

HEN GO TO 706 
701 IF acro•s•O ANO level•9 THE 

N GO TO 706 
702 IF a c r o1o••O AND l eval•19 TH 

EN GO TO 706 
703 PRINT AT level ,•cross : " " : 
PRINT AT 1.v.1+1,across;" M 
70:5 LET acro s•"'ac ros s -1 : PRINT 
AT level , across; "Q:': PRINT AT 

lev•l+l,across;''.f:": LET h$ • ' '.£" : 
LET l ~-".B.:': FOR a • O ro B : NEXT • 

706 IF Jevel • l9 THEN GO TO 710 

707 IF level • 14 THEN GO TO 730 

708 IF level •9 THEN GO TO 720 

710 IF acr o •••7 OR ;a.cross•23 TH 
EN GO TO QQO 

711 IF •cross•bat 3 lHt.N GO TO 
900 
712 IF acro• ••2 6 THEN GO TO 90 

0 
714 IF acro •a • l7 ANO coo1l 1=0 T 

HEN LET coal 1 • 1: GO TO 96 0 
716 IF .across•30 ANO coal 2•0 T 

HEN LET co•l 2 • 1: GO TO 960 
719 GO TO 600 
720 IF acro•s •B OR •c rosa•12 TH 

EN GO TO 920 
721 IF .acro•s • b iitt l OR a cr-0•••9 

ho•t 1 THE~ GO TO 900 
722 IF .across•21 OR acr o ss•22 T 

HEN GO TO 920 
723 IF a c:r-a•s • 2:5 THEN GO TO 92 

0 
724 IF •cross•O ANO coal 5•0 TH 

EN LET coal :5=1 : GO TO 960 
720 IF .acr-o•••l8 ANO coal b•O T 

HEN LET coal 6•1: (30 TO 960 
728 lF .ac::ro1o• • 30 ANO coal 7•0 T 

HEN LET coal 7•1: GO TO 960 
729 GO TO 600 
730 IF ac::ross• 14 THEN GO TO 90 

0 
731 IF acro•••bat 2 OR acro•s•g 

ho• t 2 THEN GO TO 900 
732 IF ac::rcss•3 OR •cro•s• 17 TH 

EN GO TO 9 20 

734 IF ac:r-o s11•2 8 THEN GO TO 92 
0 

736 I F acr- o ss• 4 ANO c::oal 3•0 TH 
EN LET coal 3 • 1: GO TO 960 

738 IF acro•s•27 ANO C::Oit.l 4•0 T 
HEN LET co a l 4• 1 : GO TO 960 

739 GO TO 600 
740 I F acros•""O THEN GO TO 745 

742 GO TO 600 
7 4:5 CLS : PRINT AT 4, 10; " ***** 

** * *** " : PRINT AT :5, 10; M• WELL D 
ONE* M I PRINT AT 6, 10; " ** *PERCY • 
! * " : PR INT AT 7,10 ; " *** *•••• •• • 

74 6 PRINT AT 10,0; "BUT YOU NEE 
D MORE COAL BECAUSE SOME OF VDU 
R F Al"l l LV ARE COM IN G FOR 

THE WEEK" 
7 4 7 PRINT AT 18,8; I NVERSE 1; M 

SO GET COLLECTI NG" 
7 48 FOR a•O TO 10 : BEEP • 1,at 8 

EEP . 1 , -a : NE XT a 
750 PAUSE O 
7!i1 CLS : GO TO 300 
900 LET lives•live•-1 
90 1 SEEP . 5,-10 : BEEP . ~. - 15 
902 PRINT Al 1,21;"LIVES " : llv .. 
904 PRINT Ar 1 ev el , across:" " : 
PRINT AT l •vel+- 1, acros• :"" 
906 IF l i v e••O THEN GO TO 980 

910 GO TO 600 
920 PRINT AT l e ve! ,iilC:f"Oss;" " : 
PRINT AT level+-1 , acro ss :"" 
922 LET lev e l •level .. 3 
924 BEEP . 1,-1: PRINT AT l evel 

, acr-oss ;hS: PRINT AT level + l , ac 
ro1os; 'JL": FOR a•O TO 15: NEXT a 

926 PRINT AT l evel , ac:ross ; " " : 
PRINT AT 1 •v•l •1,across;" " 
927 LET levelel•vel+2 
928 BEEP . 1,-2: PRINT AT lev•l 

,acro 5s ;ht:: PRINT AT level+-1,ac 

r;;;;~;p . 1,-3 : GO TO 600 
9 4 0 IF a.cro•s•!i ANO level •1 9 TH 

EN GO TO 951 
942 IF ac r o sa•22 ANO l•v • l • l9 T 

HEN GO TO 9:51 
943 IF across•27 AND 1 evel • 9 AN 

D number- • 7 THEN GO TO 951 
944 IF .across•27 ANO l o vel• 19 T 

HEN GO TO 9:51 
9 4!i IF .acrosa•23 AND l•vel•14 T 

HEN GO TO 9 5 1 
946 IF acrosw.•7 AND l•v • l•14 TH 

EN GO TO 951 
947 IF acro•••18 AND l •v• l •l 4 T 

HEN GO TO 9!il 
9 4 8 IF ac:roaa• 13 ANO l • v•l •1 4 T 

HEN GO TO 9:51 
949 IF acro•••26 AN D level • 14 T 

HEN GO TO 951 
9SO RETURN 
95 1 PRINT AT l ev e l,acr-oa•1" " : 
FOR a.•0 TO 8 1 NEXT a : PR I NT AT 
l•vel+l ,acros•;" " 
9:52 LET l e vel • leve l -5 
9:56 FOR a.• 1 TO 2: BEEP • l ,a1 NE 

XT a : PRI NT AT level ,acr-os s Jh'f: : 
NE XT as PRINT AT lev e l+l ,acro s 

• Jl $ 
9:58 RETURN 
960 LET acor••scor•+-271 PRINT 

AT 3,2 1 ;MSCORE ";scar • 
961 LET numb•r- • numb11r+l 
962 GO TO 600 
990 CLS : PRINT AT 10 . 9; INVER 

SE 1 ; N GAME OVER " 
982 PRINT AT 19,1 ; I NVERSE 1;" 

00 YOU WANT ANOTHER GANE CV/N)" 

984 IF INKEV$ •"y" THEN GO TO 
988 
986 lF INKEVS • "n" THEN CLS : 
PRINT AT 10,8; FLASH 1 ; "G . 0 . 0 . 

D B . V.E"': FOR aeO TO 8 : BEEP .1, 
a : NEXT a : STOP 

987 GO TO 994 
988 CLS : GO TO 29~ 
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b GO TO 1000 
7 LET h1 • 0: GO SUB 1990 
8 GO SUB 9 00 0 

20 GO SUB 7000 
3 0 GO SUB 2070 
3'!5 FOR j • 1 TO 224: BO SUB 3000 

40 IF lNKEV:f • "0" THEN GO SU 
B 7 :SOO 

4 '!5 LET u • u-1: PRINT AT 19, ll; 
PAPER 4; u;" " 

4b lF u •O THEN PRINT AT 10, 1 
O; FLASH 1; INK 6; PAPER 2; "OUT 
OF FUEL": GO SUB 8000 

47 POKE b'.'5107, 1 
50 IF b1"(238) • "L" THEN LET g • 

88: LET h • l03 : GO-SUB 7b00 
5S IF CS:(466) • "!." THEN LET g • 

80 : GO SUB 7700 
bO IF b$(46 3 ) • "L" THEN LET g• 

eo, LET h • 111: Go-sue 1000 
65 IF bS:12421• "!.:' THEN LET g• 

BB: GO SUB 7700 
70 IF b:$(688) • ".!:..:: THEN LET g • 

72: LET h•119: GO sue 7000 
7S IF bS(0921 = "T" THEN LET g • 

71 : GO SUB 7700 -
80 IF bS:(913>•",,b." THEN LET g• 

04: LET h•l27 : GO SUB 7600 
8 '!5 POKE 65107 ,:; 

54 

90 NEXT j 

100 GO SUB 1990 
110 GO TO 35 

1000 DATA o,o,o,0,0,1,7,1:S,7,7,7 
,3,:s,o,o,o,o,o,o, 193,243,2:;1 ,253 
,2'!53,2:S:S,255,255,25'.'5, 254,254, 124 
, ':ib ,o, 56, 2:S4, 2:S':i, 255, 2:;:; , 2:;:;, 255 

· GUIDE your aeroplane 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 wrirten for the 48K 
Spectrum by Neil Bates, of Coventry, 
West Midlands . 

,2'!55,251,2'.'51,2'!53,254, 124,0,0,0,0 
,0, 112,248,2'!52,252,252,2'!52,252,2 
40,224,0,0,0,0 

2010 LET .aS-12)"'" 
!!_J 

T L KUUUUUUJ 
1010 DATA 0,1 4 4,216,2'.'54,2'.'5'.'5 , 24,1 
6,0,0, 128,64, 160,80, 168,8 4, 170, 1 
,2, '.'5, 10,21,42 1 8'.'5, l 70 1 128 164,44,2 
8, 126,25'!5,2'.'5:5, 102,B,34, 128,4,32, 
2,64,8, 12b, 19'.'5,219, 19'.'5,2'.'5'.'5,B'.'5, 17 
0,85 
1020 DATA 34,28,8,127,73,73,127, 
127, 1'!5,63, l:5, l'.'5,:Sl, 127 ,25:S,2:S:S,8 
, 16, 32,242, 146, 1'.'54,254 ,248, 192,2 
24 1 193, 194 ,228,2 4 8,2'.'52,252,B5 , 42 
,21, 10,'.'5,2, 1,0,0, 14,25 4 , 14, 127,2 

!5!5,2'!5'.'5, 102,8!5, 170,8!5, 170,85, 170, 
8!5, 170 
2030 DATA 33,0,b4.30 164, 12b, 1 , 31 
,o,9,6,:s2 1 203 1 23 1 20:s,22 1 43, 16,25 
1,9,:3 5 ,3 :::i,29,J,2,230, 201 
104 0 DATA 6,3,197,33,1!5,0,17,0,0 
,229,20'.'5, 181,3,22!5, 17, 16,0, 107 ,2 

37 ,90, t~,254 ,255,32,237, J93, 16, 
230, 2 01,0 
1050 FOR f • USR w•" TO USR "u"-+ 
7: READ Al POKE f , • : NEXT f 
1060 CLEAR 64999: FOR f • 6:SOOO TO 
6502!5 : READ a : POKE f ,u NEXT f 

1070 FOR f • 65100 TO 05129 : READ 
a i POKE f, ,a: NEXT f 
1090 GO TO 7 
199 0 DIM .a:f(!S,22 -4) 
2000 LET .aS-Cl) • " 

KUWUJ 
.h..!:!- - b.!:!.. 

.hb.. 

~ KUUUUJ __ _ 

2 0 20 LET •S-1 3 ) • " T NNNN KUUUUUUU 
UUJ T - --.ruu~ 
- ur u@uuuuuuuuuJ_L __ L 
~ ~ 

T L N 
f NNNN-J...E..B. H._ 

2060 LET bS••S-111+•:f(2)-+a :f CJ) -+.aS
(4>+aSl5): DIM aSUbO): RETUR N 

2070 LET a • 7: LET •c•O 
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2071 LET u.•200 
2080 RETURN 

•3000 LET bf:•bf:12 TO 22 4)+b$ (1) + b 
$1226 TO 44B>+b$1225)+b$(4:50 TO 
672)+bS(449)+b$(674 TO 89b)+bSl6 
73)+bf:(898 TO 1120>+b$(8971 
300:li LET •••b$(1 TO 32>+b$122:i T 
0 2:56> +bS (449 TO 480) +bS (6 73 TO 
704) •b$1897 TO 928> 
3006 PRINT AT •, 10;" " 
3007 RANDOM I IE USR 65000 
3010 PRINT AT 10,0;a$ 
3012 IF SCREEN$ (a,101•"" THEN 

GO SUB 8000 
3015 IF INKEYt: •"7 " THEN LET a 
•• -1: IF SCREEN$ <a,101 <>" " 
THEN LET • • • -2 
30 16 lF INKEY$ •"6" THEN LET a 
• a +l: IF SCREENS: <a, 10) <> " " 
THEN IF a(9 THEN LET a•a.+2 
3020 PRINT AT &, 10; "l." 
3025 IF a>14 THEN GO TO 8000 
3030 RETURN 
bOOO BEEP .5,7: BEEP .5,16: BEEP 

.25,17: BEEP .25 1 161 BEEP .:5,14 
: BEEP 1, 16 : BEEP • 5, 12: BEEP • 5 
,lb: BEEP . 25,17: BEEP .25,16: B 
EEP .5,14: BEEP 1,19 
6005 RETURN 
6010 BEEP . 5,16: BEEP .5,16: BEE 
P .112,14: BEEP .112,12: BEEP .1 
12,14: BEEP .112,11: BEEP .5,12: 
BEEP .2 :i, 14: BEEP . 2:5,16: BEEP 

'· 7 b01:5 RETURN 
b020 BEEP .:5,9: BEEP .2:5,11: BEE 
P . 25,14: BEEP .2:5,12 : BEEP .112 
,11: BEEP .112,9: BEEP .2~,7 : BE 

EP . 25,0 : BEEP . 2:5,:5 : BEEP .2:5,7 
: BEEP .2 :5,9 : BEEP .112,11 : BEEP 

.11 2,9 : BEEP 1,7 
602'!5 RETURN 
7000 PAPER 1 : INK 7: BORDER 1 : C 
LS 
7010 FOR f .. 1:5 TO 21 : PRINT INK 
f-1:5; AT f,0;"<32•igBI": NEXT f 

10 GO sue 9000: GO SUB 8000 
15 BORDER 7: PAPER 7: INK 0 : C 

LS : FOR f•12 TO 21: PRINT PAPE 
R 4; AT f,O;" 

,. : NEXT f 
lb PRINT AT 12,0; INK 4; "UUUU 

uuuuuuuuuuuuuuuuuuuuuuuuuuuu·· 
18 FOR t • l TO 10000 
19 FOR r-•0 TO LEN bS 
20 LET ...... c2 TO 6)+a$(l>+•S( 

8 TO 121+af:(71: LET b$•b$(2 TO ) 
+b$(1) 

2:5 PRINT AT 11,0; b$ Cl TO 32> 

26 IF SCREENS (11 1 10) <>" " 
THEN GO TO :500 

27 BEEP .001,20 
30 PRINT AT 10, 101 aS( 1 I; AT 1 

1 , IO;aSC7l 
40 FOR f • l TO • •1. 5: NEXT f 
:50 IF INKEY f: •"B " THEN LET a. 

•a - 5 
:5'!5 PRINT AT 15 , 10; PAPER 4; "L 

AP ";t; AT 17,101"SCORE ";•c 
60 IF INKEYS •"7" THEN 00 BU 

B 100 
65 LET sc••c+1 
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701'!5 PRINT AT 15,0; "UUUUUUUUUUU 
WUUUUUUUWUUUUUUUUUU" 
7020 PRINT AT 17,0; PAPER 2; 1N 
K O;" SCORE • 0 HI-SCORE 
- ";hi 
7030 PRINT AT 3, 10; "ACEG"; AT 4 

;~~;"=~~~; AT 19,0; PAPER 4; IN 
K O; " FUEL • 200" 
7040 RETURN 
7500 FOR w•l l TO 15: IF a.>9 THEN 

IF bf:(224•(a-10)+w)•"K.:' THEN 
RETURN 
7510 IF a>9 THEN IF b$(224•( a.-1 
01 +wl •" N" THEN LET sc•sc +2: PRI 

N!51~:•p;;~rn;~ =~:~~!I~: ~i~ 
bS(c,a-10>•224)+w)•" " 1 PRINT 

AT 17,llJ PAPER 2;sct LET u•u.+14 
+ JNT ( RND • 3>: RETURN 
7:520 IF •>9 THEN IF bS(22•0Ca-1 
0) +w) • 1" THEN LET 11c •sc+ IO: PR 
INT AT a ,w - 1; "Jj": RANDOMIZE US 
R 6:5100: PRINT AT •,w-1 i" ": LE 
T bSI I l•-10l•224)+w)•" ": PRINT 

AT 17,11; PAPER 2;sc1 RETURN 

7525 IF &>9 THEN IF b$1224•Ca-1 
O)+wl • "T" THEN LET 5c•sc +lO: PR 
INT AT a,w-1; "M": RANDOMIZE US 
R 65100 : PRINT AT .a,w - 1;" ": LE 
T bS(((a-10> • 224)+ w>•" ": PRINT 

AT 17,11; PAPER 2;ac: RETURN 

7530 PLOT <w• 8)+3, C 121-•>•9>+31 
DRAW 7 ,01 NEXT w 
7535 PRINT AT a, ll j" 
7540 RETURN 
7600 PLOT INK b;h 1 g: DRAW INK 
6;-<109-g) , 009-gl: RANDONIZE U 
SR 65100 . 
7610 IF ATTR (a,101 <> 1, THEN 

GO TO 8000 
7620 PLOT INK t;n,g: DRAW INK 
l;-<109-gl,{109-9): RANDOMIZE U 
SR 65100: RETURN 

69 NEXT ,-
70 NEXT t 

100 FOR f•l TO <15-Ca/5))/5 
110 FOR g•l TO 101 NEXT g 
11 5 BEEP .005,40: 
120 PRINT AT 9,101"IK"J AT 10, 

lO;"JL~ : LET bS:• bt:12 TO J+b S <ll1 
PRINT AT 11,0;bSCl TO 32> 1 NEX 

T f 
130 LET a•lO: PRINT AT 9, 101 ".11. 

Q~; AT 10,10;"~": FOR f•O TO 1:5 
: NEXT f1 IF SCREENS (11,101 <) 

" " THEN GO TO :520 
140 PRINT AT 9 1 10;" "J AT 10, 

10;" " : RETURN 
:500 GO SUB oOO 
50:5 PRINT AT 5,41 "You htt a ba 

r-r-1•r-.... You Scor•d '! 
;•c: PRINT AT 8,2J"PRESS ANY KE 
Y FOR ANOTHER GO" ' 

510 IF t NKEYS <> "" THEN 00 
SUB 80001 CLS 1 00 TO 15 

:51:5 GO TO 510 
520 PRINT AT 9, 10;" "; AT 10, 

10;"~ ~; AT 11,10; OVER 1;"_!": 0 
VER 0: 00 TO :500 

bOO FOR f•O TO 30: BEEP .001,f: 
NEXT f: RETURN 

7700 PLOT INK 6; 134,g-3: DRAW 
INK 6;-48,0 : RANDOMIZE USR 6510 
0 
77 10 IF ATTR <a,10) <> 1::i THEN 

GO TO 8000 
7720 PLOT INK lj 132,g-3: DRAW 
INK l;-48,0: RANDOMIZE USR 6:510 
0: RETURN 
8000 FOR f • l44 TO 1:51 : POKE b:510 
7,U-14:Jl: PRINT INK 6; AT a ,10 
; OVER l: CHR:f. C f >: RANODP11 ZE U 
SR 65100 : NEXT f : PR INT AT a,10 
; ''JX': RANOOP1IZE USR 65100: PRIN 
T AT •,10 ;" " 
9010 GO sue 6000 
6020 GO SUB 1990 
8030 IF ac ) hl THEN GO SUB bOIO: 

LET hl • 9;c : PRINT AT 17,27;hi 

8035 PRINT AT 10,0; FLASH l; IN 
K b; PAPER 2; BRIGHT 1;" PRESS 
ANY KEY FOR ANOTHER GO " : PAUSE 

2: PAUSE O 
8040 GO TO 10 
9000 PAPER O: BORDER 0: CLS : PR 
INT AT 2,8; INK 7;" A I R R 

A I O " 
9010 LET hS • " Guid• ycur- plan• c 
,.. .... the en•myter-r-i tcr-y and ahcct 

.i.a .na.ny fu•ldumps.lNI and tanka 
• • pcs.sible . Ycu. muit keep ar, • 'I 
• en ycu.r- fue l gu.a.g•,fcr when 

ycur- fuel expi r-•• er ycu gvt 
anct thvn th•g•ma wi 11 end . 

Ccntr-cl s : 

'6' - UP 
·7· - DOWN 
·o · - SHOOT" 

9020 PRINT AT 5,0;: INK 71 FOR 
f•l TO LEN hS:: PRIN T hS(f);: 8E 
EP .001 1 40: NEX T f 
9030 PRINT AT 19,b; "PRESS ANY K 
EY TO PLAY" 
903:5 PAUSE O I CLS 
9040 RETURN 

HURDLER 
RACE 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 I 6K 
Spectrum by Neil Bates, aged 15, of 
Coventry, W Midlands. 

8000 LET aS•"ACEGECBDFHFD" 
9005 LET a•IO 
800b LET ac•O 
8010 LET bS•" 

~ 
RST RS 
8020 RETURN 

RS 
Rs'f'"" Q" 

9000 DATA ~6,124 1 12 4 1 :56,19 ,18,12 
4, 144, 144, 1b,24,20, 18,226, 130,3, 
:56, 124, 124,:56, 16, 19,2:52, 144 , 80, 1 
6,24,20,34, 196, 136,4 ,:5b, 124, 124 , 
56, lb, 16,2:52,211 , 16, 16,40,40,36, 
40, 72 , 100,56, 124, 124,:56, 16, tb,56 
,84,50, 16,40,24 ,248, 132,2 , 3 

9010 DATA 0,0,0,(1 1 0, 15, lb, 1,2 , 7, 
8, 16,'.32,b4 ,32,0, 112,248,248, 112, 
::S4 ,2:52, 128,48,200,8,B,B, 12,0,0,(I 
,o,o,o,o, 12, 1:s1,b4,33,30, 1,o,o,o 
,o,o,o, 112,24e,24a, 112,32, 192,22 
4,24 , 0 , 0, 128,64,32, 16, 12,0 
9020 DATA 3 , 3,3,1 ,1,1,1,1 27,24 ,2 
4, 24 ,8, 24,40, 75, 123,o , o,o,o,o , o, 
~S,2'!55,o,o,o,o,o,o, 7e,2:s2,o,2s:s , 
255 , 255, 2:55 , 255, 2:5:5, 255 
9030 FOR f• USR "•" TO USR "•"+ 
167: READ • : POKE f ,.i.: NEXT f 
9040 RETURN 

SS 



MATHS 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. 

O> REr1 BASIC MATHS By 
Stu ~r-t W1 l 11on 

1 BORDER l: PAPER 1: INK 7: C 
LS 

:5 POKE 23'50 1, 0 : POKE 23 0 :iS,9 

10 LET ot•9000: LET xst?O : LET 
y •3 0: LET count•O : LET :t"'120: LE 
T F .,. lNT ( RNO •1 2) : LET S • INT 
( RND • 12> 

100 PRINT AT 0,4; "PRESS ONE OF 
THE FOLLOWING "; AT 3, 4; "S ••• SI 

GNS": AT 5 ,4;"CL .• GAME" 
110 LET KS • lNKEYS 
115 IF t(S2"S" THEN GO TO 1000 

12 0 IF K$ • "'G" THEN GD TO 2000 

125 GO TO 110 
1000 CLS : FOR n • l70 TO 18:i: INK 

:ii PLOT n,50: DRAW 0,95: NEXT n 
: FOR n•90 TO 1051 PLOT 130,n: D 
RAW 95,0: NEXT n: 
1005 PLOT 185, 10'!5: DRAW 2:S,25 : D 
RAW 0,40 : DRAW -15,01 DRAW -25,-
25: DRAW 1'!5,0: DRAW 25,25 1 PLOT 
225 , 1051 DRAW 25,2'!5: DRAW -40,0: 

PLOT 2~, 90: DRAW 2'!5, 2'!5: DRAW O 

''" 

1020 LET ,1.S•"THIS SIGN IS USED W 
HEN YOU ADO NUMBERS TOGETHER HER 
E IS AN EXAMPLE": FOR N• l TO LE 
N AS+331 PRINT AT 18,0; (" 

"+A $ + .. 

") (N TO N+3l): PAUSE 4: NEXT N 

1025 PRINT AT 4, ltF; " + "19;" • 
";F+S 

1030 LET count • 01 LET z • 120: FOR 
111• b TO lb STEP 2: 

1033 LET F• INT < RNO •12>: LET 
S• INT ( RNO •12) 
103'!5 INPUT "WHAT IS "I CF);"•"; 
($);" "JC 
1040 PRINT AT m,t;CF> ;" + ";(Sl 
1" • " ;c 
1045 IF c•f+a THEN JNK 2: PLOT 
110,z1 DRAW o , -3, DRAW '!5,101 INK 

7: LET count • count• l 
10:50 tF c ( > f•a TMEN INK 2: BE 
EP .'!5,-21 BEEP . 5,-101 PLOT 110, 
z: DRAW '!5,8: PLOT 115,z: DRAW - 5 
,a: JNK 7 
10'!55 IF count•b THEN GO SUB 900 
0 
lObO LET z•z - 16: NE X1 111 
1065 PRINT AT 21,0j "ANOTHER 00 
(Y/Nl": LET Ki:• lNKEYf. 
1070 IF K-t:•"Y" TH EN 00 sue 9100 
1 00 TO 1030 
1075 IF K$• " N '" THEN GO TO 1100 
1080 GO TO 106'!5 
1100 INK :i: CLS : FOR n • 90 TO 10 
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5: PLOT 130,n: DRAW 95,01 NEXT n 
: PLOT 225,105: DRAW 25,25: DRAW 
-95,0: DRAW -25,-251 PLOT 225,9 

0: DRAW 25,25: DRAW 0,151 INK 7 

1110 LET a f: .,."THIS SIGN IS USED W 
HEN VDU TAKE AWAY NUMBERS HERE I 
S AN EXAMPLE": FOR N• l TO LEN A 
$+33: PRINT AT 18,0; C" 

"+A $+ " 
">< 

N TO N+31 l: PAUSE 4: NEXT N 
1115 PRINT AT 4,1;"5 - 3 • 2" 

1120 LfT count • O : LET 2.• 120: FOR 
111•6 TO lb STEP 2: 

112'!5 LET F• t NT C RND •1 2): LET 
S• INT ( RND •12> 
1127 IF S>F THEN LET S•S<F 
1130 INPUT "WHAT JS .. JCF>;" - "J 
CS>; .. ";c . 
1140 PRINT AT m, lJ (f);" - "J CS> 
; .. • " ;c 
1145 IF c•f- • THEN INK 2: PLOT 
110,z: DRAW o,-3r DRAW 5,101 INK 

7: LET count•count+l 
1150 IF c <> f-s THEN INK 21 BE 
EP .5, -2: BEEP .5,-101 PLOT 110, 
ZI DRAW 5,B: PLOT 115,2.1 DRAW -5 
,81 INK 7 
1155 IF count•6 THEN GO sue '900 
0 
1160 LET 2.•z-lb1 NEXT e 
1165 PRINT AT 21,0; "A NOTHER 00 
CV /N) • 1 LET K$• JNKEYS 
1170 IF Kt:•"Y" THEN GO SUB 9100 
I GO TO 1120 
1175 IF K••"N" THEN CLS I GO SU 
B 1200 
1180 GO TO 1165 
1200 FOR n•130 TO 1451 PLOT n,50 
I DRAW '95,~t NEXT n1 FOR n•2-40 
TO 225 STEP -tr PLOT n,501 DRAW 
-95, 951 NEXT n 
1220 LET •• •"THIS SIGN IS USED W 
HEN YOU l1UL TIPL Y NUMBERS TOGETHE 
R HERE JS AN EXMPLE"1 FOR N• l T 
O LEN At:+33t PRINT AT 19 1 0; <" .. 

+At:+" 
") CN TO N+31)1 PAUSE 41 NEX 

T N. 
1225 PRINT AT 4, 1-J "5 )I 2 • 10"' 
1230 LET count•O: LET 2.•120: FOR 

m•b TO 16 STEP 21 
1233 LET F• INT ( RND • 5> +l I LET 
s- INT ( RND • 5> +1 

1235 INPUT "WHAT IS ";(FI;" )I "J 
CSI;" M;c 
1240 PRINT AT 111, lJ CF) J" )I "; IS> 
J" • ";c 
1245 IF c•f • • THEN INK 21 PLOT 
110,z : DRAW 0 1 -3, DRAW 5 1 101 INK 

7: LET count•count+l 
1250 IF c <> f•• THEN INK 2 1 BE 
EP . 5 1 -2: BEEP . 5,-101 PLOT 110, 
2.: DRAW 5,S: PLOT 115,2.1 DRAW -5 

1 9: INK 7 
1255 IF count • 6 THEN GO sue '900 
0 
1260 LET 2.• 2-16: NE XT m 
1265 PRINT AT 21 ,OJ "'ANOTHER GO 
<Y /N) ": LET !<$• INKEYt: 
1270 IF K$ • "Y" THEN GO SUB 9100 
: GO TD 123 0 
1275 tF t<t: • "N" THEN CLS : GO TO 

10 
1280 GO TO 1265 
19~9 STOP 
2000 CLS : INK 7: PRINT AT 10,2 
i "SEE HOW HAN'r' QUESTIONS YOU CAN 
" ; A T 12,2; "ANSWER IF YOU GET O 
NE RIGHT"; AT 14,6;"' WATCH THE F 
ARM BUILD UP" 
2010 LE T cck.uit•O : LET z • 12 0 t FOR 

m• l TO 6 
2015 LET F• IN T < RND +1 2 >: LET 
S• INT ( ANO •12) 
2020 INPUT "WHAT IS "; (F);" + "; 
<S);" • "';C , . 
2030 I F C•F +S \HEN GO SUB A : LE 
T A• A+ 20 : 
20 35 IF C <> F+S THEN BEEP . 5,-
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2: BEEP . 5, - 10 
2040 NEXT m 
2050 GO SUB 940 0 : PAUSE 0 : GO TO 

1 
9000 RESTORE 9010: FOR N• l TO 8: 

READ A,B : BEEP A 1 8 : NEXT N 
9010 DATA .125, 3 , .12 5,5, .12 5, 7 ,. 
7 5 , 7 , .125,B,. 125,8,. 12 5 1 7,. 25,5 
9020 PLOT 150,4 5 : DRAW 0,-8 : ORA 
W 3 , 3: ORAW 3 , -3 : DRAW 0 , 8: PLOT 

16 0,41 
9025 ORAW 4 , 0 : PLOT 16 0 , 37 : ORAW 

7 , 0 : PLOT 160,4 :i : DRAW 7 , 0 : PLO 
T 160 1 4 5 : DRAW 0, -8: f'LOT 170, 4 5 
: DRAW 0 ,-8 : DRA"1 7 ,0 : PLOT 180, 
45: DRAW 0 , - 8: ORAW 7,0 
9030 PLOT 1",4:51 DRAW o,-s1 ORA 
W 6,0r DRAW 1,21 DRAW 0,-41 DRAW 
-i,21 DRAW -6,01 PLOT 205,43: DR 
AW 0, -41 DRAW 2,-21 DRAW 4,01 DR 
AW 2,2r DRAW 0,41 DRAW -2,2 : ORA 
W --4, 01 DRAW -2 1 -21 PLOT 215,371 

DRAW 0,81 DRAW 8,-81 DRAW O,B 
9040 PLOT 226,451 DRAW 7 ,01 PLOT 

226,411 DRAW -41 01 PLOT 226,371 
DRAW 7 , 01 PLOT 226, 45: DRAW 0, -8 . 
9050 RETURN 
1HOO FOR n • 16 TO 181 PRINT AT n 

1 17J" " 1 NEXT n1 
FOR n-0 TO 211 PRINT AT n ,01 M 

"' r NEXT nr RETURN 
9400 FOR t1•1 TO 2: RESTORE 94051 

FOR N-1 TO 12r READ A,81 BEEP A 
,81 NEXT N1 NEXT H 
'9405 DATA .5 1 7,.5,7,.5,7,.5 1 2 1 .5 
,4,. 5, 4,. 5 ,2, .5, 11,. 5 , 11,. 5.9, . 5 
,9, 1, 7 
9410 RESTORE 9-415: FOR N• l TO 10 
I READ A 1 9: BEEP A,81 NEXT N 
941:5 DATA .5,7,.5,7 1 .75,7,.25,2, 
.5, 7,. 5, 7, 1, 7,. ~.?,. 25, 7, . 45, 7 

'9420 RESTORE 94251 FOR N•l TO 21 
s READ A,B: SEEP A,B: NEXT N 
9425 DATA .25,7,.2::S,7 1 .5,7,.25,7 
, • 25, 7, .25, 7, .25, 7,. 5, 7,. 5, 7,. 5, 
7,.5,7,.5,7,. 5,2 ,.5,4,. 5, 4,.5,2, L-------------
.5, 11,. 5, 11,. 5,9,. 5,9, 1, 7 1: DRAW 3, -3 : DRAW 3,-5 , -2 1 DRAW 
9430 RETURN 
9b00 CLS : PLOT 100,301 DRAW 100 
,01 DRAW 0,901 PLOT 100,301 DRAW 
-55 1 15 : DRAW 0,90 : DRAW 35,351 

PLOT 100,301 DRAW 0,90 
9610 FOR n•BO TO 180: INK b: PLO 
T n, 1701 DRAW 20, -30- RND • 251 N 
EXT n1 INK 7 
9615 RETURN 
9620 BRIGHT 1 : INK 31 PLOT 60,30 
: DRAW 10,30: DRAW 5 1 10,1: PLO T 
70,60: D~AW -2,10,-1 : PLOT 70,60 
: DRAW 1, 10: FOR n • 71 TO 731 PL O 
T n,35: DRAW 14,25: NEXT n: FOR 
n • 60 TO 62: PLOT 79,n: DRAW 12,-
3 : NEXT n: PLOT 63,251 DRAW 10, -
2 : DRAW 4, 10: DRAW - 10,2: DRAW -
4,-10: RETURN 
9640 INK 7: PLOT 190,30: DRAW I 
NVERSE 1; 10 1 0: DRAW INVERSE 1; 0 

1
101 INK 7: PLOT 200 , 25 : DRAW -7 

,2,1: DRAW -5,5,-1: DRAW 7 , 7 ,-1: 
DRAW 3,4 : DRAW 3,-4 : DRAW 14,-1 

0 ,1: DRAW 12,0: DRAW 9,- 5 , -2 : DR 
AW - 2 ,- 5 ,1: DRAW 2,-5,-1 
9645 DRAW 2,-10, - 1 : DRAW - 2,-2: 
DRAW -2,-11 DRAW 0,31 DRAW 0, - 21 

DRAW -::S,-21 DRAW 0,31 DRAW 1,10 

1 1r DRAW -3,-7,-1: DRAW - 2,-11 D 
RAW 0,31 DRAW 0,-2: DRAW -3 ,-21 
DRAW 0 , 3: DRAW 2,b, 1 
9650 DRAW -3, 3 ,-1: DRAW - 13,0,-1 
s DRAW 2,-10, 1: DRAW -2, - 2 1 DRAW 

-2 1 -11 DRl':\W 0 1 2: DRAW 0 , -2 : ORA 
W -:s ,-2: DRAW 0,3: DRAW 1,5,11 D 
RAW 0,-3: DRAW -2,-2 : DRAW -2 , -1 
I DRAW 0,2: DRAW 0, - 2: DRAW -3, -
2 1 DRAW 0 ,31 DRAW 1,5, 1 
'9655 DRAW 2 1 17,t: PLOT 190,331 D 
RAW 1 1 0: PLOT 195,36: DRAW 1,1,1 

9658 RETURN 
9660 PLOT 25,30 : DRAW 1, 7 , 11 ORA 
W -2,5,-21 DRAW -3,3: DRAW 1,2,-

1,-15,-11 DRAW - 5, - 7, - 11 DRAW -
20,1,-21 DRAW 15,1,11 DRAW -15 1 2 
,-1 
'966 5 DRAW 10,-4,1: DRAW 10,-4,-1: 
PLOT 23,14: DRAW 0,-7 1 DRAW 4,1: 

DRAW -4 ,1: PLOT 20,121 DRAW O, 
:i: DRAW -4 ,1: DRAW 4,1 
9670 RETURN 
9680 PLOT 120,301 DRAW 0 1 :50: ORA 
W 4 5 , 7 1-3 : DRAW 0,-55: PLOT 143, 
30 = DRAW 0,75: CIRCLE 135,60,21 
CIRCLE 1:50 ,b0,2: RETURN 
9700 PLOT INVERSE 1; 10 0,30 : ORA 
W INVERSE 1;30,0: PLOT INVERSE 

1;120,30: DRAW INVERSE 1;0,60: 
INK 7: PLOT 110,70: DRAW 8,-3,1 

: DRAW 8,3, 1: DRAW 0 ,9: DRAW 5,2 
: DRAW -7,2 : DRAW -1,5: DRAW -10 
,-1,t : DRAW - 1, -5 : DRAW -7 , - 2: D 

o, - 1: DRAW o ,-9 

RAW 5 ,- 21 DRAW 1:i , O ,l : DRAW -15, 
970 5 FOR n•69 TO 71: INK 2 : PLO T 

110,n: DRAW e, - 3,1: DRAW 8,3,1: 
NEXT n: INK 7 

97 10 PLOT 117,6 3 : DRAW -1 2, - 3,t : 
DRAW -2 , -30 ,1: DRAW 7,2,1: DRAW 
-2 ,2 0 ,-1: DRAW 1, -20 : DRAW -2 , -

20 : DRAW 10,0 : DRAW 0,-12 : DRAW 
-7 , 0 : DRAW -2 , 5 1 -3 : DRAW 3 1 0 : OR 
AW 0,7 : DRAW 12 , 0 

q712 DRAW 0 , - 12: DRAW 7 1 0 : DRAW 
2,:5,3 : DRAW -3 , 0 : DRAW O, 7: DRAW 

-5 , 0 : DRAW 10 , 0 : DRAW - 2,20 : DR 
AW -1, 20 
971:i DRAW -5 , -3 : DRAW 5 , 3 : DRAW 
- 7, - 8 : DRAW 7 , 8 : oA:Aw 10 ,-5: ORA 
W 5,5 , 1: DRAW 2 , 3 , 2 : DRAW -:i: , ~ , 2 
: DRAW - 2, -6 0 : DRAW 2, 6 0 : DRAW -
2, - 5: DRAW ·5,2: DRAW -15.5, l 
9716 I Nt< 4: CIRCLE 11 5 , 74, I: CIR 
CLE 12 1, 74 ,l: INK 7 
9718 RETURN 
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BETA BASIC 1.8 
ENHANCED BASIC FOR SPECTRUM 48 K 

FOR GRAPHICS - STRUCTURED PROGRAMMING 
- DATA HANDLING 

~ 1.8 ii mo,• powlrlut thcttl t.,.tl W• don't rn!Ye apKt 10 do t hd PIOQIWl'I 
JUSdct - ff YoU ur>'t ~ U.. .cl, Mnd u, • letgt S.A.E. lor furt.Mr 
inlotmetion. 

FMt\,11 .. ; Commllnd 1 att ~-itn try keywords In g, ,p,Nc, ""°"· SynlH 1$ 
cheeked or, tntrY. Fully competiblt with Spt,em,m BANC. Microdtill't eompe1;t,1e , 
Comprehen .. 11'9 ~ 
NOTE; fleletse 1.0'811 i111v1;i.,t14e for 18/481( $c)e<1o,m1t (11.00 . 

FUNCTIONS 

~~= ~.=..=- =-----=--·-
•::::-..::u :-_:;..=::..-~=--::=. 
Only [11 .00 ~ I ~909 prie40 lor RM.H 1.0 ow,.,..., It C4.00. Tl'Q 
Inc:""'-•• 12~~11oyour~ . PIM N quoted1t,olpu,cheN. H 
'(OUdidnotpu,eti. H f•omus. tlltt.upplietwldrt1un\ori9iMlc HN tt .. t 

f'INNMnd""': 
hllS.llie."""N 1.8 . P1ymentol £tl.00it.nclo..i , 
kif ( 1 I.SO for lorfOD" orw,,. Cheque, ,-yeblt- 10 BETASOFT. 

I don't~ ... itl PINN Mnd me fulek ttittol htt Buie 1. 8. len<:'°" t tt..-r,ped 
add rHMd~. 

NAME 

BETASOFT 
92 OXFORD ROAD. MOSELEY. 

BIRMINGHAM 813 9SQ . 

' WE PAY TOP PRICES • 
• FOR TOP QUALITY GAMES 

- ~ me O copy Cl TRANS-EXPRESS©@©©~~ 

I enclose cheque/PO for i~·lldd ·i:TOO..;·~ ·~U(i 

Nome 
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A D I enclose a cheque for or 
8 D debit my Barclaycard/Access Account* 

C D Name ------ ----

I I 



An enchanting Christmas 
game based on 
RAYMOND BRIGGS' best 
selling book and film. 


