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This book has been written to provide a
range of exciting and addictive games for
the ZX Spectrum owner. Most of the
programs can be run on a 16K or 48K
machine. The simple shorter programs
offer more than usual in the way of themes,
including some classic “shoot-em-up” games,
but the majority require imagination and
skill on the user’s part. Some of the longer
games can equal commercial software for
speed and variety; many will be pleasantly
surprised to find such a novel and stimula-
ting selection in a book of this kind.
Beginners and old hands alike can use the
book. Newcomers will find the games will
help them learn good basic general pro-
gramming for the Spectrum, whilst the
experienced reader with a knowledge of
BASIC will find the longer games (and those
using machine code subroutines) helpful
in expanding their existing skills. Whatever
the level, there is something in this book
for every reader.
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Introduction

This book has been written to provide a range of exciting and addictive games for the
ZX Spectrum owner, of either 2 16K or 48K machine. The majority of programs will
run on both machines, and even the shorter and simpler ones offer a bit more than the
usual in the way of themes. We have included a couple of the classic “shoot-em-up’ types
of games, but most require a little more imagination and skill. Some of the longer
games, for example, are at least the equivalent of much more commercial software in
their speed and variety. In fact, users will be pleasantly surprised to find that the major-
ity of the games are novel, not being found in other books or software.

The bock can be used by both beginners to games computing and those who are
old hands on the ZX Spectrum. Newcomers will find the games teach a lot of basic
skills which are helpful in general programming for the Spectrum, whilst experienced
readers with a good knowledge of BASJIC will find the longer games and those that use
machine code subroutines useful in expanding their programming skills. But whatever
your level of skill, we are sure that you will find there is something for you in the book.

The programs listed in the book inerease in length from short programs which will
run on both 16K and 48K Spectrums to longer ones which are suitable for the larger
machine. However, if your fingers do get tired of typing in the listings, you can always
cheat by buying the software on the cassettes which are available from John Wiley &
Sons, Baffins Lane, Chichester, Sussex.
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Hints on trouble shooting

All of the games in this book have been thoroughly tested, and will work as they should
if they are properly listed. A few hints on entering and running games will probably be
useful, however, to avoid making the sort of minor mistakes which lead to programs
crashing or not working as they should.

It is a good idea to get someone to help with typing in programs, particularly the
longer ones where it is easy to miss a line. We have found it helpful if one person types
while the other reads the program out: this speeds things up a lot and reduces the error
rate. It may seem obvious, but using a ruler to go through the program line by line
works wonders to cut down the error rate. If you cannot get somebody to help you
type in programs, then flatten the book (but try not to break the spine) and use a ruler.

It is very important to make sure that all spaces are included when typing in pro-
grams. Because the spaces tell the computer to carry out certain operations, leaving
them out causes havoc! If in doubt, check cach line carefully to make sure that you
have typed it in exactly as listed. We have also included a ‘Key to graphic characters’
with each game, so that it is quite clear how the graphics are defined in each game, If
you follow the key precisely, you will have no problems in getting the characters to
work properly in the games.

When programs do not run as they should, it is usually due to the fact that a line,
space, or character has not been inserted where it should be. One of the things that
you must never do is try to ‘read’ a program as if it were written in English. Programs
for Spectrums are written in BASIC, and it is the Sinclair ‘dialect’ form of that com-
puter language which must be learned. Eventually, all programmers are able to ‘read’
a computer language in its own terms, but it takes a lot of practice and experience. All
of the listings in this book appear in a layout very similar to what appears on the TV
screen when the program is being typed in or listed, so if you do find that the program
is not running properly try to check that the BASIC of what has been typed in is
correct, rather than the English. All too often mistakes occur because people typein a
line of BASIC having translated it into English first. It makes more sense as a sentence
to you, but not, unfortunately as an instruction to the computer!
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1f a line is typed in incorrectly an ERROR message is likely to appear at the bottom
of the screen when the program is RUN. On the Spectrum, error messages look like
this example:

B Integer out of range, 205¢ : 3

If this happens simply get out the ZX Spectrum Manual supplied with the computer.
Appendix B on pages 189-192 of the Manual lists all the error messages and tells you
what they mean,

Where a program contains machine code, it is a good idea to ensure that you SAVE
it on tape immediately after it has been typed in. This is because even small mistakes in
machine code can cause the program to crash when it is run, and if it has not been saved
several hours tedious work can be lost. If you have saved the program on tape, the cause
of the crash can be easily found by carefully inspecting the machine code entry after
relisting the program.

If nothing happens on one of these programs when you press one of the operation
keys, check the mode in which the computer has been set. All of the programs listed in
this book must be run with the computer in lower case mode, i.e. so that the flashing
L cursor appears on the screen rather than the flashing C cursor.

Never RUN any part of a program before you have finished typing the whole listing.
This is important because an unfinished program often includes undefined lines, and if it
is run incomplete, these will cause it to crash and for all your hard work to be lost. You
may SAVE the unfinished program on tape, of course, so that it can be completed at a
later date.

We have always found it best to make two copies of programs, especially of the
longest games, so that any ‘mistakes’ in running or damage to the tape does not mean
wasted effort.

The ‘Key to graphics characters’ sections in the program instructions are a helpful
guide to how we have defined the graphics to be used in our games. You will often see
graphics characters which do not normally exist in the Spectrum character set. This is
because we have used the user-defined graphics capability of the machine. Where this
occurs, you must use the computer in its graphics mode, i.e. press CAP SHIFT and 9
simultaneously. Upper case letters will appear i the screen; this is confusing, but do
not worry because the computer will define the required characters automatically.

Take especial care when typingin DATA, DRAW, PLOT and POKE statements
that the numbers following them are correct. Some are in machine code in this book,
and may cause the program to crash if entered incorrectly. Others, whilst not in machine
code, may cause various parts of the program to malfunction — placing graphics characters
in odd parts of the screen, for example.

Games for the ZX Spectrum




1
Break Through .

(16K)

A version of the classic ‘break out’ game for two players. This game has a time limit,
1 which can be set by the players, from a minimum of 100 seconds up to a maximum of
900 seconds. The object is of course to break down your opponent’s wall before he
breaks down yours.

I Key to graphics characters

ABCDEFGHIJKLHNOPGRSTU
WBCDEFGH IJRLMNOFPORSTU
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1@ REM - @ _PAUL SMITH

2@ FOR Z
3@ RERD
4@ DATA 2

-
ELLIH HOQUOUD
.Ru RT+F
F KE 2 Y: NEWT z
4,126, 126 255,255,185

128,
5o 'FOKE_=23858,8
aTaRt

LET PLE=0

T
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™
U
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1

51@ PRIN

TH

sS=2@ FPLO
S3@ PLOT
42 PRINT
AYER 2: @

SS@ FRINT
.@; INK 5;
56@ PRIMT
578 PRINT
j=y=15) PRINT
LEFT : R
595 $RINT
53@ FRINT
laa: GF SE

[

1

"Jll‘".l'l

P
P
1=

U
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EenN B

Y HEEEHI{ -

AlL_ZSE5,@
‘DRAL 255,60
BT bt @; "PLAVER 1:8@
LI+ RS SR ivighit A R

AT S,@;, INK 4;R%;RAT 1

E S, C%; AT 1"' @; 0%
AT A, B! INK 3; "
AT 5.1, FLAYER 1 - Z

&
RT 15;1,"PLHYER a2 -
HT

RI
n@b"PREﬁﬁ MUMBER FOR
ET_Zs=INKEY$: IF Z%>"3" OR

Z$< 1“ETHEN G0 ToO 61

far=1]

INPUT @

BEEP 1.318:
632 LET MAX=UAL Zxx1@
7@a FOR Z=1 TQ 18:; BEEFP .1,Z: N

EXT Z
712 PRINT AT 21,29;° :
L0 PRINT AT 834 i et is,@; .,
ga@ POKE 23674 ,@: PQKE 23673.,0
POKE 23872,@
MAIN LODP B

Lo
5

h]

R
FIN
T

F

)

R

a3
AT E,ﬂ INK S;C%
32766=£a8 THEM LET D%

o%(l1)
32766=247 THEN LET D&

BREAK THROUGHT 15

11922 Al=A: LET Bi=8

111@ LET A=RA+C: LET B=B3iD

1i2@ PRINT AT A,.B; IMK 3J; &
113@ IF R1<>68 AND ARA1<>17 THEM PR
INT AT Ri1.B1; " -

1292 L c1i=C

1285 IF R=7 AND Cstﬁ+1j='-“ THEN
LET C=1: LET D=

i21@ IF A=18 HND DS (B+1) ="™ THE
M LET C=-1: LET D=0

i214 IF H=7 HND C$tE+1){)" " THE

N LET C=1: D=

1215 IF A= 15 RND D!(E+1)<>' "OTH .

En i1: LE

1z22@ IF B=3@ THEM LET D==1

123 IF B= HEMN L =

1238 IF B=0 THEMN LET B=1

{5} E]
1242 IF R=7 AND CSEB+D+11— =" TH
EN LET D==1: LE

1259 IF A=7 AND C$ES+9+1J—'|" TH
LET D=1: LET
i2s@ IF R=168 AND DsiBID+i]—"‘" T

om oo
28

= ] As(B+11

<>»" " THEN BEEP .@5,@: LET A% (IN
T (Brd)xd+1 TG INT_(B/4) #4+4) ="
P B; LET C= PRINT AT §.@; IHK

1318 IF (A=17 OR A=i8) ﬂND Bs(B+

1) ¢»" " THEN BEEP .@%, LET BS(

INT EB/¢\¥4+1 TO INT (514)*¢+¢1=
C==1: PRINT AT 18.,8;
IMK 5, E$

éﬂg@ IF A=4 OR A=18 THEM GO TO 2

1420 _LET TI=(BSSI64PEEK 23874425
EB2PEEK 23873+PEEK 2‘\357 ¥
R W o

> ER° &0 To seee
isse Go T ige@
2002 REM SCORE B
2201e IF A=4 THEN LET PLS=PLZ+1
202@ IF A=19 THEN LET PL1=PL1¥1
2032 PRINT BT 4,9 ,,4...
2842 PRINT AT 17,@0,..7.,

60 _sUB 2

=2esa e
gaea PRINT RT S INR 4;R%E; AT 1
1,9:08; INK'S; 2% @;C8; AT 18,0;

2@7@ PRINT AT 21,9;PL1;RAT 21,21;
EBSBZFDREZ 1@ TO @ STEP -1: BEEF

»
3@@S PRINT 8#&;" PRESS AMY
R AMOTHER GAME" BEy P

Listing continued next page
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39@s FOR T=0 TO iS: BEEF .3,¥: N
Seie- Z=0 _TO 7

30180 FOR_Z=

L;aggqmém‘ QUER 1;@,Z: DRAY OUVER
3630 IF INKEY$="" THEM NEXT Z: G
o To 3@1

3@s@ BEEP .1,@: INPUT @: RUN
S=292 RUN ;

2
Space Attack

(16K)

As the last spaceship on earth your task is to defend your home planet from marauding
aliens. One of the classic ‘shoot-em-up’ types of games, this one is easy and simple to
type in, being relatively short. However, although it is easy to run on the computer, it
is good fun and challenging. There are twenty stages of play, in which the aliens attack
at increasing speed, and eventually become invisible. Do remember to watch out for the
aliens’ mother ship which patrols the upper atmosphere. If you manage to shoot her
down, you will receive a bonus of 200 points; unfortunately, she will be replaced by
another, equally deadly mother ship!
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Key operations are. given below:

Z  Steers your spaceship left
X  Steers your spaceship right
<SPACE> s used to fire your laser cannon

The game uses 2 multi-key input routine, which you will find explained later in the
book, This routine is well worth investigating, as it is the way in which simultaneous
key operation can be used to control two operations, such as in this case steering and
laser cannon firing.

The program includes a ‘high score” routine which will enable the player to keep a
record of his scores in the game, In fact it lists the four best game scores in order along-
side the player’s name, Simply type in your name (you can only use five characters or
fewer: If your name were Alexander you could only use Alex, for example), when the
computer asks for your ‘Name”.

Once the game is finished, it will ask you if you want another go. Simply type in X
for ‘Yes’ or N for ‘No’.

Key to graphics characters

ABCDEFGH IJKL MNOPORSTU
AiemEFCHIJKLMNOPQRSTU

12 REM $#3 45X XXX FFFXFHTXXXR

85 L Ng=r i -
e EEEDEH 2: INK 7: PAPER B: C

72 DIM _H%(S,12): FOR a—ﬂ‘. TO S
%ET HE(Z,8 TO 1 ="--R@eda": NEXT

75 PRINT n€; INJERSE 1;" & TOB
k4 HHTTHEU“/ELLIﬁ HORUQOLD a
BB FOR E TO @ STER Za
REH INTRDD'UCTI\)N‘

93 N;9;"
] !"‘\PH§E ﬁ! EﬂC:K

1ipa PEINT AT N+3,2; ..
110 NEXT
118 PoRE Dosss.s

E =@
185 REM NCHANGE LEUEL.

F
20a BORDE 2: IF U=i R W=8 OR
W=1S OR =208 THEM LET P=02

@ f F’L
48: QUER @: IF K=1 AhD Tu¥a) +

SPACE ATTACK 18

N
L]

gl”zl‘f=3 OR W=1@ CR W=17 THER
IFqUad» OR W=11 QR W=18 THEM

IF W=F OR uW=12 THE!‘I LET P=5
OR W=13 ENM LET P=6
IF W=7 OR W=14 DR W=18 THEM

B

IF W=2 0OR W=2 0OR W=16 THEN -
LET P=1
2728 IF Pi=4 THEMN LET I=7

nprmen

e
Shizsngt
H
h |
£
"
o

292 PAPER NK

3eS REM mmnmm_esl

322 LET E =

22 LET gs s
=

SRR H§=: ARAARARAAAR

ARIN LOOFE

3se CLs : PRINT AT @@ PAPER @
. . PREER-8
‘328 pRINTCRR: IMDERSE 1l e Fom
¥ HﬂTTHEuqu L HERLGOD,

a7 N= Q 25 -t

222 PRINT HT @,8; PAPER @; INK
7iSaPr e 2

4867 EF B2V §s27a=gS1 AND X
<3@) - (IN ESE?E=2'—'=S x>

Seo (BT Boil Ir U=BR THEN LET ®

=7
410 PRINT AT_21,X; INK G;"A";RT
21,%-1;" AT 21, §+
426" PRINT RS “iRT _E usa;
wRY TET k=INT {RUDSZ) . IF Kol T
HEN PLOT tu*as+7,1 1T LET H=INT
NDx32): DRA 15—!‘1,—.‘143: QUER 1

1

-Hi+753¥%38 F!ND (U*S) +{16-H13+74¢1
1) 8 THEN

4-4-@ IF Ll=1 THEN F‘RINT AT E,uU; "

asé PRINT AT Y,0; ZRS0 TO 323 AT
¥i2,@; A%1 TO aaf ;2 A% TO
32) ;AT ‘l i

PLOT 8#X+4,5; DRAW @,184: INK I

2 BEEP «21,19: OUER 1: PLOT S*X+

4 DRAW @, 154; OUER e IF A% (X
“ﬁ" THEN LET Bsixi=" ET S=

S
i58 IF IN_n27EE=2S4 THEN IF U=x
LORXEUS THEN PRINT 8T E,U;
tiheDE 1,1@: LET s=s+2@h: LeT
4898 IF As=B3% THEN €0 TO 532
485 LET U=U-1
SP@ NEXT N
Si@ LET Y=Y+i1: PRINT AT Y-1,@; ,

Listing continued next page
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JAT Y+1,@;
AT REN R FheNt S

530 NEXT W

535 REM WAL IENS HAVE LANDEDR
CLS : INK FOR N=5@ TQ -1

a EP -1: BEEP .@1,N: MEXT N

55@ PRINT AT 12,7; "YOUR SCORE W

S "8
555 IF W=2@ AND R%="
e GHEN PRIN
T AT _1@,2; INVERSE 1;"YOU MADE
T SPACE CAPTAINIIL": GO TO Seg
S6@ _PRINT AT_1@,5; INK PAPER
o84, FLASH 1; “THE ALIENS AAVERLER

565 GO SuUB 99@@ .
sS72 FPRINT AT ,18; "ANOTHER GO7
TUPPHUEE a: IF INKEYs—'M" THEN S
s8a IF INKEY5="Y" THEN QO TO 75
59@ TgD
sas REH ESTRUY SHIFPR
58 e CLS : INK G: FOR -*e fe -1
2 TEP -1: BEEP .@1,d: MEX
gl@ PRINT AT iz, 7,"YDUR SL‘.ORE 1%

eze’ PRINT AT 1@,1; INK 7; PAPER
2; G 1;vOUR EHIP nhs BEEN
DEaTRDYE

€25 B0 SuR_csee
638 PRINT AT 1S,1@; "ANOTHER GO7
< PA @: IF INKEYS$="N" THEMN S

542 IF INKEYsﬂ"V" THEN @D TO 75

£

8ss nEH CHARACTER SETH

6@ FOR N=8 TO 31: READ A: POKE
USR "A"sN,A: NEXT N

§79 DATA &@,126,213,255,195,126
68,129, @,84,24, E&,SS,EB,E‘B,!.QS.-
é,2,63,127,255,446.255,0.0,0,552
,254, 255, 75,255 @

88e ' RETURN

See@ REM EYcsi

Sei@ PRINT AT &,8: "KEYS-"_
Se2g_PRINT AT 8,2 INVERSE 1;"Z.

LE

SBSEIPRINT AT i@,2; IMNUERSE 1; "X

ééia PRINT AT 12.2; INUERSE 1;"<
PACE) .} (EIRE"

‘_’" PRINT AT 17,1@; "READY (YN}

sSese IF IMN EYga"Y” THEMN RETURN

S@7@ G0 TO

292282 FOR N= 3 TQ EGB NEXT N: C-Lq
: OR _N=1 2@ : EP_.@1,N

XT N: IF 53URL H !q 8 T7TQ 2 THEN

INPUT “"NAME:"; L

?9?5 LET NS=(N$+" A TO S

2889 FOR Z=4 TO I_STEF -1

2818 IF S>»>URL HR(Z,8 TO ) HEN L
ET (Z4+1) =H%(Z): LET H% FI] #NS t
—-="+1("D2222" ( O S-LEN STRS% 31+

SPACE ATTACK 21

STRS

9q2 z

22932 F'RINT AT ﬁ ,@; PRFER @; INK
7, "HIBH SGC\RE

996@ PRINT HT %;Bfiﬁ; INK 7; PARP
N

o998 RUN




3
Treasure Hunt

3
>
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(16K
Black)bea.rd the fierce pirate captain has hidden all his treasure on a desert 1siand All
you have to do is find it. Easy!

However, you may find it a little difficult to locate the treasure because the island
is covered by the tide every eight hours (represented by 30 seconds ‘real time’ on the
computer).

All you need to remember is to type in ‘R’ as the instructions scroll across the
screen. This will start the game. A number of clues will then appear at the bottom of
the screen. which will tell you either in which direction the treasure is to be found or

22

TREASURE HUNT 23

how many moves away it is. All you have to do is to find the treasure before the time
limit is up.
If you want to have another go type Y for ‘Yes'. If not, simply type N for ‘No
Happy treasure hunting!

Key to graphics characters

ABCDEFGHIJKLMNOPE@RSTU
COEFGHIJKLMNOPRRSTU

FFEEFEEELLERERESF
ASURE HUNT £
BY MATTHEWS i-
LIS HORWOOD
*ifii*ri!-i-i-{—{-:*
K @: BORDER 7

,;5; PAPER 1; INK
RE HUMNTIY

QUSRI

~
A0-19AR0RGRSE

RINT AT 4,®; INVERSE 1;“KE
FPRINT ﬂa &,3; INK 7, PAFPER
PRINT F!TU? ;3; INK 7; PRAPER
PRINT HEEB_f_S; INK ¥; PRAPER
PRINT RT _9,3; INK 7; PRPER

ERST
PLOT ©,85: DRAW 255,02
PLOT @&,52: DRAW 258, E

A
PLOT ©,67: DRAW 2S5
AT g ST RREEL R
LAV

<

s fa ol pov- e |5 pa (fipeapes: p
[CRRUTd]

m & @ W

oz

VNN INSC IV
on

x
< WD @ A
o]

YOU MUST FIND THE T
REASURE BEFORE YOUR TIME_RUNS OU
T USING ONLY THE CLUES AT THE BO
TTOM OF THE SCREEN!

20e PRINT AT 14,8, TINVERSE 1;AS$

2ie LET Af=A%(2 TO ) +AS{1)
228 IF INKEYg§="R" THEN GO TO 25

230 BEEP .21,1@: FOR N=1 TO 2:
HEXT N: BEEP .21,16

249 GD_TO 200

258 LET &=0: GO SUEB S00@
26@ REM HIN LOOP

K PER &
278 LET TX:IN‘T (RNDx31)
EBB LET TY=4+INT (RNDx14)
29@ IF CODE SCREENg (TY ,TX)=0 T
HEN GO _TO 270
@@ LET X=1@: LET Y=10

Listing continued next page
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S18 PFRINT AT ¥,X; &A™

2@ LET M=0

33@ PORE 23574 @: POKE 238723
POKE 2367

34@ LET T 3@—([65535*PEEK 256?4
+258 xPEEK 2387I+PEER 23672} b
35@® _PRINT AT _2,30; PRP ER ?‘” £,
;RTIﬁ+a+"HGUES “"iMiRT 2. 25,"TIHE

X +1

g*Q@IF X-TX RND ¥Y=TY THEN GO TO
458 GO SUE 3000+ (R:l100)

Qd-ﬁ@ FOR N=1 TO 38: NEXT N: GO T

Seee nEn EDI&TRNCE. 5

2=
3018 IF TX*»X THEN LET D1=TxX-X
3820 IF TX<«X THEN LET Dl1=X-TX

Z@3@ IF TY»Y THEN LET DE2=TY-Y
P4@ IF TY(Y_THEN LET D3=Y-TY
3045 IF G=1 EN RETURN
FDE® PRINT A 20,02; PRPER 7;° "
T.28,2; PAPER 7;“THE TREASURE §2
sindeba; ¢ MOVES AUAY™
=055 BEEP .1,10
@E® FOR N=1 TO &8: NEXT N
@78 RETURN
10@ REM BDIRECT IONE
118 LET Df=""
'.Z.L'QE IF TY» THEN LET D%=D%H+"S0U
138 IF TY <Y THEN LET DE=0CH+"HNOR
14@ IF TX»>X THEN LET DS$=Ds+"ERS
15S@ IF TX<X THEN LET D#%=D%+"WES

180 PRINT AT 20,8; FRAPER 7;" -
2¢,0; "THE TREASURE'S TO THE =‘,'

BEEP .1,1
FOR N=1 TCI B3: NEXT N
RETURN

REM HBISET UFP SCREENE
5018 PAPER 1: INK &: BORDER 1
522@ PRINT AT 5,@;°

TREASURE HUNT 25

183 RETURN

6000 REM BUING

ge2@ FOR N=1 TO 20: BEEP .@2,N:

5@3@ PRINT AT 6,5; "YOU DID IT IM
sM; ™ HOUES!™

€24® PRINT AT 8,8; "AND *;30-T; -

‘RECDND&“

COS =37
?ama EEM aDUT OF TIMEN

FOle S

726 FOR N=-286 TO -38 STEP -1i: B
EP 1,N: NEXT N

7838 PRINT AT 4,2;"0H DERR! YOU
AN OUT_OF TIME™ i

7235 LET G=l1: 0O SUB GBBD
7840 FRINT AT &,8; YOU UERE -
oo RaUEsR AT Bl 2T VLRER THE
A& RE®

® PRINT AT 1@;1@; "ANOTHER GO

7060 IF INKEY&="Y" THEN RUN

7078 IF INKEY&="N" THEN STOP

7882 GO TO 7050

908@ FOR N=0 TO _15: REARD A: POKE
SR MANEN,A; NEXT N

ag1® _DATR ¢,24,08,219,36,218,38,

i95,56,56,16,264,46. 40,668,138

5226 RETURN

L339 RUN




{?‘@ma i
(16K)

The main object of this game is 1o get to the treasure trove, marked with an X, which
can appear anywhere on the screen. However, after you materialize in the swampland,
you will have to avoid the zombies who chase after you, at the same time as skirting the
marshes, If you fall into a marsh, you will lose one of the five lives which the game
allows you. If a zombie catches you, you will also lose a life. If this was not enough,
you must also be careful not to run out of time (the amount of time taken is displayed
at the top of the screen).

Each time you manage to get to the cross on the screen, the time allowance for the

26

LIVING DEAD 27

game is re-set to zero. Therefore, if you continue to reach the treasure trove without
losing any lives, or running out of time, your score will increase. The faster you find the
treasure trove, the quicker your score will mount.

One final sophistication should be explained. If you wish you can redefine the
movement keys. Simply press E to Edit, and type in the letter, figure or symbol you
require to change the key.

Key to graphics characters

ABCDEFGHIJKLMNOPGRETU
YARDEFGHIJKLHNDPRRSTU

S REM IVING DEAD
P.SMITH -
LL IS HORWOOD
T READ &%

1@ FOR &=1 a 5:

=2@ FOR =2 T8 7

32 READ ¢: POKE USR a$+b,¢

48 NEX b

5@ NE 2

EgﬂaDHTﬁ 53" ,2,146,146,84 ,56,16

76 DATR “c¢",56,84,40,124,186,1
86,40, 108

8@ DATR "b",R2,80,92 ,255,1685,.62
s231,@

1@ 'BORDER 2: PRAFER @: INK 7: C

15@ POKE R23658,8
188 LET _K&= '3?55“
égs GEEFHS% UF!RI ES R
2 ABLES
212 DIM as(l1 g
QSB E? z=1 TO e
25 (INT (RND#19)4+1,INT
Rgia.‘a*ll ) :"ga" thidkia .

NT (RND232

&
%NT fRND*iQ?i!
1,d(z) #1) ="¥" THEN

Q@anlNn

]
~
]
r
m
-
3 Pl

s "SCORE: ";&c

D#442) ;AT C(Z1}
448 NEXT =z Listing continued next page




28 GAMES FOR THE ZX SPECTRUM

Pr

T AT @,@; "ENTER SKILL
445 INPUT & H 1°° ERsvy
a-

HA
P L T
298 FOR g1 TO INT IRNDS5+8)
19@@ LET 31i=a: LET bi=h -
121@ LET z$=INKEYS$

ip2e LET a=a+(z$=xs(ﬂ! AMD a«l8)
) AND a»1) .

b= b+éZS—K$(1) AND b<31)
)1 ’: RAND bil=b THEN GO TO

AT 51451.3$E31$h1+11
g et THEN PRINT

I
a,b
K 4
Sap
1ee 3
i1 O fF+1

128 ci=cie)}: LET di=di

i1e IF a<cte) THEN LET c[e}uct&
%B IF as>c (e} THEN LET cflel)=ct(e
1

3@ IF bxd(g) THEM LET di(e)=d(e
@ IF bidie) THEN LET d(e)=dl(e

PRINT RT c1 d1; astci d1+1)
PRINT (RND 34 AT ciel

b}
IFTasicre) ,d(e)+1) ="¥" OR A
el i) 4T LAR S TAEN el sUB =

NEXT &
IF ATTR (A,BY <37 THEN GO TO
IF a=i AND b=j THEN GO TOQ T

@@ PRINT AT I, INK 7; X"
i@ LET T:HE:TIHE

28 PLOT @&,175S: DRRU TIME,, @
3e IF ¥IHE:E¢5 THEN GO TO seee
a

2% N5 To ose

2ae@d LET sc=&s¢+1

281a BEEFP .1 ,30@

EBEB PRINT INH 4; AT c (e}, died; "¥

2832 LET ¢ (e) =INT IRND*19+11
2240 LET d (e} =INT (RND*32)
astcie)  dlel+i) ="¥" THEN

I
GO0 TO 203@
2e6e PRINT INK 7;RT 21,6;s¢cC
2o ETUL

Sooe REM B CAUGHT M

3e@1 PRINT FLASH 1;AT 21,18, "CAU
3@@s’ PRINT * ”;

B0i@ LET li=tli-i

3@2@ BEEP .@F,19: BEEF .BE,20

P H E
Ggsﬂ IF INKEY!{}"” THEM GO TO 3@
2
3@4@ PRINT INK 7;AT 21,16; "LIVES

LIVING DEAD 28

. .
3859 (ET a=INT (RND#19+1)

388@ LET b=INT (RND332)

SB?BQIF agis , b+i) ="¥" THEM GO TO
325

3VS2 IF 1i=0_THEN GD TO 4000
3985 G SUB TeR@

3292 GD TO 1@

3522 INK_2

3508 GO _TO 1092

1202 FRINT FLASH 1;AT 1@,12; “GAM

;
4@1@ PRINT " ";
422¢ PRINT INVERSE 1; FLASH 1;°0

%EgENERINT AT 21,16;"PRES5 1 TO
ggéﬂ IF INKEY%<:>"1" THEN GQ TO 4

4858 RUN

Seaa REH B _sSucceEss B

E%%PLET B0=255: FOR ZI=TIME TO @
S@2 LET ,BO=R0-1: PRINT AT 21,16
s "BONUS: v BO;

seaa ;EEPNEBI +Z/4.25: PLOT QUER

saﬂi LET TIME=@: LET SC=SC:BO: P
INT R7T 21,6;3C
3223 EET ?sfﬁf tAND 21941
ZINT (RND¥32) ool
S@4s IF RS(I,usi)="¥" THEN GO TO

sese FOR_Z=1 TQ 1@. PRIHT AT I,
=1 To_1@: NEXT X: Pﬁ*

QT I d “X"' FOR X=1 70 1@:

:@sﬁ IF INhEY$="" THEN GO TQ S086

EBSEhPRINT AT 21,16;"LIUES:“;LI;

Say@ G0 TQ 1i3ig@

se@e REM DERD B

5985 BEEF .8,-~1@: FOR X=1 TOQ 38:
NEXT X

c2l@ FOR Z=LI TOQO @& STES -1: BEEFR
+2,Z%1@:; PRINT AT Ei,iﬁj"LiUE&:'
";Z: FO x 2 EX

X

@ 4200
70@@ FOR Z=@ TQ 7 STEP .2
7210 BEEF .B5,Z:10-1@
7a2a SR%?TZRT A,B; INK Z;"&"

E.
g@¢@ IF INKEY®="" THEN GO TO 724

E
Z,X, INK 4; "¥"
6915 NEXT X

Listing continued next page
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NEXT
28858 PRINT AT i,J; INK 7;"X"
ga9@ RETURN
S@Q@ REM INTRODUCTION B

|22 SF}IN"I‘ o LIV INGG =4

E A Yiagstmme e e o

S
Helicopter Rescue

"

------------------ ;.. KEYS
ap3@ PRINT AT 6,13;Kk&(1y; INR 3;
=0 RégHT"

204@ FRINT AT 8,13;K$(21; INK &;
S@S@ PRINT AT 1@,13;K$(3); INK ©
faa&e PRINT AT 12,13;K$(4); INK &
it - LEFT!

272 FRINT AT 14,8; “=c=-c=c-====
,§§9,PHINT ras " PRESS "; INK ©
bege’ PRINT * TO EDIT "; INK 4;"F
21@e PRINT " TO PLAY"

9118 PRINT ,,; c-—momemm—m—————m
212@ PRINT AT 21,@;" L IuI
N G D E [0

Lal
aésa IF INKEYs$="E" THEN GO TO 92

214@ IF INKEYS$="P" THEN REEF .1,
2: RETURN
2198 GO TO 913@

S2e@ »REM EDIT B
Q?Ei IF IRKEYE(F‘" THEN GO TO 82
2205 FLASH

1
29z2i@ FOR Z=1 TO 4
AT 4+Zx2,13; K&t}

2236 Eg%NEG INKEY &

& =
3240 IF_Zg="" T To_sase.
2252 PRINT FLASH 0;AT 4+Z:2.13;Z
%
e2&8& LEYT K$(Zi=Z%: BEEP .8%1,45:
Iir Imuﬁvﬁxg"“ THENR &0 To SDES
9270 F &

S275 EE‘?HU“ @: FOR Z=1 T8O 4. FO
=8 = : =2

R )“(:1 TO 4: IF Z¢3X THEN LET WWW 7 -

=W+ (KRS (Z) -Kﬁé;&_}rl

288 _NEXT X: Z: IF WM< 3 T 7

0
B
o
e
[}

(16K)
The object of this game is to rescue the beautiful maidens in distress. But instead of
being stranded in medieval castles we have brought things a little more up to date and
placed them on top of burning skyscrapers. You pilot a helicopter to rescue them:
you must get all of them off the skyscrapers and land them safely on the white plat-
form at the right of the screen before the fire reaches them.

But be careful. No more than one maiden can ride in the helicopter at a time:
if you try to get more than one inside you will cause a fatal accident. And if you fly
into a skyscraper you will have failed in your mission.

31




32 GAMES FOR THE ZXSPECTRUM HELICOPTER RESCUE 33

19@ LET G$="TOBY": LET HI=2: LE
LS@: LET Y=3; LET X=1e

AT i _INK @; a3
2i@ LET suaz_-ménasus 300a

The game incorporates a difficulty factor — the fire reaches the top of the buildings
more rapidly as the game progresses, so you have less time to rescue the maidens, As
soon as three maidens are killed the game is over. Once the game is running, press P
to play: you can do this at any time whilst the instructions are scrolling past. The

L2368 PR s
following keys operate the helicopter: iS;AT @, 16?1‘:1'19 iDi:Ns K I f_ CDRE
"456 PRINT AT 1.,0; "nn:éﬁn
P =1Up & _SAVED ; ME
L = Down @g;ﬁ IF I‘JK Y$="P" THEN GO SUB 1
Z = Left 25@ IF INKEY&="L" THEN GO SUB 1
X = Right oad i o
=268 IF INKEY$="Z2" THEN GO SUB 2
The game features a high score routine which allows you to type in your name and 2oa a

g;ﬁ IF INKEY$="X" THEMN GO Sus
2@ IF LEN M&+MK=SK THEN GO TO
285 IF Y+1=21 THEN IF X:»=27 THE

automatically displays your four best scores on the screen.

Key to graphics characters

ABCDEFGHIUKLMNOPRRSTU UBI?ﬂiéhao THEN IF L=1 THEN GO &
FFEJALGH IORLMNOPaRETU 287 IF MK=3 THEN GO TO =000
298 NEXT O

8@ GO SUB Sope

1@ GO TD 228
18@@ REM
10 REM ¥ ¥t ¥¥EXFXFEXETFEREEXE 1205 IF Y=2 THEN RETURN
26 REM # HELICOPTER_RESCUE & 1210 PRINT AT ¥
3@ REM = TOBY MATTHEUWS = i1@2@ LET ¥=Y-
4@ REM ¥ & ELLIS HORWOOD = 1@3@ PRINT AT Y,X; INK 8;H%
58 REM ***********ii#*******{'" 1240 R URN
6@ POKE Z238E8 1502 REM RDOU
72 PARPER 5: 6RDEﬂ 1: INK B: C 15@S5 IF Y=20_THEN RETURN
Le 1519 IF L=@ EM IF ATTR (¥+1,X3
5@ GO SUB S00D =41 OR ATTR (Y+1,X+1) =41 THEN LE
85 LET N&="TOBy": LET_H$="uak" T L=1: BEEP .1,10: LET 3=S5+1008:
=1=] &IH B (5,12) FDQ Z=1 TO B&: GO TO icodo
LET B%(Z,6 TO 1="--80000": NEXT 1515 IF L=1 THEN IF ATTR (Y+1,X}
z =41 OR ATTR (Y+1,X+1) =41 THEN'LE
£=3-] S=0 T HK-HK+1: BEEP .1,-20
ap LET HK=@; ET Mg=2" 15382 IF ATTR i(Y+1,X+1)=48@ OR ATT
1080 LET SK=7: L.ET D=1G: GO SUB R_O(Y+1 X+13_42 THEN GO TO S008
sB0e 154® IF ATTR (Y+1,X) =4@ OR ATTR
185 PRINT AT FPRPER _©; “"PRES tY+i X) =42 THEN sc TO seed
Anpnn T REY 75 QGHHENDE PLAY" PRINT AT ¥,X;"
11@ LET A%=" 151@ LET Y=Y+
PaalP L..DORN  Z,. 162@ PRINT HT Y X INK @;H%
LEFT X..RIGHT RESCU 163@ RETURN
E._THE MAIDENS FROM THE BURNING & 28068 REM
KYSCRAPERS AND LAND THEH ON THE 2ees LET =Y &
PLATFORM ON THE RIGHT OF THE SCR 2@1@_IF L=0 THEN IF ATTR (Y,xX-1}
ELar =41 THEN LET L=1: BEEP .1,1é: LE
i2@ PRINT AT &,8; INK @;A%( TO T =5+ : GO TO
337 ] 2820 IF X=8 THEMN RETURNM
1@ LET AS$=A$(2 TB )+R$tl! & 2@3@_IF L=1 THEN IF ATTR (Y,X-11
Bégg BEEF .@1,1@;: TO S: : =41 THEN LET MK=MK+1: BEEP .1,-2
158 IF fNKEYs “p* THEN GO TO 17 g 2048 IF ATTR (Y, X-1) =40 DH ATTR
Y , X~ 13=42 THEN Go To, Soo
18@ GU TO ize . 21b0 Y, X
179 !HRIN LooFl : 3 2112 LET xax-i
EE-1- pnIN AT &, : 2120 PRINT AT Y,X; INK ©;H%$
213@ RETURN

188 PRINT AT 4,@;" i
" ; Listing continued next page




34 GAMES FOR THE ZX SPECTRUM

2502 REM ERIGHTE

2585 LET HSu“ﬂi“

251@_IF 1 =0 THEN IF ATTR, tv X+2)
=4l THEN LET L=1: BEEP . 16T LE
T S=5+100: GO TO @

LEba IF ¥-38 THEN RETU

X=3 ETURN
253@_IF L=1 _THEN IF ATIR_(Y, X+21
;41 THEN LET MK=MK+1: BEEP .1,-2

2540 IF ATTR (Y,X:2) =40 OR RTTR
Y, X+2) =42 THEN GO TO 8020
@ PRINT AT 0 -

1 X5

LET X=X+

52¢ Eg‘%ﬂENRT Y,X; INK B;H%
@ REM ﬁBURN BUILDINGE

LET =@: LET B=E-1
228 FOR N=0 TO 24 STEP_4
F ATTR (B,N) ¢<>40® THEN LET
1: NEXT
2940 IF N>=25 THEN Go TO 32‘6@
amsa PRINT m' N, INK 2'
30 IF _ATTR +1}) =4
EE F‘-‘ 1,—1E LET H}\ H}H—l F‘RIN" QT

2053
e7e’ Ex+ N
Soca
ipad EEQ UBH1 scoresm
4PBE FOR N=i1 TO 20: BEEP ,81,N:

N
4930 IF S5»UAL B%i4,2 TO ) THEN I
NPUT "PLERSE ENTER YDUR NAME

TLW0 NN~
o] : o

i
PRI
r

LINE Ng

4P40 LET N$= (N&+" ) TO S

4P4S FOR Z=4 TO 1 _STEP -1

PSR 2.5y R (27 CiET Bglz) NE T

E + :

TR EE50aR T (T s hEn EtRs S ¢

STR§ S )

iPEE PRINT AT &,®; PAPER 1; "HICGH
CORES: "

TO 4
4080 PRINT AT Z+8,11; PRPER 1,;EBx%

: T Z

égagnpgéﬂl“ﬂT 15,11; PAPER 1;"AMN
41@@ IF INKEY$="¥" THEN CLS : GO
TO &8

411 IF INKEY ="N" THEN STOP

41fe 5o Tg 41

Seee REM HSET UP SCREENE

Bai FOR N=0 27 STER

5018 LET AD+(INT (RND*?))

§026 FOR F=21 T0 R STEP -1 .
Fe3@ PRINT_ AT N; INK o; "R
S242 NEXT F

13 PRINT AT F,N+1; INK 1; %"
SPE@ NEXT N e
=@7@ PRINT AT 21,28; INK 7;

S08 PRIN’T HT a, W, INK ,’"50
.S;AT B,16; "MAIDENS KILLE

sb3b PRINT AT 1 85 INK B RATbEN
S SAVED U, M§

HELICOPTER RESCUE 35

20 RET

ee REH

%B FOR 1 TU 29: BEEP .B1,N:
6320 PRINT AT &,11; PAPER 1; "BON
Us _“;SK*100

80825 LET S=S+(SK:106)

B@3@ LET SK=5K+

6242 FOR N=1 TO 100: NEXT N: CLS

&25@2 LETTD=5+1- GO SUB S@0@

E@E0 GO

7eee REM MLAND MAIDENE

7218 LET ME=M g o By s=ss100

7828 LET L=

7058 BEEP .3,10

7o3® RETURN

8e2®@ REM ECRASHE

8210 FOR N=@ TO -20 STEP -1: BEE

P .1,N: NEXT_N

B2 FPRINT AT &, i2; FLASH 1; PAP

ER _1; "GAME DUER"

883@ FOR N=1 TO 18@: NEXT N: &GO

TO 4000

9292 REM MCHARACTER SeTH

2610 FOR nan A: POKE

OSR TR aNLh: NEXT

9828 DATA 56,56, 16 254 4554844288

4,40 ,288,153, 154,248 i=a h,lwa

, 285,284, 128, ame,: ,155 554,254

ég5aaiﬂ7 145,267 ,255,255,1

2f41é2 g¢é é4§ émé é 38427847
6°Ee+58

3839 Aun




SKIING: DOWNHILL RACER 37

start. The screen will show the half-way split time, and once you have completed your
run it will show your total elapsed time and your average speed.

You will be surprised how much skill is required to ski a fast run.

Good luck!

Key to graphics characters

CDEFGHIJKLMNOPRRSTU
EFGHIJKLMNOPQRSTU

18 REM FEs R sr XS RN SFNE8EE88F
NG

REM £#s
5@ PAPER 7: INK @: BORDER 7: ©

S8 LET N$="TOBY'": DIM H$(E,12n)
: FOR Z=1 TO B: LET H¥(Z,6 TO 1=
S ——@@@" ;. NEXT

9@ GO SUB 9680

11@ REM BMINTRODUCTIONN

115 INK

120 POKE 23858,8

i3® PLOT 48,168:; DRAW -32,8: DS
Al B, -16: DRAL 32,6: DRAW 6,16
DRAG -32

a
14@ PLOT 48,168: DRAW B,-16: DR
AU 32,16, PLOT 45,136: DAAU 0,16

3 R 32,-16
158 PLOT &5,168: DRAW 16,9: DRA
W B,-32: DRAW 16,0

166 PLOT 120,188: DRAW -16,8: D
RAW ©,-52: DRALW -16

17@ PLOT 128,188: DRAW 16,8: DR
AW @, -32: DRAW ’

188 PLOT 160'!?153: DRAW -16,08: D

RAWY @, -52: DRAW -16,0
199 PLOT 168,138 DRAW ©,32: DR
AW 32, -32: DRAW 8,32

200 PLOT 240,168. DRAW -22,0: D
Al 2. o328 DRAU 32,08: DRAW ©,16:

@
218 PLDT ©@,128: DRAW 255,0

ot f 22@ BEEP 1,1
e - : 238 PRINT AT 7.@; "KEYS:-"
= .24@ PRINT AT 8,6&; "P--MORE SPEED
(16K) : “QEB PRINT AT 9.,6;"L--LESS SPEED
Fancy yourself as Franz Kiammer, but without taking the bone-breaking risks? Well A 28® PRINT AT 18,8; “Z--TURN LEFT
this program provides all the thrills of the blue riband ski event — down.l}ﬂl- racing. 3 276 PRINT AT 11,8; "X——TURN RIGH
Unfortunately you will have to ski 2 difficult course: it has rocks and tre;s init. AS}:; : -5 -]
> a — i ide them you wil | 288 PRINT AT 13,0; INUERSE 1;"p
the real thing, you must stay inside the red posts if you ski outsi e t g LEASE INPUT LEUEL Chr BIFRIEULFvE
be disqualified. Hitting rocks or trees will slow you down — and hitting to0 many 298 INPUT *71‘({EASY) TO ‘&7 (HAR
eventually breaks your skis, so go carefully. : Dgg& LET D=7-D

The game incorporates six difficulty levels (1 ‘easy’ to 6 ‘hard’) and can be skied i
over a range of run lengths. Like real downhill racing, an audible signal tells you when to ; e vk i

36




38 GAMES FOR THE ZX SPECTRUM

3@ IF D«1 OR D>5 THEN GO TO 29

-]

310 LET D=D+3

528 BEEP_ .1,

33@® PRINT AT 15 a; INUEP*E 1, P
ST TSI A e 2K AU
SSE IF L¢<.5 OR L»S5 THEN &D TO &

360 BEEP .1,1
370 LET L=I NT (L%19@) +25

588 INK 7

398 LET P=14

488 LET X=186

41@ LET 5=40

428 LET TH=0

58@ REM -HRIN LOOFE

5182 cLS FOR N=0 TO 28: PRINT
aT N,P; INK 2;"M";AT N,P+D; "FI":

5 NT AT ©,X; INK O;

] ﬂgéTN-ﬂ oNa; Eép ol za;
g ;

PR o BAke 258548, PORE 23673,0:

o
56@ LET E=INT IRND
578 LET P=P-(E=1 QND Pyi) +(E=2
AND P{18)
E8@ POKE 23692
=590 PRINE AT i P; INK 2; "M AT
21,P+D; "M

PRI
58% PRINT AT_2.X; INK @ A"

0@ FOR N=il INT (RND=4): PRI
NT AT _21.,INT :nun;saa; INK 4; "&"
: NEXT N

1@ FOR N=1 TO INT (RND*S) PRI
NT AT _21,INT {(RND#32); 8; &
: NEXT N

620 IF 0=L-20 THEN PRINT AT 21,
P, PRAPER 2;" I M=

: LET T= aasaagpzzm ESG?4+EHG!PE
EKG§3§;3 +PEER

Eg' EYtz"P" THEN GO SuUB 1
@
71l@ IF INKEY$="L" THEN GO Sus 21

72@ IF INKEYS$="Z" THEN GO SuUB 2

73@ IF INKEY$="X" THEM GO 3UB

742 IF ATTR (1,X) =58 THEN GO SU

TS@ _IF TR (1,%X)=6@ THEN BEEF
30 =1

n

J17e,3T Fom To 2375: REXT G-
LET TH=TH+1
76@_IF ATTR_(1,X)=56 THEN BEEP
L1,-3€: FOR I=1 TO 40@: NEXT I:
LEF TH=TH+1
778 IF TH=3 THEN GO TO 8209
79@ =T ({Ls2)-=18) THEN FR
NT “SPLIT TIME = ; (ESS536iPE
BN ohes s EEE tPEEk paE T hiPEEK SR8
72) »E@; * SECONDS": BEEP 1,10
T NI TONEXT

0810 FOR N=1 TO &: NEX

SKIING: DOWNHILL RACER 39

8@ CLS
83@ FOR N=1 TO 20: BEEP .1,N: N
XT N

94@ PRINT AT _6,@; INK @;
1; "CONGRATULATIONS YOU RhoE-22,

_95@ PRINT_AT _8,8; INK @; INUVERS
E 1;"YOUR TIME UAS *;T," sECONDS

96@ PRINT AT 10.0; 1NKEB; INUER

SE 1;"TH I5 AN AUERAGE OF "; IN
T AL ~24) ¥1B) /T) £3.63 ;" kmsh™
7 =1 TO 2@: BEEP .@1,MN

N
8@ FOR _N=1 TO_185®: NEXT N
B_40@
REM_ EPEED
F &= HEN n TURN
ET 5_5—5

@

=3

]

2 RETURN

@ REM LOW DOuUNE
2 LE =545

@

&

=586 THEN GO
THEN_BEE
1 NEXT HN:

(=1%]

58

=86 THEN BEE
75: NEXT N

2

2 PRINT AT ©,%; INK 8; "#"
RETU P8

3 REM BRIGHT]

2_IF ATTR (9,X+1) =88 THEN 6O

2520 IF ATIR (@,X+1) =60 THEN BEE

~3@: FOR N=1 TO 5@: NEXT N:

LET TH=TH+1

ESSB IF ATTR (@,X4+1) =86 THEN BEE
é% -32@: FOR N=1 TO 75: NEXT N:
i TH—TH+1

RINT BT @,x;" ©

2560 PRINT AT @,%; INK @;“#"

RETU!
4000 REM QTDP SPEEDS
4@82 FOR =1 TO 20: EEP .@&1,N:

N:
4@05 LET SC=INT ((((L-24)£1@) /T

3.6
4@33a° J:F SCP»WAL HH (5,8 TO 3 THEN
NPUT “"PLEARSE ENTER YOUR NAME:

?345 LE% NS=(NE+" 10 TO =

4@05@ FOR_Z=4 TO 1 STEP_ -1
49660 IF _SC>>VUR $tZ,8 TO ) TH
LET H?(Z+1J=H J: LET Hst(Z) =
et B -1 - 3-L.LEN STR$ 5C
5TR% SC

EN
N%+
ry+

Listing continued next page




40 GAMES FOR THE ZX SPECTRUM

4270 NEXT .
197S FRINT AT 4.2 PAPER 1; "TOP
SPEEDS TODAY: N
4085@ FOR 2-1 TD 4 ¥
g%QGJPBINI AT 512,11 PAPER Z-1;
41@@Rbgénz AT 14,107 PAPER @; "AN
4118 IF INKEYS$="Y" THEN CLS : GO
41207 IF INKEYS$="N" THEN sTOP

So00 REHTEDISQUHLIFY'
7202
7012 FOR TO -2@ STER -i: BEE
P L i,N: NEXT N
7836 BRI PER_@;
7R3
RRE DI aunLIerb EoR RITTIMNG O
TO40 AT 7,12; PAPER &, "A P
asT! "
R4S FOR N=1 TO 206: NEXT
2285 EOE NoleT0sB22 MEET+D soie
s00C REM BBROKEN SKISE
561@ FDR N=@ TO -20 STEP -1: BEE
Bebd tig T M
-
5@3@ PRINT AT PAPER @; "YOUR
RS "RAVE BRoRER’ HARD LuGK L™
8040 GO TO 7045
2000 REM HQRQCTER SET]
201® FOR =@ T 31. RERA A: POKE
USR "A"+N, R
L2 _DATA 36 59 126,126,231, 1
55,35,255.255 aés i2g,459,125,4i5
9,0,7.,5,56 s, é é4 L8624, 6
eieb,iné; és LEE
9@30 RETURN
2539 RUN

Lunar Rover

- =——3
s

This game tests your ability to fly a lunar module. How do you think your skills would
compare with those of Neil Armstrong, the first man on the moon? Here is your chance
to find out.

The game has two main variables: the amount of thrust used in the descent {con-
trolled by any key on the keyboard) and the quantity of fuel remaining in the module
— which reduces as the rocket thrusters are fired. So you have to get down before the

fuel runs out: otherwise you will crash! Like Neil Armstrong, you won't get a second
chance.

41




42 GAMES FOR THE ZX SPECTRUM LUNAR ROVER 43

Key to graphics characters. 8232 PRINT INK &; AT 12.3;"

nscgEFEquﬁLnxﬂpﬂﬂsTﬂ 842 PRINT INK 6;AT 2@,7;"
= Ty "

R
nRTE OF PESCENT CAUSED YOU TO B

MNOP2RSTU )
10@@ REM 5 MAIN LOOF B

118 LET X=X+

émga IF INKEY$<>"" THEN LET TR=

+

= 1@6@ LET_TR=T

= g 1846 IF ¥§‘?J¥E§N’“EEJ-’§.=“13

@ PRAUL SMITH 129@ IF A<1S THEN PRINT AT A+2,4

JELLIS HORWOOD i? ;ﬁhIE TR)B THEN PRINT AT RA+2.

. 1i0@ LET RD RO-TR/9+1: IF RO<® T

La" HEN LET

nd 48 1110 IF X/INT (MH/50+ (1@-5K) ) =IN

158 ad T_(X/INT IMH/EB+(13 SKJJB THEN L

185 FOR A=US TO S; g;:gzéa??u VA% PRINT AT

J z

R T gl e

132 DATA ©) 124%68: 865 éss 131,255 1188 LET FL=FU-TR-(72%21-8K2)
e w,:nz 240,248 %é?? éegﬁnlwa ((18@-INT (H/MHEL

15@ DATA BA,i22,58.31,2,4 .3 e_ tas2 I AL T

gg% pATR 255,179, 17@ 255,6@,1 %éag IF Fu<l THEN LET Fu-a LET

s - =

1é?€@°“7“ 252,174 ,172,2348,64 .32, 1593 JIF A¢A1 THEN PRINT AT R1+2,

igﬂ DATA 127,19,31,60,1208,56,28 1§1@ IF g¢\g1 THEN PRIHTTHT f1,3

B -

E%?QEEETR 25S,170,255,231,66,66. 1§ g < T "-nT +i, 3; ke A,3; T

53¢ GATA 254,176,248,60,3@,28,5 2 RINT AT A+2.0; ¥ /AT A:1,@ 1
65,242 &
R s ERT
aéga DATA 1i52,191,255,255,8255,08, ?QESQ%;:QGEgTEND ?g il znsc i
see REM UARIABLES B Iie. 11y = A :
2318 LET gH:EMT (RND 348+ 5@) 3‘2559‘ AT b FHERER0. T i
|22 L ¥= 161@ IF A=18 AND (A%(2) ¢>"_* ¥
as@e LET R=1 A% (3] <xm A% (4) <> ) L 3
g0o LErT Bl ¢ ET Z$=" vOu MISSED THE LUNAR ROU :
3se LET FU=-18 : BRSO e 2 taan 4
36@ LET RO= " 5 1630 IF AS(1)="¢" THEN GO TO 300 :
3se LET c3=' D ] ’ . :
422 LET Ea3= 3 164@ IF RO>18 THEN LET Z&=" YOU :
41@ LET X= 3 REBK UF": GO TO 4020

42@ LET H=MH 3 iiE

7a@ REM NITIRLISE M : 1See G0 SuS sede: GO TO 1800

R I
71@ GO_SUB qBBB’ GO SUE 6000
75@ INPUT F!T ,@; "SKILL LEVEL-
[ERSY & S5LO TO
2 (HRRD & Fﬁc‘T\ r i

HIT
1 3 201@ IF RO<¢16-SK_THEN GO TO
3 i 282\3 LET Z%= You HIT THE RDUER’
o

TOO FAST. SCORE $ R!

¥ *FUJ+
;gg IF sk>i@ OR' 5K<1 THEN GO T 250 SLCC ssFUL LﬁNDIﬁ% E
622 PRINT INK_8;AT 18,3; 'FRESS . EEEQL%; Beidi=y SrP30E EosE &
$"TU PLAY ;AT 2@,7; "ANY i F Tg? T RGET gnﬂ¥§ "+5TR. INT ¢
@ e " ‘ 4a
81@ IF INKEY$<>"2" THEM GO TO & _ 2838 ler zs=" "VoU HIT THE TARGE

82 BEEF .1,4F




44 GAMES FOR THE ZX SPECTRUM

TLY. SCORE:"+3TR$ INT (F
Gaesanoe o180 IO eBed

REM B TEL

Seie FoR Z=7 7O @ % .5
3eze PR AT ; INK Z; -
263 PRINT AT 23,1&, INK (72 ;
3935 BEEP .@1,Z:10-10
3@a@ NEXT 2
3ese LET Ag=" -
sesa INK_8 ’
2888 20,7 4228 |
4p@s FOR 2318 TO0 —gn STEP -2: BE
L
4910 FOR Z=1 TO 18: PRINT AT _Z,=2
i Y TNEXT z: PR 19,3,
AT 2e,2;"

4020 PRINT AT 18,2; INK 5; "REPOR
ab30 FOR Z=1 TO 22: PRINT AT 19,

Fe2b POk 05 To44: PRINT AT 0
&38R BT ) T pun
o =i TO 1%: PRINT 4 zstz:
T NEXT Z
4868 OUER 1: FOR Z=48 TO 158: PL
oT Z: pRAW 11
4Q7@ IF INKEYs="ir THEN RUN
428 NEXT Z: FDR IZw3@® TO 41: PLOD
T Z,48: DRAU 8,11
4288 IF INKEY$="1" THEN RUN
188 SLE
E RND > .
AR iy
. o
5818508 & BQT 1000 ofv g
L@ £y : A
U ®,-25: DRAY -293,0: A
2"
S@ASS INK

s .
sesn PLOT 684
532 L3 167 ggsponnu nﬁasa: ror

Zz
- NEXT Z: ' POR ZFonz ¥
163" 8%ep  $&. NEIL b’ Srz DAY 6

£8as TNk 3
Se48 _FRINT AT 17,9 INT_(HHS) ;AT
13,8; INT _(MH,E.%) ;AT 9,9; INT n
?/a.sz%;?;H?.a;:NT oA ke A
5050 PRINT AT 2@,2; INK 7;R$
$ege RINLygl i8I e A i
Se7e FOR_Z=238 TO R+ STEP -1: PR
INT INK 7-Z/4;RT Z. *: NEXT Z
E@8e INK 8: PLOT 104,83: DRAU 14
3,8, Fog z-ase rg Rt gi%
R Z=18& TO 247 STEP i6: PLOT Z.6

LUNAR ROVER 46

DiSRAN @, -7: NEXT I
S@9@_INK_7: PRINT AT 15,13;"@
™ L a"iAT 1e,13i%0’ e

S10@ LET Z§="TRS FEL ROD": FOR Z
TS INT AT Z,AR; ZH(Z-3)

=
;-
ox
IJ
N
m
oz
ox
md
]
-1
H
z
o
D
_‘
N
F
i

: N H
Ik g ® RLOINK A
s ‘

FUEL" ;AT 1@, 14-,"RF|

Hmnoiuux
MC00
AT g~
0
m =i

zZ

i o

=
™
Fle Z
pell Rz
&
I
n
c
<0
s
7
3
4o

%Q’-“;
C
o

ERHPHIC UPDATE B
PRAP =3
INT AT 4,13;C%( TO TR),;ES%




MISSION IMPOSSIBLE 47

Key to graphics characters.

ABCDEFGHIJKL MNOPSRSTU
NN AESE < BESNOPORSTU

8
Mission Impossible

1 REM ISSION IMFOASISLERE
E REM @Effti"é SMITH ¢ E.
H
13 FOR a=1 ToO 1 Dggouo
38 RERo"C® I8uE
[4 POKE Uus
4@ NEXT b  WRrre b
S@ NEXT 2
15a DATA "a",128,84,32,16,8,4,2
.

7@ DATA "b",1,R2,4.8,16,.32,64,1
75 DATA "m".,8,0,6,25,1982,25,6,

8@ pATA "y",2,2,3,14,3,0,0,0
85 DRATA "1",e, 126,126, 126,126,

ATA "i",146,84,@,188,a,64

188-Bata "h, eSS, 16 2 1

5 "hY , 184,232, 184

(16,255, @ ’ ’ : ‘
iR D "gr,R,168,18,40,40,84, 1

o3, @

i2@ pATA 'k ,259,0,0,8,2,0,2,2
15@ DATR "d,3,12,48 /142 e,0/0.
18@ DATA "¢",Q,0,@,2,3,12,48,1¢
170 DATA -"e",192,48,12,3,0,0.,0,
ige DATR “f",2,@,8,8,192,48,12,
282 BORDER 2: PRAPER ®: INK 7: C
SO@ _LET ag=" /" N T
310 LET bS=" hhiks & FYy At
3@ LET e85z AT
4@ LET F=@: LET sc=@

LET fu=a2
ag@ LET (i=2
72@ PLOT @,15: DRAW 255.8R
7i@ PLOT @,96: DRAU 255,80

PRINT AT &,1; "SCORE!";sc

70 GO0 Sup =5
TE@ INPUT ﬂTTg,@; "ENTER SKILL L

(16K) : FVEL 2 (RARE) . TS

Your mission is to bomb as many alien ground stations as possible whilst flying through : 281 IF vaE OR V<1 THEN GO TO 75
the vast caverns of the alien planet. An interesting variant on the ‘shoot-em-up’ type of 1 9755 LET vevel

game which demands a lot of skill: you will have to launch your bombs at exactly the L85 PRINT BT @,1; INK 7; "MISSIO
right moment in order to knock out the alien positions, and make sure that you do not N IMFPOSSIBLE"

i issi 7702 BEEF 2,20
fly into the cavern walls. You will also need a certain sense of humour: the mission P 7

really is impossible!

Listing continued next page




48 GAMES FOR THE ZX SPECTRUM

78@ PRINT AT 21,8;"
= 2 STEP -1
282 AR T Suk ziaT 2.0 EEsEEES
IIIlllllll.llllllllllllll‘
818 NEXT
815 FoKE gaasa,a

ARUST a5nd " heto POSITI
THnusT"-nT 1%, = s
‘ON"; AT 14 8 - FPAT 5,307
~pbuntiAT 2ia - oMe”

8"“2‘ PRINT AT Eigdn,"F’RESE- BOME T
84-3 IF IMKEYS<¢>"m"” THENM &0 TQ 2

EEE‘ PRINT AT =21.,@;.,,
age FOR z=11 TO 17
8i@ PRINT AT z.@;"

222 NEXT =z
Q32 LET a=ig:

2

1@ LET & LET bl=b
eze IF 2,—“?" THEN LET b=b+2
1838 LET b=b-1
1243 LET a=a+(z%="a" AND a<¢17)-(

a»l
1245 IF z#="0" THEN LET b=b+1

197@ FRINT INK 4;AT a,b; "g"
10eB TP Bisb RAND’ ai=3 THEN GO0 TO
1ige

1298 IF bi>@ THEN PRINT INK 2;AT
a2, @
133% IF )b\B THEN PRINT INK 2; AT
T I =
1166" 40 “suB ooes: so SUB_oigo
1108 ¢ SUENTOPPAnE"(2 [cta)
1390 LET z8=INKEYS

o
12@@ IF c«<¢>1 RAND IN 32766=25% TH
EN GO TO i3@@
1212 IF c=@ THEN LET d=2; LET &=
by LET €=1: LET fu=fu-1: PRIMNT A
Tobi fui™ " TIF Fu=@ THEN G0 TO

122@ LET di=d: LET el=e
123@ LET d=d+1: LET e=€31

d,E;
136@ IF €>3@ THEM PRIMT HT d e;’
": LET c¢c=@
1270 IF 4:>17 THEN GO _TO 2920
éEBB 1IF i=ze RAND d=h THEN GO TD 3

120 IE INT k=d RAND =& THEM GO
i3ee IF <14 THEN GO TO 1400

izie BS(J / N T \g‘ }f
THEN G0 TO i140@

MISSION IMPOSSIBLE 49

w
)]
L]
T

JARREL A AA Ak

>
~HEEr
Hﬂm&ﬂ
m -
1a

w” -

HP @ =B W
L]

AND (b3 (18-a3)-v-2<¢1
~v=1>32) THEMN GQ TO 1

BUID B R
+

AND %4
VB £avar THEN o TO

THEN GO TO 148
1: LET i=b+(18~- a)-v—a

(b+ (18-8) -v-2)=" ": L
LET il1=i

THEM LET i=i-1

THEN LET i=i+1

hl,i1 il

THEN’LET’gsﬂ e0 TO

INK S;AT AT
=a HND i=p ?HEN 50 TO 4

=g AMND d=h THENM GO TO 3

=1 THEN GQ TQ 1S5S@
29 THEN GO TO 1828

- LEE L=3%
LET t1i=1L

K=k=,2

e
B

/]
1a

-4 8%
0
oan wy

9
HU HICHHAD-C CH
»

AR P pETR0
ADOUNOD  BEORO~RE B
EET MG EL R
Ll P

H
337570 v
perh .

RUESS-8MeeAra oag
QaT
b

P REEB R BT B
e

/|yew
5

Y
oo
|
o nAl
H

1488 IF

-
u
=
[}
H
g, w T
”nH
ﬂu
424441?-
IIun
mm
zZ
|
m
..‘
-
]
~
.p
N

B e

HH
W3

v

: HD

INT ki ;

K_SiAT e R,L;an
J=@: PRINT

AT INT &, NLET 1218) LET k=

1
%29: %F a2=INT Kk AND l=b THEN GO
1q99qI§ L= ANMD d=INT Kk THEMN. - GO

it

i

0t
HOORHITT
etk i

a5

1988 GO _TO 128

2 PRINT INK E}HT o, e; A

2@1@ BEEP .@3

2e3e IF bste+i1="A" THEN LET Sc=

sC+l1@: BEEF .1, G-. LET bElE+1l)="
“: LET FafF+il PRINT AT &,7;%¢

2232 PRINT AT afei T »

224@ LET

g 2@ GO TD

13@3 o
28 PRINT INK &;RAT d,€; """
3212 BEEP_.1,4F
Q2@ PRIMNT HT d,e;" " :
S03@ LET c=@: LET g9=@
3P4@ LET =2c=5c+INT (RNDx3+3)zl@2
32S® PRINT ﬂT 8,7.;sc




50 GAMES FOR THE/ZX SPECTRUM

3$¢@ LET sc=2C+3B0: PRINT AT 8,7
\qqﬂ LET k=1@: LET Li=1@: GO TO 3
nae

B e EREREEENE RS RENE R
B2 PRINT BT L3 122, "TERMINATE

4535 LET ti =ii+l
212 LET fus=

43¢9 FOR Z-EB TO @ STEP -5: BEEPR
+1,Z: MNEXT_IT

4088 IF Li=7 THEN GO TO Seee

422 TO 2a
5P2P2 PRINT AT 9; FLASH 1; INK

2; "MISSION FHI E
Boos LET as= PRESS A
NY KEY ANOTHER GAME. .

SMITH -~ F

LLIS HORUOOD
Spie BEEF .@5,20: gsep .25, 38
SP12 LET as= asta TO LEN as)+a:(1

PRINT AT 21,@; INK RND*B+2;

IF IHKEY’—"" THEN GO TO F@1

RU

PRINT AT a,3@;" *

IF ru>23 TAEN' PRINT AT Li
Lt llllllll.l.l'llﬁ

ET fu=32: GO TO 6@

B21@ FOR z=fu TOD Ffusg
a3z LET FU=fusl: PRINT AT Lli,z;

638 NELT Z

EH:VSB LET &£C=5C+5@: PRINT AT 8,7;
6282 LET b=2

B8VEA RETU

9022 LET 8¥=as(2 TD 22)+a8(1)
S9@10@ LET b$=b% (2 TO 38) +b5 (1}
020 cE=cE(2 TO S2)+cH (1)
8299 RETURH

91@@ PRINT INK S;AT 18,0;b%

2112 PRIN s

gigg PHINT AT 10,@;cs

a5ae ET IHE=" reires i@ rF
PRRER iR TH

FEEEU nnr-ll‘lfxdh"l’p-":

&‘". LR 3 R 3 ] R =E® -h
-— PRESS A KEY

953% PRINT AT 21.,6; "PRES3 RANY KE

SEe2 PHINT AT 1@,@;cstl To 322
9583 PRINT AT 18.,98; INK S;b$(1 T

o 321
2584 PRINT a3l TO a2}
8951@ LET Z$=Z%(2 TO LEN Z8) +Z%(1

9515 BEEF .@R4, IMT (RMD#32+20)
9520 LET H$=9$IE TO LEN 9B +y% (1

—

MISSION IMPOSSIBLE 51

)
Q533 LET x3=x&%(2 TO LEMN X%} +x%{1
)

9540 PRINT INK 4;AT 2,@;za(l1 TO
32)

SES® PRIMNT INK s,y (2 TQ 927
2562 PRINT INK 6&; {1 7O _32)
257@ IF INKEY:(?“" THEN GO TO 96
29

2582 GO _TO 9519

Seea T AT 21,3; "® P.SMITH »
ELLIS HORWOODR”

29

10n
L]
a0
LE]
nim_o
Cﬂm ]
m
co
mo




CODE BREAKER 53

The game includes a machine code sound routine as illustrated later in the book.

Key to graphics characters

ABCDEFGHIJKLMMNOPaRSTU
AREEEFGHTJKL MNOPRRSTU

1 REM @Efﬁgg SMITH ~
HORWODD
S LET I$="0 P.SMITH- E.HORWODD

1@ POKE 22558,8
26 FGR z=usR n
= "A"_TO USR "B"+38
o R N ¢
1877 6,1&,95?7 a

&
4732657475 0 185288
2
288735, 557, 1483,1478
E

[FRNTY

PLOT @,1v2: D
PRINT AT 1,8;°

PLOT @,156: DRAW 255.,.
PRINT AT 4,@; INK 1;* -
®_@; " INFORPATION REGUIRED B
W THEN SELECT YOUR GHOICE:

bt - T
Fl

7,1; INR 2
?; " -INPUT YOUR DUN NuhB

aC OO NN UYWL S 1
OkfQHMUMBE BENS G- DN 0
ZOB@RBON0 8ESONDYS

mx e
a
]
L]
)
H
zZ
=]

ER_USIN
MUMBER OF CHRRACTERS SELEC
56882 PRINT AT 1@,4i; INK 2;"H'";
MK @3 " -GET COMPUTER TO SELECT RA
nNDoM® T CHARACTERS NON-BUPLICATED

570 PRINT AT 13,1; INK 2;"B"; X
NK @; " -GET GOMPUTER TO SELECT RA
Ngﬂﬂ CHRRACTERS MAYBE DUPLICRHRT
S7S PRINT AT 16,1; INK 2;"E"; I
NE_ 8;"-SAVE GAME FACILITY"

576 PLOT ©,28: DRAY 555,08
AT @,@; "ENTER NUMBER
oF CHARACTERS: "D
,578 IF B8 OR B3 THEN GO TO 57

579 PRINT AT 19,8;" NUMBER OF C
HARRCTERS: *; D
58@ INPUT AT ©,0; "ENTER NUMBER
OF GUESSES:";GUS: PRINT_AT_20,0:
MAXIMUM NUMBER oF GuEssess: el
s; " “: IF eUsc¢l OR GUS:17 THE

"s87 IF INREY$="1" THEN LET L=US
R USSR “BY: GO TO gSooe ==

Listing continued next page

6K .
S[%hjs )game is a real test of intelligence and memory. The object is to guess a sequence
of between three and eight number characters which can be selected either by the
computer or by one of the players. {One or two players can play the game ) The posi-
tions of the number characters and whether they have been correctly guessed or not are
indicated on the screen by ticks and crosses. A # symbol indicates that a number has
been duplicated, A maximum of 17 guesses are allowed by the game .and 1l.he.re isa
facility for estimating ‘intelligence’. The game also includes a variable time limit, and
therefore can be played over a range from relatively simple to ferociously complex.

52




54 GAMES FOR THE ZX SPECTRUM

RSSEFIFBINKEY$_;BE; THEN LET L=US
)
83 IF INKEYszToT THEN LET L=US
Reda TF INKEYS$o 4" THEN LET L=u3
588 GO Th Sg1 O So0e
858 PRINT 7 31,8, "PRESS ""@""
TO GCOMMENCE™
8595 IF INKEY&( »"@" THEN GO TO E

85
59 7 POKE USR "B +1,1: PDKE use
"B"+7,10; PDKE USR “ﬁ'+15 LET
Soiil gin 53
6@@ REM Eﬂﬂ?gﬂ
Egl PRI AT 1@,2; FLASH 1+"unﬁ

NING"; FLASH ©@;" ANY CHRRACTER L
E;TIQLHNKUILL BE REPLACED RANDOHN

BG2 _FLOT ©,1009: DRAW 235,8: PLO
T 9,76: DRAW 55,0

515 PLD -4 DRFRU 2551’.
£38 PRINT iNh 2;8T 5,15
E3@ PRINT AT o,18; ©4;

648 FRINT AT 5,

1 INK 2; "“
HK_@; "=RIGHT IN'R
PLACE"

[=H ; T
IGHT"; AT 6, as; ¢
6; INK 2; ..n...é
RON
+1

&5 PRINT AT 8,1 z

EE Bé" =RIGHT IN W " AT

66@ PRINT AT 6; B

INK e;"-cunaon Bed5 TRE 15,5l -

VESE FRINT-A 15; INK 1

ZHK 2, " =CUR aun e AT 1S 1? by

Hggﬂsg INT FPT A16; INK ;8 ;
-"=pznczufnéE"’nT taTisrin

TEL’SIéR§NT AT 2@,16; INK 1;"B";
R i
7QQ7PDKE Uéﬂ‘"ﬁ“+1é ﬁGKE USR

“"B"+7,1: POKE "+15 S
L=USR USR "“B"“

71@ LET A$="——-—=—=—— .o

550 LET AS=RE!{ TO DI +"

T30 DIM CHIGUS,D)

g

753 PRINT AT 5.1 INK 2; “EEEE ;
Fep The AT @, 3,“EIEESRLL$¥ED
FOR _EACH U o

57@ IF MODE¢»2 THEN PRINT ;o
TN FMODES 1 & 3,% = DUPLICATION™
ioee REM

1005 POKE 3674 ,8: POKE 23873,@:
PORE 23672,8

1210 LET Z§=S5TR$ C

CODE BREAKER 55

1838 PRINT AT
® FRINT AT 8/ E+& A1 TO B-4)
B, FLASH é$ Bo3) ; BLAL

=INKE t

(tDSSSE*PEEK 2367412

7%#PEEK EBG?E)fq@3> I

"t OTHEN GO TO 111e

USR USR "B"

="@" AND Z§<="2" AND

GO TD 120

+{ (CODE Z3=9

>D+13;i;CGDE Z$=B DF

ZHE=13 AND B-D=0+1 T
i : BO TO

1228 LET Z*-Xsl’i “!‘D 3 hZN ZE) 1T

DD
4m+
o~

Im

b | RN DR
HH DHXZEOHCHMMAC 8- D
_{

BAQRRATNE~-
oM TIMAZETM~ MO

D v
bl |

v
zZ

="p* THEN GO_SUB_z@0@
="@" THEN LET C=C-1: &

= .
IF INKEY$«>""™ THEN GO TO i1

1]
omm H1

GO _TO 11¢0@
LET A%(B-3)=
PRINT AT RA,E

oD
‘=" THEN LET A%(Z}
@+1))

t1 To D)
=A
AS; =" 08 (0)
b
IF A% (ZI=B$[Z) THEN LET Ri=

NEXT
LET D;(G:-STR; AL

PRINT AT A,A13;D%L(0)
REM w :
LE

AMUIN AR AN EANNP 2P EEORIENRGUBRBIODNPEER BRAOMBEN
AONEYQPANY+ARQUHEAAL+QNEORANLRHON=E0 DEOY MRS Z M~ GPNREE &P

TN e o 1 e o3 o ot 3 o TR o3 o o o e o it T 1 o o e i ot ) e o e i 3 () b 3 g GO QS 3 L b O e 3 T e b T 4
ORERANMNSFEIEENAOSINLININNS-~BAGEE OO0 QCEYY 8N

FOR Z=1 TO D
FOR X=1 TO D
IF Z=X_THEN GD TO 1550
IF B$(Z)=A%(X) THEN LET Ai=
LET ESiC)asTRE A1
; L0
IF Al>9 THEN LET E(Ccy="un
?ﬁ‘ﬁg 2% Fuahi 6818l
-
g EEH ¥ QO TO 1Vaa
+1:
& C n;-"-__EEI_§:4
&
&

LET As=A%1 Tﬁ BY 4%

IF C=GUS THEN GO TO 9508

Listing continued next page
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B8 GAMES FOR THE ZX SPECTRUM

ET_C=C+1l
o TO 1000

]

RINT AT 1,8;,,;AT 1,8;"YOU
NE IT 3IN (&3t gUESE"; :
ELEn ENint es

B0 TO 8518

REM RSN

~)
puugﬂr

Q@ ICI RO

W o4
GATN BAEE =Y MU

INPU ELL IGENCE
HICH GUESS %: ;A2

IF AZ2=d THEN RET
I 8272 TR AR i THEN oO TE

PRINT AT 3+
RQGDE<>E THFNGD 2@2 +
INT AT 3+A e
Y £1108/D) +. S*URL EstRE)*E

L=USR USR "B": PRAUSE 2@

AT 3+HE CH(A2) ; X¥(
NLgTRaT s BetAST ES AEY

\QWFQSWPCQBQG 98609

“MNEW

L i

= pnn m”ﬂ
Do

08 _alane s

1
HOCD

mCoom Mom MoZmmo
-
0 _wNI M7

,@; "ENTER YQUR ";
&.7; LINE_BS
D THEN GO TO 2@

IO-HZM +

PN S-0Ws 9
=

OR B®(I) »"3" T

o

—H0m
H
4
@

D
Z
c
Zm
o}
ﬂ‘

-0
™~
1

FEErEEAEE 3 00 ZO0MIT
nmmgmoq
MM
b
| ]

3
3
z
£
it
Q9
+

Hqﬂﬁﬂ

W
pJ

H DDHPUTER ND
ET Z%="

g sy OR Z=1 TO D
$T B “BS+Z$(INT (RND#19+1)

ZSONN IGO0 eNIGaR

nee

had

ZINPUT "ENTER FILE NHAME: "; L
?F LEN Zg>1@ THEN GO TO 93&
SAVE Z%

RUN

PRINT AT 1.3

NT

ER UH‘

PN Emsmm NS ETRPRAJNAFAMNEE

983

; “Vou FAILED,NU
FL SR 1
C58a. £ F$=STR% A3

edis]
mom
=
Lo}
m o
]
A
...'

+0
=
b
=
@
C =
i

CODE BREAKER 57

9518 IF A3<=25 AND A3<=5
ET Fs=Fs:" POOR E20. THIEH
SE17 Ir 3,28 AND A3 (=80 THEN LE
35§§=§§+53Nsa THE
N H "

8518 1F o N LET Fa=Fes u
2519 IF A2=1000 THEN LET Fs="HOD
a9s28 INPUT RT ﬁ @; “"INTELLIGE
"i(Fs); AT 1,0; “ANDTHER GAME NDE
LINE Zg

9538 IF Zg="" THEN GO TO 9

asie IF Z§ (1) =Y THEN RuN -2
95850 Ir Zs(1)<»"N" THEN GO0 TO =5
SEse sTOP
9995 IF M > LET A3=108&
T RETURN
g8ie LET Ai=e. LET A2-e

992@ FOR Z=1 TO C
29380 LET RA1=R14VARL D% (Z)

9542 LET AE=AZ:UAL ES(Z)

EXT
2955 IF E=ﬁ THEN LET R3=1080: RE

2960 LET H1=H1/C

‘2I7B LET A2=R2/

2980 LET A3= INT (A1 (10B/D) +.53R
(R0 ]

98 RETURN

28 RUN




DUEL 89

Key to graphics characters

RBCSEFEHIJKLMNDPBRSTU
KLMNOFPE&RISTUL

1@ REM **i******i****}*****
20 REM ¥ DUEL . ¥
3@ REM & @ TOBY MATTHEWS =*
§@ REM = & ELLIS HORLOOD %
6@ REM #22iff¥sifssvseersrsy
7@ FOKE 23858,0
75 LET R=0
8@ PRPER @: INK 7: BORDER @
85 REM ITL

CLS_: GO SUB 2efe
ie@ PLOT 29,168
118 DRAY @,-32: DRAW 48,8: DRAL

BASE: DRAW -48, @ (&
FLOT 24,168

%SQHDRHU 2, -ﬂa DRRAW 42,@;: DRAU
148 PLOT oo, i1s0
17@ DRAW @,-32

ig@ PLOT 18@,13%6
199 DRAW -48,@: DRRAW 2,32: DRAY
4 .

168
2: DRAW 43,0

CUERAL 55,0 bRe
®,175: DRAU &, -47

FRINT AT 8.1, PAPER_1;/KEYS
330 PRINT AT 9,15 PRAPER 2;" up
342 PRINT AT 1@,1; FAFPER 3; DOW
"3s@ PRINT AT 11,1; PABER 4; “RIG i
380 pnINTznT 12,1, PAPER S; "LEF &

5 372 PRINT AT 14,1; PAPER 1; "SHI
(16K) o i

An exciting two-player maze game using multi-key inputs to enable simultaneous play i 330 BEEP 1,1@: FR INI‘:‘ T 18,1, P

by both» players. The object is to fill in as much ‘nf the maze as ?nssible, and» to block ggﬁﬁﬁméﬁfgg?TLE PRESS R KEY TO i
or box in the other player. But be careful! You will lose the game if-you crash into your 2a@ IF INKEYS$<>"" THEN GQ TO 39 !
own or your opponent’s trail. The game will not finish, but will wait for your opponent | Squ G0 TO aon e

to complete the rest of the remaining maze. A bonus is awarded to the first player to

. Listing continued next pa;
trap his opponent. o A
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60 GAMES FOR THE ZX SPECTRUM

FRFER E‘ INK @: CLS
:’*@ PRINT RT - INK 7;R8;RT =

*1987E0R n=p_TO 2o

o S = =t o

448 CERESETTRLED w 7ivmeiAT

"E3 B :
i€ FoR s oTQ 20 STEFP 2: FOR F

4882 PRINT n? N,P; MK 7 UET

TN
i7e TO 1g STEP £ ;.
150 ﬁRINT BT R, 15; "INk 5w

488 FOR N=$ ;G 19 STEP 2: FOR F
=18 TD 29 STE 4
180 BrIRT AT NOF; JINK 7S
485 NEXT F: HNEXT
496 REM QUﬂHIQBLEq!

2 :
@,a; INK 7;" P.A S
J17;,"P.2 SCDRE:™; %

E99 IF L=1 THEN GO TC 849
812 Ir INFﬁiqiﬂ =254 THEN LET C%
62@ IF F=1 AND ATTR (¥Y-1,X)=7 T

HEM LET F=02t
€26 IF F=1 AND ATTR (Y-1,6X)=68

OR"F=1 ANDTATTR (¥-1,X)=62 THEN

30

"63@ IF F=1 THEN LET Y=¥-1: LET

S1=S131@

835" IF F=1 THEN B0 sus io10
AT IF D=1 THEN PRINT AT Vi1,X
BRIGHT 1; z

648 IF M= En’ oo To 7ie

660 IF IN S7042=254 THEN LET DS

SR e el
sg@ IF §=1 AND ATTR (T-1,80=7 T

HEN LET
£S5 IF B3 AND ATTR (T- -1,8) =68

OR F=31 AND ATTR (T-1,5)=68 THEN
G0 TD_oeen
82@ IF G=1 THEN LET T=T-1: LET

52=52+10
95 IF G=1 THEN GOD_3UE 1920
Zoe Ir @=1 _THEN PRINT AT T+i.s;
BATGHT 1: IMK-S; - -

788 IF L=1 THEN coO
782 I _IN_sg@az=2a54 TeHENCLET 3
= B TLET =

DUEL 61

wi2s IF E= Z2 AND ATTR (Y41,50=7 T
SH--8L FI2 BND ATTR (Y+1,X) =65
OR F=2 AND ATTR (¥#+1,X)=6&"TH gn
GO T 208

732 IF F=2 THEN LET Y=Y+i: LET
51=3111@

7O5 IF F=2 THEN @C SUBR 191@

742 IF F=2 THEN'PRINT AT Y-1,x;

IN
742 IF M=1 THEN go_To
_ZEQAIF ING¢Eiq@-2q1 THEN LET D=
7?@.IF Gng AND ATTR (T+1,8)=7 .7

TIS IF G=2 AND ATTR (T+1,5) =55
OR G=2 AND ATTR (T+1,5) =68 THEN

Q@
78 IF G=2 THEN LET T=T+1i: LET
S2=52+10

785 IF @=2 THEN GO SUBR 1929
79@ IF G=2 THEN P INT AT T-1,5:;

INK S
285 IF L=1 THEN GCQ TD 849
-§§B'IEEIN 5527ﬁ =251 THEN LET Cz

825 IF F=3 RND ATTR (Y,X¥-11=7 T
HEN LET F=@

827 IF _F=0 BHND ATTR (Y,X-1) =68
QR F=3 ANMD ATTR (¥,X-1) =62 THEN
GO TO oo
a32 IF F=3 THEN LET X=X-1: LET
Si=5i:le
835 IF F=3 THEN (0 SUR 121
843 IF F=3 THEN Lo INT BT Y.,.X+1;
BRIGHT 1; IMK 4;°
842 IF H=1 THEN G TO as
262 IF IN 32 ?&S 247 THEN LET P53

: _LET g=
872 IF G=3 RND ATTR (T.,3-1)=7 7T
HEMN LET G=2

875 IF G=3 AND ATTR (T,S-1) =65
OR G=3 AND ATTR I(T,3%-1) =69 THEN

GO _TQ_ 3aaa

e IF @G=3 THEN LET S=8-1: LET
S2=52+10

s JIF G=3 GO _SUR 1@

2e
822 IF G=3 THEN F INT BT T,&8+1;
BRIGHT 1; IMK 5;"
2RE IF L =1 THEN GO TG sS4
_En IF IN Eq2ﬂ8=2¢“ THEN LET C3

ET
“e55 IF F 4 HND ATTR (Y,X+1L)=7 T
HEN LET
227 IF F=¢ AND ATTR (Y.,X+1) =68
OR F=4 AND ATTR (¥,X+1) =69 THEN
GQ_TO_=Paa
3@ IF F=4 THEN LET X=X+1: LET
S1i=51+1
835 IF F—4 THEN GD_SUB_1@1e
248 IF F=4d THEM PRIMNT AT ¥Y.X-1;
BRIGHT 1; IMK 4;"EB".
249 IF M=1 THEN G0 TO
QB2 IF_IN R2766=251 THEN LET D
="%#": LET G=4




$2 GAMES FOR THE ZX SPECTRUM

8re IF @=4 AND ATTR (T,S+1)=7 T
=

HEN LET G=@ i
975 IF G=4 AND ATTR (T,S5+11 =58 i
OR G=4. AND ATTR (T,S+1) =69 THEN :
G0 _TO_2eee i
8@ IF G=4 THEMN LET S=85+1: LET i
52=52% |

+16
985 IF @=4 THEMN GD_SUB 1228
3@ IF S=4 THEN FRINT AT T.,5-1:
IGHT 1; INK &; "B

G 2
RIN T ¥,X; INK 4; BRIGHT
INT AT T,5; INK §; BRIGHT
RETY

EM BDESTROY FLAYER 1B

B
P

R

IF M=1 THEN GQ _TO SRef
BEEF 1i,-20: LET L=1: LET
o3

R

I

B

G

o
i

(VETROTOTI C d

Th SRR
M EDESTROY PLAYER ag
L=1 THEN G0 _TD E@d
EEFP 1.-20: LET HM=1l: LET sz

588
REM HGAME DUERE :
LET P=1: CLS : INK 7: GO 5U
a5 Son M=1 TO 3@: BEEFP .@1,M:
S@1®@ PRINT AT 7,12; FLASH 1; "GAM
E_QUER™

S22 FLRAIH @
SGSI_Z}IQJ;INT AT 9,@; "PLAYER 1 SCOR

ED ¥

Se4e PRINT AT 1@,@;"PLAYER 2 SO

sase IF S1:5S2 THEM FRINT AT 13,8
LIRS § .

; "PLAYER 1 =0
SPE@ IF S2s51 THEN PRINT AT 13,38
;UPLAYER 2 WINS!!
s@a7@ IF S82=51 THEN PRINT AT 13,3
3;"A DRAWI "
Ses8@ PRINT AT 15,1@; "ANDTHER GO7
see@ IF INKEYS$="Y" THEN RUN
S1@@ IF INKEYS="N" THEN STOP
S1l@ GO TQ SB2@
3882 REM BCHARACTER SETR
S@0@ FOR M= TO 71: READ A: POKE
USR "A"+N,A: NEXT N i
201@ DRATA 24,24 ,153,189,281,212,
ipR, 189,180, 102,219,201, A83,
484,168,118, 216,175,175,248, 11
2,180,681 ,14,27 ,245,245,27,14,61
T820.8n08 Theatdeinai®atalo8;
4 N i s ;
Sea.As.2edlind 231,251,184 285, 4
&, 18, 145,68,201, 231 658,185, 12
ge3a DATA 25 .12e,ig80,1Ra, 189,18 (16K)
éé&ﬁ'ﬁf—?ﬁnu . A novel variant on the classic ‘shoot-em-up’ type of game. Having landed on the planet
998 RUN . Zog, your space fleet is attacked by an alien task force. You must prevent them from

destroying your vital fuel supplies, and your reserve of four space cruisers,

The high score remains in the computer merely as long a i
s the
switched on. Y i i
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84 GAMES FOR THE ZX SPECTRUM

Key to graphics characters
GHIJKLMNOPRRETU
RBCLEF Bhes

i@ REM

14 POKE -]
15 REM
SER GRRPHICJ B
16 IF PEERK (USSR "A"+B) =2BF THE
G TO
L ePERRR 120622552552

N [}
22 LET Pg =@

S43TA0SER 1EPSEAIE2552550A50 12400

BOPRS5 120254254 25425419503508002

Bl&z18915515524.299.12339533@132
+'24D216025254254 6

EBE1521@@93123@56066125@@909@9@@

GQBBGGQQGESBQSSQQGQQGBBB125@6565

EE605!
EEg%EESQ A%= g "BBSQlE@SEE&B:dB?
ZEQ150p32482 1431431431372512#9
Q6255228226226 BS‘L i181i663"

27 LE S-ﬂf 8224560620628
5522412300003 11ﬁ555255255:5525u
2000R4@7ORNSEESEESEEEES

33 LET g:ﬂi+"@955150152¢@2&29
15@1BB@BEGBQQBQBB@1EB159@BB@BBB@
@1532795512712?&5@@2?615

4@ LET X=U5

II'IT!"I

i TO LEN A STE
28 FE$ Z;-ﬂstZ)+H (Z+1)+ﬁ$(2+“
POKE X,UAL Z%: LET X=X#1: NEX

[ 1]

I "
Se POKE USR "U",B: POKE USR "U
1

@

1

gsuaHIﬂBLES

1602 LE; CeE=" ¥ ¥ ¥ ¥ X F)

T B=0

i;g iET E=1: tET giz* LET E2=1
D=

égg LE¥ FUu=1l@@@: LET SC=0@
S0& REH E INITIALIZE B .
CET LEE Eﬁ;ﬁ? DESTROY YOUR gUEE
%ET&T y DR VOU WILL BE DESTROYE
g - EYS Z=LEFT X=RIGHT

LAZERS 65

-3 [ENTERJ—FIRE PRESS ANY KEY
T ART

s1e
RINT 14- 7;B $i TO 13
LET’ B$—-B$(Q TO Y+B&(1)
SEER .G85
£88 IF_INK Yé-"" THEN NEXT Z

700 IF INKEYE()"" THEN GO TO 778G
71@ PRINT AT 14,7;"

728 _PRINT_#@; " ENTER SKILL LEVUE
L?%éEng¥]Z;DIﬁgEY$ IF

Zgr "B TO 738 SRR 0B
;gg LE% FO 1@%@

#189.55 = ~UVAL ZHxINT (RND
?E@ INPUT @: PRINT ﬁb,"ENTER EN

LAZER RATE 1 1S
755 IF INREY&¢>"" THEN GO TO 7S

“r60 LET z:-INx;Ys IF Zg<"1" OF
z# E"E;H N GO TO 760
258 CET sk UHL I5/10
7?5 IF INKEYS$«¢«>"" THEN G0 TO 77

S288_INPUT @: PRINT
HITH 7 ELLIs HoRuoaet © PAUL
798 FOR Z=5 TO © STEP -i: PRINT
IggERS? :"J._éﬂ‘;miBﬁg*%’:xBE!P +1,@:
= H : N -
PRINT AT 18,57% ° T

81 PRINT AT A8,.5; "

igoa REH MAI
iglie ! 1N Loor W
lio@ LET Z$=INKEY$
éilﬁzkﬁaﬁﬂuai-iZﬁ:"x" AND R28) -«
LE= >13
iggg ggﬁ E, T 18, A; iy

1 IF Bs3 I
gﬂéga?F #3¢>INT (Brs3) THEN GO T

o E=1 TH=E| =
BISESEo imn e masmaares
-1 THEN L
B T A
ig;g EETNEIHT 4,1, E%
Es(29) =™ T -
S8 S e
4

Iggg GGUTD i 1}24 DR RND »3K
3 T El-!-8+7 138: DRAW -4,
11: BEEP_,085,50 et
1;93 IF El)ﬂ+é GR El¢(A+1 THEN GO

Listing continued next page




66 GAMES FOR THE ZX SPECTRUM

oT DUER 1;E1x8+7,135: DRR

AR B

]
AF(ELY ¢<>" " THEN PRINT R
a ;"% PRINT AT 20,El; A% (E
LET A%(E1+32)=A%(E1l): LET Rz
= 5 0 TO 1450

@,E1;
32): LET ¥6¢E1+32)=“ 2 LET

PLOT OVER 1;FE138+7,135: DRA
VER 1; —6,—113.

REM ﬁEH
FT ;1 B¢>»INT ((B+1)7s3) T

Ll

@

- o

g IF D=1 THEN LET D§( TO 241 =
2

{

gmam -

D§( TO_23) .
=-1 THEN LET D%{ TO 24}

TO 24} +D& (1)

RINT INK E2;AT 8,3;B%( TO

D14+D

4l="4 - THEN LET D=-1
"%" HEN LET FU=EU-1
B LET DE(24) =3 ;
}=" ke THEN LET D=1
e YD

o
5) :
y 4™ v IF DSI(2 =fo e zr
;ﬂEH LET D% (5@ TG 39) ="30

g (g+§3;3<>ENT ((B+2) /3) T
I

0 _i8
(B+2:/9 INT ((B+2) s2) TH
EN LET Cs=CH(2 TO Y+"M": 60 TO 2

ET_D
1]

5
55
2

DA HAO~ P~ D ZPE0Y

wmumes  Ana Ao

pIRplY AR REER DR T e A Bl
Mmooty

53@
1628 LET $=C§ (2 TO )+ "
1638 FRIN% AT _12,1,C%
1842 LET X=INT (RND:10+11)
1663 IF CH(X) ¢>"Md" THEN GO TO 15
1665 LET Y=INT (RND1847)
1878 IF RND>.8 AND B>200 THEN LE
T ¥=A+INT (RND*5)
71: DRAW BxiY-XI

43: BEEP .B805,30
15ém5%r YA+l OR Y>A+3 THEN GO T

170® PLOT OVER 1;B8#X+4,71: DRAW
DUER GbSi(Y—Xé$4 -45

1799 PLOT OVER 1,6!;*# 71: DRAW

NG S
1810 IF tIN 4915 =255 RND FEEK E
agsa@ ¢>13) OR FU< 22
L5 eE2. 7003208
1825 BEET 2%R314%=: oreu 2,112
1358 57 gepi-vl ANO.AciER AEnL
! E . H
o L EC=sSC+10: LET Ei=

LAZERS &7

1 84@_ IF Cstﬂ+2)—"§‘ THEN BEEP

=S Sé

PRINT AT
$c+15+INT (RND AT T oLeT Esthia)

185@ IF D#$(A+2) <>" " THEN
=E24+.,25: IF E2=E THEN LET EZ2=1:
EEESQ;%6+EQEE§HI REnSiB89i "Fet k
S% poRacke 220Y! LET ©

LET D=-1
1860 PLOT DgER 1;8¥A+19,32: DRAW

ig0a PRIN+ INUERSE 1;AT ©,2
1918 PRINT INVERSE 1;AT 1;2%’;3,

228 I!" FL|<1 THEN
INUE PglN;DHT 1é21,

1342
2800 REM E ARIN
Sees so0RD o: ;ngggEﬁN !NK @

salﬁ PRI PRPER 6; INUERS ;
@,6; " 1 SGQHEE R,
FOEL -

& P3

5P26 FOR_Z=3 TO 18: P
8% 5872 Gii"ﬁ‘ eERINT AT Z,8
Ao FOR i-ﬁ T ia STEP 4: PRINT
INUERSE 1; PAFER &Zo e)z4+3;nT z
43 L RPPERL LTS sl
5042 PRINT AT 19,0
§252 PRINT PapEn’el i8T B1.7: INUE
SP60 #n: AT ae 1; InuE
APER EI- &1,28; .EEE Ab E
1.3 FQPER 4 .*- HT 20, 28, ‘*ﬁ

Bﬂga PRINT INK 2;ART 18 H, win =
SBSB PRINT INK 3;AT 4,1%;
Zbo3 BBEP IR L la ot 1ioey 1o <
( Tﬂ =2
50 &N?

ea—
szém pn:n+ INK nT 12,1, ¢c
TR pO& +s1;CH; AT 3

Siga RE UE .
1 LE‘?‘ LI:ESE LIRS .

&@15 INUVERSE 1
8028 IF LI=4 THEN PRINT AT 20,1;

@935 EF LI=3 THEN PRINT AT 20,28
&pa@ IF LI=2 THEN PRINT AT 21,1;
BBBG IF LI=1 THEN PRINT AT 21,26
sggszn§Ez=1n TO @ STEP -1: BEEP
6085 INVERSE @

8078 FOR Z=1 TO
8656 PRINT AT T5.8;" aim "

Listing continued next page




68 GAMES FOR THE ZX SPECTRUM

| &00@ FOR X=31 TO _08: NEXT X
it 20 PRINT AT i8,A;"
S1%e FOR x=1 TO f@% NEXT X
gigg ,}F LI=@ THEN GO TO 920
8170 BEEP ,1,20: BEEP .1,2@
sisa a=i! LET B=
2180 GO TO l1e90
S@e@ REM B THE END 2o
S@ie PRINT AT &,1;D%¢ TO 803
a@2@ PRINT AT _8,8; FLASH 1;"T H
E E N D"; AT 1%;11:’"59‘3“5-@ bBEE
: 238 LETUHSEEEEK UsR "uUT 1l +
K_(USR_“U"+
4@ IF SCH>HS THEN LET HSH.S?"
3356 PRINT gT 14,8; FLASH 1;"HIG
Ho28PBEir  H2r ~u, InT (Hs 100

o@7e POKE USR "U“;i?(HS/iea—INT

a@Eb FOR Z=18 TO @ STEP -1: BEEF
amgézingu¥T9; PRINT #@;" PRE
§§9§N§FK§§KE$$§IﬁR$HEN-GD TO 216G

911@ RUN

(16K)

A fascinating and original game which tests your vocabulary, and your skill at negotia-
ting a constantly variable maze. The idea is to pick up and assemble the letters of a word
which are placed at a number of points in the maze. Because the maze is infinitely
variable in configuration, it can take a while to collect all the letters — and there is a
time limit. You can also choose between six levels of difficulty, from three-to eight-
letter words. Once you have picked up all the letters in the maze you cannot assemble
the word until you have escaped through the little door which opens at the top of the
maze. You then have twenty seconds to guess the word.
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70 GAMES FOR THE ZX SPECTRUM

Two game modes are possible: the first in which the computer selects the word
from its memory, and a second where you or your opponent can type ina word of any
length. Why not try ‘antidisestablishmentarianism’ (one of the longest words in the

English language)?

Key to graphics characters

CDEFGHIJKLMNOPRRSTU
ﬁcb EFGH IJKLMNOPRRETU

12 REM F3 332 F32FTFFIFIIXIFXEFT
20 REM = LWORD SERRCH £
38 REHM = @ TOBY MATTHEWS ®
4@ REM = 4 ELLIS HORWOOD *
S8 REM _ S#f34#5 33533 F4FA¥HH%
&& FOKE 236

=3
7@ ‘DORDER 4: PAPER 4: INH 7

10 PRIN HT E §; PAPER 1;"W O
R D S ER

11@ BEEP 1,1e

122 PRINT AT 14,@; PAPER 2; "GAM
£ OPTION:" "
i3@ pRINERREDéEéSLnchER 1; "1-u
SE COMPUT % :
§4 PRINT AT 18,@; PAPER 1;7"2-U
5E DUN WORD ™

sus i@

148 i
158 THPUT papsn i; IMK_7;"PRESS

ENTE!
ingIF ;?g DH A THEN &0 TO 15
=]
i1e@ IF A=1 THEN GO TO 132
i7@ IF _A=2 THEN GD:;$ g?ﬂgm -
F%EERBEEFP Ens INPUT BIFFICULTY
1
1g@_INBUT PARER. 2; INK 7; "1 (ER
Sloe TF D1 OR D56 THEN GO TO 1P
@Eia GO_SuUB aaam
215 LET A=z (3}
Sée LoT Nl%NTthab*tD+El+1l
M= 3
gég tE{‘ Y =INT (RND#({D+2}+1}
26@ LET Ts=RA%!
27 LET Hi!.‘l‘() =B; o)
=28 NE‘;THN ) =T
22
382 GO SUB Seoe

N (RNE 183 2

T U=2+1I )

FET U3 T ENDE31)

TP Ct\gf SCREENS (U, 1) = THE
ir

PRINT AT U,U; PAPER 1; INK
(M)

Dhodeann
#O0NIIOIID
m
=]
n
Z
n
P
o
o
r

N Z
“a

WORD SEARCH 71

Q72 NEXT N
2BR FOKE 2036874,@: POKE 236872.@:
POKE 23672,
@385 LET D" . LET M=1: LET L=3

SR@ LET T=INT (252 ( (ESERE#PEEK
Egg7§-+aEE§PEEM 23B73+PEEK 23672

4P@ FRINT AT 1,84;" ;AT 1,84
;: PAFPER YAy

418 En aT cs

420 RINT RT L,H‘ INK @; "%"

45@ IF INKEyg="p'" THEN IF CODE
SCREENS TL-1,M) =68 LET H=C
ODE SCREEN! (L 1; Hi LET D8=D§+C

L=
¢iw IF INFEY;-"”" +hEn IF OEL
-:-CR $ (L-1,M)<¢<>@ THEN PRIN
H‘ ) E‘F L=L-1: PRINT AT L.»
H, i pin
46@ IF INKEYR="L" THEN IF CODE
SCREENZ L+1 M} >»=68 THEMN LET =0
QDE SCREEN.! [L+1 M) E‘?‘ D$=D$+C.‘~
HRE 1y INT L ;
RS IF IhK EYE—"L" *+HEn IF cope
ﬁL‘FlEENﬁ t'L-)I.’?\ {22 THEN PRINT AT
: LET L=Ls+2: PRINT AT L.

?5 Ir EN'EY5="X" THEN IF CODE
SBREEN$ (L,M+1})>»=85 THEN LET H=C
DROE qCREEN’ (L, r‘F-!-.L.l: LET 9$=°$+G
HES BINT AT L, hsa;"

225 1r INREvpooRATEREN TF CODE
+1) <>02 THEN PRIN'T AT
T M=M+1: PRINT L.

g Z" THEN IF CODE
E-"‘ THEN L.E.‘T H=C
LET D2=DS+C

F En 1F copE
<o TH HEN PRINT
=M-1; AT l..
2

F
LET U=3+(INT (RND*l?JJ

LET U=INT (RND#31)

@2 5FTCDDE SCREENS (U, >»=65 T

=
IF U=L OR U=M THEN GO TO S&
PRINT AT U, U

XT N
FoR NZ1 TO 2
LET U=33(INT (RND#171)
@ LET U=14(INT (AND3@))
IF_CODE SCREEMS (U,L1>
HEN 68 TO Boe
SS2 PRINT AT w,u;" =

S_?S IFSLEN D¥=LEN A% THEN PRINT

67@ IF = F!ND =
o5 TGL E LEN D3=LEN A% TH

L]

P
o amuaags-r
83 DZPJAA -~
[7]

L bde]
o Ll
9'9&&

Listing continued next page




72 GAMES FOR THE ZX SPECTRUM

§g@ IF T=0 THEN GO TO 00
g GO TSHSQB

1ee® REM BKEY

ieia PRINT AT 4,0; PAPER 2;"P.» -
iéggupgzwr AT 6,@; PAPER 1;"L...
iéﬁg PRINT AT ©,@; PAPER 2; "Z...
iB4a@_PRINT AT 1@,@; PAPER 1;"X.-
s RIGHT "

1056 REN WEUESS WORDE

201@ FOR N=1 TO 2@: BEEF .@1,N:
NEXT N

2028 CLS INT AT @,®; PRAPER &
LyWELL Bone S0 sURUIVED THE MAZ

2g%@ roR N=1 TO 2@: BEEP .®1,N:
2835 F‘HINT AT 3. !32 LEN D) /2; F
APER 2;

204@ PRINT AT S5,2; PAPER 1;"NOU
ENTER THE WORD v&ll FOUND!

EE5E PRINT 1.8, FAn PER 1;"TO
UBRD ERESS -
?ﬂﬁﬁ Pﬂ 235 4;@: PDKE 23673,8
KE 2* 2,8
208 esf.

LET

2858 LET TI-INT (20-((GEE263PEEX
25874+256¥PEEK 28673+PEEK 23672
s )

272 PRINT AT 7.25;" -
2075 PRINT RT_7.74 FAPER 1;"YOU
ARUE ";T1;" SECONDS"

2080 LET és=INKEYs

298 LET GH=GB+CH

2085 IF c$="@" THEN PRINT AT 1@.

v: LET G$=""
ﬁF?INT AT i@, (32-LEN DX 7B}

F R =1 TO 2@4: NEXT
E LEN GS=LEN D% THEN GQ TO

Tl—@ TﬁEN B0 TO 3aaa
B I THEN GO TC 4200
iu 5, &R

amm
G

CL P
PR A & PBPER 2;"0H O
YmﬁNEnT THé ﬁ 0RD LR onNG T

LEN Iy 72);

omnan oY
WIODNAYNUANR PHETE

INSH VY-S NEAVNA

CLS -aa
@ PRINT .2; PRPER 2;"0H D
RAR! you RQN UUT OF TIME"

@ PRINT RT 8, ([18-LEN ISJ s2) 3
PAPER 1; "THE WORD WAS
iggg ;ER N=1 TQ i2e: ¢O TD‘ e

M

ﬁ&?{; EDR ﬁl‘i Tg 29;: BEEP .@1,N:

a@a@ CLS

LML

WORD SEARCH 73

4220 SRINT <PTo5BinEP "
EEI”LQ fis2708 Qh PER 1;"CONG
2 By FRPER B ryou
oID IT e ,27@it+1+T:," Skconbs

494@ FOR N=
4048 FOR N=1 7O 180: NEXT N
S538 2 ledt e oo -
i BRINT AT 8.4
gfLETTEns";gT 2,23; n'-ﬁnpsn N

N W R EE E

n
BT §T 7;@. EE EE
2 I f ' NE]
ﬁTn 8,@; = BEEE
-1 pn::m'n , m = =
5190 PRINT AT 1@,0; "M 6 N ENw pgGe
e w8 o
S1i@ PRI nTii.kﬁ; = =&
& [#
1ga n;@ s ‘@‘i'
132 PRINT AT 18,8; i¥i) o =

m EE

@B
ive 3

gg,gﬁ Y EEEREERREE
Sive 3

NODOCGODGD

NT H1 “
ULUULJUHuNUUJLQ;uu e

(379}

sEa8 feiog

= OCABULRARY

& "-5 RFIND'UHIZE -
£a1@ SUB E@B-}- (D*lﬂ@.’l
62z R= D*84+11
&6@2s LET HS-CQ) :L.Is iR
6032 L IB=L% ()

2@04@ RETURN

el DIM H:EE,

611@ LET &1}

6ize LET Ui[?)

6138 LET U%(3)

G142 LET US4}
R

517@ LET U;(?l

Listing continued next page




74 GAMES FOR THE ZX SPECTRUM
WORD SEARCH 75

$188 LET 43 (o =vron-
sgtsa LET AS(X) =A%y
E20@ DIM W10,4 SOSR LET A% (r) =78
621@ LET u§t1£= 8102 NEXT N
§o0 FErnzat 328 B0 Fosee
L (3) = 90888 REM HARACTER SETHE
624@ LET WS(d)= s@ie ron N=g To_is: ;
e s828 oRrd 285, 153 Me. 1ne, 180, ar
2240 LET 03 (d) =~ S iaw. dbe ---.189.189,189,189,15
L F(8) = [AZA DnTn S

5292 RETURHN ize §.56,18,254,158, 40,68,
83ee pIn x2S 5242 RETURN

6319 Wil = 2088 RUN

S532@ LET U; (2) =

5330 LET WUH(3)=

534@ LET WF(4) =

5358 L WE (S} =
E37@ LET W (71=UhoLE:
6360 LET WE(8) ="CAROL"
&30@ RETURN

5402 DIM WS (9.8

o4l1@ LET U§i1)="ANTLER"

64E@ L 15 (B ="FLIGHT "

643 LET W2 (3} ="MOTIUVE"

£44@ LET WS (4} ="SACRED"
B4E LET W 5} ‘LUMBER'"
646@ LET DRE(S) ="UNISON"
647@ LET WH{7)="ZoDIAC"

4.8 LET WR(8) WIZARD"

480 RETURN
65@@ DIM WS(Q,7)
8%1e LET W3(1)="SPECIAL"

6520 LET US(2) ="NQUELTY"

553 LET Ws () ='NDTHBLE:

B854 LET W14} ="INTRUGE

655@ LET (%(S) ="FHANTOM"

&E6 LET W6 ="MIXTURE"™

5572 LET US(7) ="QUIBBLE"

6582 LET W& (8) ="TORPEGO"

&52@ RETURN

Sez@ LET Us(iic SPECTRUM"

E-gf:‘ LET U§(21= COMRUTER"™

8630 LET U$i(3) ="CREATION"

5642 LET WS (42 = RUANDER"*"
gEEE LEr HEiE Sroamie:

B850 LCET U3 (7) =~HYDROEER"
6680 LET V& (8) ="RESOLUTE"
6692 RETURN

7008 REM BACRINZE

2 PRINT BT Merim; PAPER 1; AN

OTHER QGO ?

702@ IF INKEYS$="Y"” THEN RUN

7850 IF INKEvE= N~ THEN S¥oP

7040 G0 To 7eso

seee REM NTER WORDE

8pi@ INP {REPRER 15 INK 7; "ENT

ER_WORD™; I.IFIE 1%

seoe BEEP .5,i@

8225 LET Ax=I3%

8222 FOR N=1 TO 2@

8250 LET X=INT (RND:LEN A +1

SPER LET Y=INT (RND:LEN A$) +I

8@7@ LET TH=AS3 (X}




13
Horse Race

16K,

fﬂsll t]:e thrills of the turf are contained in this game, which tests your reactions to the
Jimit. One or two players can take part in the game, the object being to stop a con-
tinuously scrolling number reel at the bottom of the screen, on the number corres-
ponding to the lane in which your horse is running. However, you and your opponent
are plying against the computer which controls the other two or three horses in the
game, and can also stop the reel when it wants to. But unlike the players, the computer
never makes a mistake: it can stop the reel at exactly the right point to make sure its
horses lead the race.

7%

HORSE RACE 77

The game starts automatically when the number of players and the lanes they have

chosen are typed in.
to a maximum of twe

The game will list the overall winner after any number of games up
nty.

Key to graphics characters

R =N

LMNOPERSTU
LMNOFGRSTU

REM S¥¥X¥FSI8¥EssLrsszs
20 REM * HORSE RACING i
REM % @ TOBY MATTHEWS, =
gg Egn :*& ELLIS HORWODD. =
*EFEFEE
BS LET veag FEXEZEREIEEE
87 LET U=06

452 INK 7: BORDER 4: PAPER 4: C
T @,0; PAPER 2;"
81 PRINT AT 21,@; PAPER 2, ‘lm

TR T T ‘
84 PRINT AT n,d; PAPER a;]ﬁ

o

NEXT n
PRINT AT 4,@; PAPER 2;

a iF

:1 M 2 “E §

1?5 nf "4 R
2 1s :?E!l GG IO S0z

=1
12& IF Y=2 THEN GO TO a2s2

4@ RINT ﬂ'f' 6,3, PRAPER 4;" PLE
ASE IMPUT NO. OF PLAYERS. ©
PRINT AT 7.,413; PAPER 1;"1 O

ie@ INPUT A
17@ IF R>»2 OR A<l THEN GO TOQ 16

18@ BEEP .5,0
19@ PRINT AT 9.5; PAPER 1; "PLAY
ER 1 USES KEv:A%

208 IF Ax2 THEN PRINT AT 10,6;
PAPER_3; "PLAYER_2 USES KEY:L"
20% PRINT AT 12713 TLANES: "

210 FOR N=14 TO 17

?gﬂ PRINT AT 14 .N; PAPER N-13;N
55@ NEXT_N

249 PRINT AT i6,1; PAPER 4; "PLE
ASE IMPUT LANE NO. PLAYER 1"

245 INPUT B
o246 IF BC1OR B4 THEN G0 TO 24

Listing continued naxt page




78 GAMES FOR THE ZX SPECTRUM

A=2 THEN PRINT AT _17,1;
pnnEn 1,"PLEHSE IMPUT LANE NO. P

LAEYER 2
288 IF A=2 THEN INPUT C: IF G<1

OR C>4 OR C=B THEN G0 TO 262
258@ PRINT AT 19,6; "FLAYER 1 CHG

T
sE_LANE:"; PAPER
F RS2 THEM pthT AT 28.8: .

PLAYER 2 CHOSE LANE: P c; C
291 FDR N=1 TO 200: NEXT N: hET

¥= TO 7@ .
zsa PRINT AT @ PHPER 1; ENTE

R NUMBER OF LOR-1F U 20" :
28%° IF NO¢i OR ND:2@ THEN GO TO

292
LET S=@;: LET T=p:. LET W=@

ny
0
LI
)

296

Zee RAEM BPRINT TRACK
388 FOR D=1"TO ND: PAUSE 1E@: C
“Rie PLOT ©,180: DRAW 255,08

320 =3 255 STEP 8

gg% PLDT N, 15@: DRAW @, -8

346 FLDT PBES,160: DRAW &,-8

383 PLOT e 55: DRAU 255,08

FOR_N=@ TO 255 STEP 8
PLGT N,55: DRAU @,-8

NEXT N

PLOT 25S,55: DRAW 8,-8
PLOT 16 163. DRAW &,1@
INK 2 & é 3

N : R
INK 5: IRGLE 1&,1728,2

N UGAT 12,M;
" TS AT A3,N;

@,9: DRAW 1
—153 ]

ET A
540 RES‘FDRE 'Bﬂﬂ FO =1 TO z
RERD X: LET ﬂ§=ﬁ$+CHR§ X: NEXT

“m4s FOR Jm4 TO @ STEP -1
B47 FOR G=1_TO 40

PRINT AT 2@.,6; R
EEE PET AsAsta ' Th T+As( _TO 3
N GO T

oR N=1 TO
PRINT PHPEH N,HT H,®;" ";AT
,®; NG AT
hE e
RE ET UP_VURRIABLE
Er Ragc."Cer Ca2s: 2B ne2
ET =29 &
: $ NT AT_3,K:".& S RT 4,KGVE
ﬂT 6 L w AT 7, L@

HORSE RACE 79

j=3=1] IN =254 THEN P
ar 15é6£?PLQYEE 1-STOPFED REEL
BPER UL As(is) i RET1S

jéQGQIE g 2 LHE =
T N
7@ LET G INT (RGD*TD 758
781 IF us1AND UAL RS (15) =B THE

7a2 IF A=1 THEN GO TO 7aie
7a3 IF U'é AND UAL A%(15) =C THE

=1 THEN PRINT AT
I_STOPPED REEL AT LaWg +5° nhm
ER_UAL A$(1S);As(18) AT 18,57
B _UAL A% (15) 1806 =0+17"88’ b
7iSTREER (E-J) csed, 12
738 NEXT G: NEXT

J

755 TF IN 491521283 THEN PR
AT 18,9, "PLATER 2 SToFRED RE%ETH
) .-B0-sub AL A28 iaag ‘D¥ 1S

285 88100700, o o ug,e
(4,82,9,1,458,8, é 67678:85%453.8
2:0,1,48,8.2,80,6, 3,51, sa.52,6,
1,49.8,2,56,8,5,51,0,4,58,0,1045
195858, 0g3404 Bad.58

1e@l LET R=1 hosoM

1038 BRIny a7 2% -

TIAT B, K !.K’ JAT 4.K; "

1040 LET K=K =

@g@ngkxnf_gT 2K WS AT 4,K; A
THeb IF Kb THEN GO TO =

1278 RETURN 2ee
£830 50 sUB 60

oa

S8ip &0 s, g .
L
EE§@H$RINT AT 8,L;" 4";AT 7,L; "R
£§$s gETLté THEN GO TO Seeo
3090 LET R=3
3010 GO sUB soee
seaﬂlz$INT AT &,M;" ";AT 1@,M; "
L 11,M; f
3040 LET M=M-u

250 BEINT AT S.M;" A ";AT 18,M;"

3860 IF H 2 T

sasa RETU& HEN GO TO Se02
4008 LET R=4

4832 PRINT ﬂﬁ ia2,.N; " "iAT 13.,MN;

AT 14
2040 LET Mefd
1258 SRINT AT 12.N;".a"iAT 13,N;

14, N;
435@ IF N2 THEN G0 TD See.

Listing continued next page




B0 GAMES FOR THE ZX SPECTRUM

Seeo REM BMEND OF RACE
50@0 RE
s=@a31 FOR FQ TO !P -1: BEEF
.@1,N: NEXT N
s636 For Neb TO 2e: BEEF .01,N:
NEXT N
So5e IE ALS THEN co_ 10 S109
ase =]
sed4@ IF R=B THE“ PRINT AT 6,6, F
APER R; FLASH 1;"PLAYE Wwing R
ACE ";b: LET u=ll+1i: =0 sSeo
5@S@ PRINT AT 6,18; PAPER R; FLA
EH"1;"I WIN RACE "} S&s41
Seea G0 TO S200
aeel AT BrBenIY.BLAYERL Dihé R
ACE ";b: LET =F+1: GO TO 5200
Siie G0 TG Spd@
5200 LET Cé="" RACES"
S33% FEINE®AT 875 I MAVE_WON_;
;
S5C%: IF a=1i TAEN' PRINT AT 8,15}
g
55‘33 PRINT AT 102.2; "PLAYER 1 HAS
LHON Tiiies: IF (=1 THEN PRINT A
Lat8 80 2% IHEN GO TO s2ER
S225 gg:ﬁ? §$ A12;"PLAVER 2 HAS
waN +21 " THENERRENYTR
T 11,26,63
S5258 NEXT O
533@ REM MEND OF GAM
E31@ IF A=Z THEN G0 TO 5400
=330 Tr 138 THEN PRINT AT 13,8,
FAPER EB; "PLAYE WINS DUERF'LL"
5550 IF shd THEN PRINT AT ia,8; "
UIN QUERALL™

53490 PRINT AT 15,1@; PARER 1; AN
OTHER GOT™

E358 IF INKEY$="N" THEN STOP
SEE@ éF INK Y “Y" THEN RUN

‘54!3 IF LI)S RND W>T THEN PRINT
T i3, Sr PAPER B; "PLAYER 1 WINS
VERALL

S41@ IF S»W AND 53T THEN PRINT
T 13,9; "I WIN OUERALL"

5420 IF TS FlND TrW THEN PRINT

oD B oD

GO TO B340
Eﬁﬁﬁ OR U=l TO T7B5: MNEXT U
eaal F‘F\‘INT AT 18,@;"

&@@2 IF U=l THEN GO TI:! GZLBE
E0BE IF A=2 THEN GO $

Baie IF B=R THEN PRI A 18,2;"
¥YOoU PICKED FPLAYER 1° 5 HORSE"

E:BGE‘ IF B<>R THEN PRINT AT 18,6;

6868 IF C=R _THEN PRINT AT 18, 2,
You PIGK ED PLAYER 2°'5 HORSE"
&@7a B=R THEN PRINT AT 18,2;"
yYou F'IC‘.KED PLAYER 1°5 HORSE"™

HORSE RACE 81

6080 IF B(¢ }§ >R HEN PRINT

(>R T
AT 1Bé_r{'"‘r‘ u ED HY HORSE"™
@ IF B=R THEN PRI 'I:IIT FiT 18,3
INT ﬂT im,;n

AND C
PICK

z0 T a0
REM HRHRCTER 5 15
2 RESTORE 962@ =

EAD A: POK "FI“+N @ L 63

ﬁéz?aﬁé £267126748, 156”i§#?
248%5: 388,58 18547514

% 1saixgsé r 1¢s “b55. 4

24

17

'RET

RUN

&ih‘ mm
l!.‘r—llh

MR8 Z

E’
1. B,2
5,17 4,85%,6] 92245334

’E!B
]

WL 1N P~ 10
umn

0w

tD@\!‘- -




(48K) ) ) "
Can you cross a cratered minefield in your tank without setting off one of therm.mesA
This game tests your skill and judgement. You must not get blown up by a mine, fall
in one of the craters or run out of fuel in the middle of the minefield. ‘Adolf”, 1h_e
enemy, also makes frequent sorties through the minefield. If he gets your tank, or if

i j i i ished.
ou run over any of the mines he has just laid, your game will _be finis : . )
Y Although the mines are concealed, you do have a detection device, which will tell

you when you are right next to a mine. It displays the number of mines next to your

82

MINEFIELD 83

tank in the top left-hand corner of the screen. But it is rather a crude device: it will not
tell you the direction in which the mine will be found — you have to. guess!

The quicker you get across the minefield, the higher your score will be. A bit of
care is necessary not to go off the edge of the screen: because you will fall in a hole if
you do so.

Key to graphics characters
BBCI‘)EFBHIJKLMNDPDESTU
= RS E it SNTS

REM 2255 323 ILExX¥35%s
M = MINE F . ¥

REM * & TOBY MATTHEWS %

REM # & ELLIS HORWOOD =

REM X355 6¥F353528325283

B0 3US aaia

REM BIINTRODUCTIONME

FPOKE 23658,8

BORDER @: PRPER @: IMK 7: C

FPF‘IINT AT g,'?,‘ PAPER 2;"M I
38 PRINT AT 2,8; " -meccmmaooee -

BRI L) Y
B GNARORAAE
=z

zZr
o
o

128 PRINT AT 4,8; PAPER 1;"KEYS

“13® PRINT AT 4,10; PAPER @; "P";
o132 PRINT A ,18; PAPER @; “P";
142 PRINT AT 6,10, PAPER 1;"L";

is@ 'PRINT AT &,10; PAPER 2;"z";
aT a,zai"nxsﬂv"’ ‘ ER 81 “Z"F

186 PRINT.AT. _1@,1@; PAPER &; "X
;AT 1@,12; “LEFT """ S
178 PRINT AT 12,0; " ——coemmenee
"is@ PRINT AT 14,5;" You.

OLF. "

J.QB"PRINT AT 168,7; "3k
Qﬁ_F’RIN‘!‘ AT 17,7, "=

228 _FPRINT AT 19,2; "PRESS ""R""
KEY TO 3TART PLAYI™

BEEP .01,-10

PAUSE

BREEP .01,1@

IF INKEY®="R" THEN GO0 TO 3@

REM gunn:aBLesl
GO_TO 220
S=1008

QUWWANN T
WORRABNM Gidkh
GO0OMOBN B06

Listing continued next page




84 GAMES FOR THE ZX SPECTRUM

40 Lg P=@
388 BEM innnu MIMEFTELCE

PE .
:gg ;SIgT AT 9,7, PAPER 2;"H I
N E

o pRIRT AT 2.0; INK O NS
: AT 2,17; INK & N
“Tap PRINT AT 21,9; INK o; "N
S0 PR AT 21,17; INK @; "NENER

o FOR A=3 TO 18 .
T AT A.@; INK ©;"H-
133 EgiﬁT AT A,31; INK m;-l
EXT I
S@2 FOR n 13 21
;INK @
gi,— INK é,!l

NESH

@=INT {(RND#18)+1: IF &<
E 539 - "

IT AT &,Vv; INK &;"0

EX

EM -iFlKE HOLESH

B8 UZint” (BRbsae) 42

tg g:INT (RND#18)+1: IF ¢
AT ©,V; INK @;" 8"

NE SUR 62020
gzn AIN LooPE —
LET RAs="3sk=": LET B%$=

{RND 183 +1: IF U«
49

NSNS RREMBR O
FANBROA QU P
8&@06&%9&&1’!&51

z

In]

(=]

4

L]

o

A

L]

s
-
I
L]

rzr
]
(5]
..i

T=27: LET J=0
252 EELWTF AT vI% TRK @;As;AT ¥
+éée‘ngH7 AT 1,@; PAPER 1; "MINE
2405 PRI T 1,28; PAPER 1;"
“URT 1,23;"
aba REA HINE DETECTORN
898 §F ATTR (Y-1,X)=36 THEN LET
D=D+1

ﬂEB IF ATTR (Y+2,X) =06 THEN LET
ESE‘ éF ATTR (Y-1,X+1) =38 THEN L

B aB =2t aTTR (ys2,X+1) =08 THEN L
Fl B2 arTR (v,%+2) =38 THEN LET
b

BER*Er ATTR (v+1,X+2) =36 THEN L
E B+1
&78 IF ATTR (¥,X-1) =38 THEN LET

BaRTir ATTR ty+1,x-1) =38 THEN L
ET D=D+1

MINEFIELD 85

SGBQDPRIN‘I‘ AT 1,©; PAPER 1; “"MINE

8ol so T 1022

898 REM HE FOR MINE*
E?eﬂé’oé”éﬁﬁé‘QPTF BND. BRTRT F
11,X+11=36 THEN GO TO =oed
L] INK D

+3,X+1) =36 THEN GO TO 300

952 IF INKEYS="Z" AND ATTR I{Y.,X

-1y =38 OR TNK “Z% AND R Y

+1,X-1) =36 THEN GO TO 306

838 _IF INKEYs="X" AND ATTR (¥,X

+2) =38 OR_INKEYS$="X" AND ATTR (¥

+1,X%2) =36 THEN GO TO 308

[42 I KEYgE="P" AND ATTR Y-
: &

=]

@_IF INKEYg§="Z" BTTR_(Y,X
-17=32 OR_INKEY$="2Z" AND ATTR {¥
+1,X-1) =32 THEN GO TO 7

8%a IF INKEY&="X" AND ATTR_(Y,X
+21 =85 OR INKEY$="X" AND ATTR
$13,%%2) =32 THEN "0 T0 7900
1828 F *E THEN GO TO 2@eo
iaz26e N
ip30 %%H kg VKl LeT As

-t
#eno LET BasiEE
4@ IF zNKEY’*"P" THEN GO 3UB ©

1e.
2@: _LET ¥=¥-1. PRINT AT_¥Y,X;_ INK
n,ns,g?pv+14x ;BaAT V2Tl mAYE

19513 IETIMl;EYl‘ z“L" THEN LET RAf$="
Bﬁ IF INKEY$—"L" THEN GO sSuB o
Y+1: PR AT Y, X; INK

3, RS F|T \’+1‘KEB$,HT Y=-1,X; BRIG

HT 1, PER
1573 EETI%H;EY_' "Z" THEN LET Ag="
88 IF INKEY; -"z“ THEN GO EUB o
BB LET X=X-1: PRINT AT Y,X INK
JRE; AT _Y+1, Xfﬂ$4 AT ¥ ,X+2 E‘RIG
1; PAPER y AT Y+1, K 2
iegl IF INKEYf.;"X" THEN LET ﬁs-

E@é IF IN#;EVQ'-"X“ THEN GO _SUB 2
. F'!;%INT HTXY ;BINK

Bjns,ﬁT Y+1,X, RI
HT 1; PAPER 4;" ";AT vi+1 1 "
1150 LET S=5-
lig@ IF 3=0 THEN G0 TO 490
1198 REM EADOLF
1208 IF ATTR (¥Y,X+2) =33 THEN GO
TO 58282
121@ IF ATTR (Y+1,X+2) =33 THEN &
O TO =002
%Egg IF J=1 AND T»=1 THEN GO TO

Listing continusd next page
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1259 LET U= INT4éRND*191+1: IF U«
s =237: LET J=0

1332 LET K=INT (RND#25)+1

1348 IF K= ?IgEN GO TO 140@

1422 PRINT AT U,T; INK 1;"#M";RT

2;" ",AT U+1,T

Fat
a-\.
)
i
[
3
3
c
-
*
:

’

2 LET T=1
s PRINT AT U, 1;" “SAT U+l,i;

a

+

1

1

]

1430 LET E=INT (RND%d4) +1

1440 IF E=1 THEN PRINT AT U,.T+3;
K 4,"a"

1450 LET J=1: GO TO_ 602

220 REM ByOu MADE IT!HW

% @S LET F=,5: LET P=0: GO SUB £
2

2

2

u

2

2

2

PR R BRBNAC

2
1@ INK 7: PAPER 2:
@20 LET_ O%=" CONGRATULATIONS hg=}

78 LET L=L+1
285 LET 5=5+100802
2087 LET Y=28
20892 PRINT AT 18,e; "YOUR SGDRE I
S106°82eR I 12"
=218 E
2i1@ LET .@%=" GET READY FOR NEX
T ATTEMPT! ¥
2@ L C=29
30 GO SUB_7See
18@ PRUSE 208
-] GO TD 3i@
REM EMBANG!E
z INK 7: PRPER 2:
2 PRINT AT 7“3, N

wuwmlgl
n
oorr._o._1 lelu
|

a
1i@ LET
iz2éa GO SUB BUUQ
130 CLS

MINEFIELD 87

Q@‘B PRINT AT 18,10; "ANOTHER GO
3}5@ PRINT AT 12.@;"YOUR SCORE U
85 ", INT 5*((20 Ly o

3150  IF INKEYS="¥" THEN RUN 85
317® IF IN KEY '-"N" THEM STO

3180 GB T 31

fea=3=]=} DF FU! X ]

éggﬂ LET =18: GO SUB &
4812 INK 7: PAPER 2:

4a@2a CLS

4838 LET O%=" OH DERR!! OUT
oF FUEL'"

4240

4250

4060 PRINT HT 1B @; "YOUR SCDORE ¥
RS _"; 100

4278 BEEP 1,10

4988 PRINT AT 12,10; "ANODTHER GO

499a IF INKEYS$="Y" THEN RUN &5
dlae IF INKEYS&="N" THEN 3TOP

- T
49008 REM EQDGLF GOT vou!l

gggﬁ F=2: LET P=1@: G0 SUB &
S@i@ INK 7: PRAPER 2:

s@2@a CLS

sa3@ LET as=" oH DEAR!! ADOLF
GoT _You!r*™

S048 LET C=27

B2 GU SUB 7520

gl =1 AT 10 6; "YOUR SCORE W

AsS "jSlttEO!L)
S@7@ BEEP_1
2858 BRINT AT 12,10, "ANOTHER GO

S@s@ IF INKEYS$="Y" THEN RUN 85
sl@@ IF INKEY!:"N“ THEN STOP
Slie ngT Sage

282 R usICH
218 FOR N=1 TO 3
5@2¢ BEEP ,153F,4-P
5032 BEEP .15z2F,3-P
5243 NEXT N
eaAs FOR N=1 TO 2
550 BEEP .3xF,5-P
S5@78 NE N
&£@3@ PA 1
8@3@ FOR N=1 TO 2
510@ BEEP .33F,S5-P
&11@ NE N
6138 FOR N=1 TO 2
614@ BEEP ,15%F ,4-P
5150 BEEP .1ExF,3-p
S182 NEXT N
5170 BEEP .4xF,3-P
6188 RETURN
63990 REM .fOU FELL IN A HDLEE
ggga LET F=2: LET P=10: B &
781@ INK 7: PAPER 2:
7228 CLS
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7a3@ LET Ois'l" OH PEAR!! YOU FELL
IN A HO

7840 LET _C=3@

725@ @0 SUEB 750

7!?!93 PRINT AT 12,@; "YOUR SCORE f
s S*ftem*Ll— i
1@’ EEP_

7ilie H éﬁ' 12,1®; "ANOTHER GO

7120 IF INKEY$="¥" THEN RUN
7130 IF INKEYSs="N" THEN STOP

1=
7430 REM RINT STRINGHE
R N=1 T

~JI¥

'l|

2 FO
18 PRINT AT N; Q% (N)
7520 BEEF. .@1,1b0
7539 PAUSE S
7549 BEEP .01,1@
7558 NEXT N
736@ RETUEN
1"} BWCHARACTER
2010 FOR Meb TO 162: READ A: POK
oo pATA 1T Edoa ﬁg 7:92,0,52
- Fl
7459,8.55.2 :aﬂ i34 14a’i8é, d28 ]
282, 04,2 iz4, &3, asa,a,aa
0,2,0,0.0 gi 2343 a1.7 8,424 -]
1;2i,21.0 CC 184 83’240 540
;137,387 éa.éu 29658484 sa., 24
gagﬁsgnzﬁ é és é 6 5 gég,g
.
gii%§455é, a3 el 252 12 S8, 12
B
g5 paTa_ iB .48.42.42,15, 15,2954
A
isa, iss, e § éﬁ‘eé4,aé 4,16
a,zéa,iae,a,a
9068 BATA ©,7,15,31,63,118,115,1
27,127,129, 125,66, 31 B,52
.50, haB, 555, o8, 208 1847:8:23%
P T v o YT éad. &
DHTFI 82,126, 255,.255 285,285
126,60
$188 RETURN
o9 RUN

A game for up to four players designed for lovers of one-armed bandits! Jackpot works
just like a fruit machine although the symbols on the reels are a little different. The
game allows you to check the winning lines and permanently displays the winnings of
each player, as well as the amount of money left in the fruit machine. It also incor-
porates: an extra gambling facility which allows you to double your winnings or lose the
lot; a ‘nudge’ facility which permits you to move any of the reels along one place; and a
‘hold’ facility which allows any of the reels to remain stationary whilst the others are
spun.
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The computer will ask the player whether he wants to gamble, nudge or hold. Use
Y and N keys for “Yes’ and ‘No’ to these questions. The game runs automatically —
you will not need to press any keys to start the reels turning.

34@ PLOT 103,64: DRRW 41,0: DRA
DRAW &

@, -2; RFJU —41,@: »
35@ FOR N=7 TO 13 STERP 3: PRINT
NEXT

AT N, 1S; Vg7, AT N¥2,as; "§":
72 L.ET T=:I.

XT N
E@2@ FOR N=1 TC A: IF M(N) =0 THE
N LET EzBQi NEXT N: IF B-; THEN

gl@ IF H I =| THEN GO 3| [ﬁ ]@@@
T 1= Hi
IF J<¢=@ THEN LET .=

E’ E‘
IJS-BE? LET MIT)=MI(T)-.1@8: LET J=J+

54-@ F’RINT AT 11,25; PARPER 4- £
pnéE:EE; "pﬂPER 1 M (TJ HT 2
pé 2f H H FIT 2,25,

7@9 GO SIJB zeee
:’Lﬂgg SEEP-N? HEBEv‘i!O
RTRT H;;NN R N=17 TO 2&

i cters 3I7S
Key to graphics chara 328 BLOT 182,120 DRAL @, -120. .
AECDEFEHIUKLHNOPORSTY DRAW 8E,0: DRAW @,12@: DRAW -86,
#taeiﬁcﬂx KLMNOPRRSTU 2
385 PLOT 2,45: DRAU 1690
186 (B Bs=PLAYER "
420 FOR _N=1 TQ 42: PRINT AT N+7
1P REPM ##3 ¢S FFrESisSrdsesreans ,22; PAPER T:P%(N):
22 REM * ACKPOT . * 438 PRINT RT 20,22; pﬂPE ;
38 REM & TOBY MATTHEWS £ 43e PRINT AT 9,24 PAPER 1] Hhon
@ REM & ELLIS HORLOOD * EYYi AT 1@,84; "LEFT:'
BB REM ****ﬁ#*i—ii*i#********* 45@ g_ﬁ:ﬂ;; gz 1ééaga PHPEH g’ "
- PQKE ESEEB " ” ; =] q; ugn T
78 @0 S5as" 468’ FRINT AT 13,24, PAPER'3; “RU
@ S5.2HF,.¥99% ». somoEr 4: C UNDS; AT, 14,24 "PLAY !
=Y 4a7@ PRINT AT S.,26; PRAPER R
85 RANDOMIZE 488 PRINT AT ,24; PAPER 3;" M
90 GO SyUB £ERE ONEY “:AT 18,24; *LEET IN".AT "
85 REN =T IONSE R 24 “MACHINE" AT 20,24; “£"}
2O N o og 'R o BRE. - TR sE-n 16,8; PARER 1inE Tel our:
SE . f " =" A ; i
S15 FHINT AT 8,18; PRBER 2; " (1 GAnE" AT 1S 0; "PAPER’ 27 0 oYL
TOD 43 ™ E UINNING"' 2@,2; "LINES
ARE INPUT R o -.'.’l, 1@: FOR Nm=i TO a5
@13@ IF R»4 DR A¢i THEN GO 70 12 mgaa IF INxEY;:"U" THEN GO ToO 75
14 DIM MB S3I@ IF INKEYS$="@" THEN GO TO 5@
188 FOR MN=1 o A (-]
i@ LET_ M (M) =S S48
iz@ NEXT N 55@ FBA NY17 TO 20: PRINT BT N,

i9@ PRINT_RT 1i1,7; PAPER B@;"GET
LR‘;’!"

LET B=
Zog BEEP 1 ®ip
Zi@ PAUSE iEe
oLS

£ RAL MRIN SCREE}\‘"
PE?N&H’F 2,8, PAPER @; "REEL

FPRINT AT 1i,8; PAPER 1; "REE
PRINT AT 14.,8; PAPER =i “"REE

Q I‘-"RINT AT 19, B PAP e
CTih HAS NO G EY"ER 2;"PLA

LET gozee
=
EEM AIN LOOPE

& ALoT gz, 112: DRAY L4152 OF
9332'5397 RS, 55 gﬁnu 41,B: DRE
PR B OhnAl 241 e DRAUTG.S

FOR N=1 TO S@: MNEXT N: FOR

193@ RETURN
1998 REM BSPIN REELSH

Listing continued next page
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2000 LET D=20+INT (RND#402

3005 LEF EASiiN ARG

2 = *

2210 LET D=8O*IRT KEBOMEET zae
=

T B?IS; FPRPER @; A% (
Eg¢§JPRINT AT 11,1%; PRPER 1;B%!(
EggES;RINT'HT 14,13; FPAPER 2:;C&(

». PRINT
=255 BRINT AT 8.7 ppant AT 147

1@@ LET H=INT (RND#1@): IF H=F
il g
Sgég éEINT AT 8,13, PAPER @ Ast

EEB? LET Hi‘ﬁile TO 3%95(1!
Boan LBV = o TO 229

S2%c Ir ko= Thew oo To mEme. ..
E;g’aqég Es—al !E TO Y+Bs (1)

ZEE0 EELAT el T 58, TBaRER% s
23 2 I...ﬁT CE=Cg(2 TO 1+CH )

2338 IETIiF BﬁD K=E RAND G=D THEN
GO T 50

2=21e
2358 LET _@=INT (RN Dilslaa%F e=12

AN
3 SUE Seaw A
gggg gg FT=A THEN LET R=R+1: GO T

s
533% LET T:i GO TQ 375
= "
gggé EE?NT AT B8.7; PAPER ©; "HOLD
3@1@ PRINT AT 11,7; PAPER 1; "HOL

ged

302@ PRINT AT 14,7; PAPER 2; "HOL.

NT AT 17.,0; PAPER @; "HOL
T.
R s IF INKEY$="Y" THEN LET gx0:
PRINT AT <A té?’ PRPER @ YES':
)
g%g@qiéa "N" THEN PRINT ﬁT
31 Baber i. IR 4 L= L
ApER GO _TO 3848 s
FOR N=1 TO 5@: NEXT N:. PRIN
2028 HARN=2aEER"1; "HOLD REEL
o KEY$="Y THEN LET K=E:
3pEe@ IF _IN =E:
PRINT f&

PRPER 1, "YES":
GO TO 311@

H AT 1
R Hi “: GO TO 31i1e
31i@ FOR N=1 ?0 S@: NEXT N: PRIN

JACKPOT 93

I.AT 18,@; PAFER 2; "HOLD REEL o
312@ \EF INHEY§~"Y" THEN_LET F=I:

AT PRFER &) TvES":
LET . cata}=c:ta 31s

813@_ IF INK vs="n" THEN. PRINT
19,14; FRFER 0-"-1 n:ﬁ* il
4,7; PRPER 4,‘ ‘: B0 TO 3156
3128 PO R=1" TD 1e@: NEXT N: FOR
N=17 TO 19: PRINT ET Ng@; " e

316@ RETURN

3999 REM UDGER

41008 PRI AT &,7; PRPER ®B; "NUDE
4912 PRINT AT 11,7; PRPER 1 "HUD
4822 PRINT AT 14,7, PAPER 2; "NUD
4@5@ PRI?T AT 17,@; PAPER @; "NUD
4E4ﬂ IF INKEY! " _THEN PRINT AT

17,15; PER E,"YES" FPRINT AT
8,48, 9QPER @:A%( TO 53: LET A$(

2)=A%(3) ; GO 70 4p7@
4R5@ IF INKEYS “N" THEN PRINT AT
17,15; PAFER ©; "NO": G0 TO 4B7e
1288 GD TO d@sa
4AB72 FOR : _PRIN
T_AT 18,9, “BakER" 8 ~NOBeE REELTE
438@ IF INKEYS="Y" THEN PRINT AT
115135 pEREER Tyl oA T ]
3; T
(25 =B$ () : 10 4100 *
4080 IF IN KEY:-"N" THEN PRINT AT
18,15; PAPER 1;"NO": GO TO 4108
4895 Gh TO 4080
410@ FOR N=1 TO S@: NEXT N; ERIN
T'?ET i18,@; PAPER 2, "NUDGE REE
411@ IF INKEYS®="Y" THEN PRINT AT
19,15, PAPER 2; "YES": PRINT AT
14,13; 'PAPER 2,Cs( T To's):LET ©s
(2] =CE(3): GO TO 4
4128 IF INKEYS$="N" THEN JPRENT BT
19,15; PRPER 2;“NO": TO 4148
4138 60 To 4110
41S@ FOR N=1 TD 1@@: NEXT N: FOR
N=17 TO ae: PRINT AT N.@;"
NEXT'N
41660 RETURN
4999 REM IIN MONEYE
522 FOR N=1 TO 20: BEEP .01,M:
HEXT N
S818 LET WS=A3(2) +B% (2) +C§ (2}
Sosa TS T ET 3
=r@n N LET UW=.35
geS oIl US(TO :=u5§" THEN LET

SosR2 IF us="8e" THEN LET
5872 IF U§(1)1="@" THEN LET u_,sa

Listing continued next page
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Easg.IF U TO 2)="#8" THEN LET
SEeA IF Ws="9¢f" THEN LET U=l1l.2€
510@ IF WH(1)="4" THEN L W=, 48
E11g IF US( 7O 2)="@&" THEN LET
5i1z2@ IF % ="dujpt* THEN LET W=1
Siff I NETEE IE bE Ut
5 - =
3158 FRINT a,4; PAFER T,UE;: 8
T 19;8,“PHY5 E“'H FOR N=1 TO 1€
2: NEXT N
§1s5 IF W@ THEN GO sUB ss502
S162 LET H TI=M(T)+W: LET =y~ U
S17@ PRINT Fl 11,25; PAPER 4:
;AT 11.25; PHPER 1 HfT),HT 2
8,25, PAPER 4;" RT 26,25;
PAPER ;4
5180 BEEP 1,1@: FOR N=1 TO 1@8:
NEXT N: FOR N=17 T0O 19: PFPINT ﬂ"?’
N,@&;" ;. NEX
T N
5i13@ RET

URN
s550@ BEEP .2,1®: FOR N=17 TO 19:
PRINT AT_N,@;"

: XT
EEéB¢ERI”T AT 17,6; PAPER T; "GAM
ESQB IF INKEY®="Y" THEN GO TD 5%
SSo2 IF INKEYS="N" THEN RETURN

554@ GO _TOD S52@
5560 LET L=1@+INT (RND#1@): LET

U=
S572 IF U=L THEN GO TO Scea
5582 PRINT AT 8,6; F"PPER T "IN

4
i B
3200 IF uoL THEN 66 TO 15380
sS6i1@ PRINT AT 18,6; .PRPER 4;"
fSRT O18,1@; F'ﬁPE'R 'J' "LOSE"
5628 LET USU+i; EP -2, -1e
0 5570

S71@ LET W=UW*2
= 5,18 F'RI”NT AT 28,5;

S7ze
5758 _FOR N=1 TO ﬁ@ NEXT N: FOR
N=17 TO 20: PR}I’ AT N,

576& RETURN

Sgee BEEP .5, -10: PRINT

PAPER T, "voU LOSE vuun",m' ei &
@ FOR N=1 TO i1@®: NEXT N: LET

FOR N=17 TO 21: FPRINT AT N.
" NEXT N

HETUEN
REM BIDRAV JACKPOD
PRINT AT &,2;"

PRINT AT 5,@;
621@ PR AT _1,2;"
628 PRINT AT 2,2;" E B R

JACKPOT 95

ea ER!N* a? %.a; TEEERE B
6£&§‘P:égg,ﬂi iﬁa;"lll BE MBS E
5958 R ]

5898 REM lJINNING LINESE

FRQ2:BEEP .1,1@
Zoi@ FOR N=17"T0 2@: PRINT BT

?aaa SPRINT AT 17.@; PAREAR Too W

£B, D"
7058 PR -+ . L
75‘3539%%%@'3' 18.@; PAPER I, 98-
BAYS eg?gaﬁT 18.8; PAPER 1; @86

7882 _PRINT nT 9%.0; PRPER 2; @--
TEIS PRINT AT 18.2; PAPER 2 “ée-

AYS .8
7esa PRINE AT 19,8; PARER 2; "dbd
AYs £1,.80" ’ #

hon eS 408 7588
7ig@d PRINT AT i7,@; PAPER 3; "§--

=3
*1:3 pﬂzn; AT 18,8; PRAPER 3; "@&&-
7123 PRINTBQT 18,8; PAPER 2; "848

E a8a
Fi4@ PRINEQ&T 17,8, PRPER 1;"E££

7iTE _PRINT AT 1I9,@; PRPER 2;"
PRYS £i@.0@" i
7155 GO _SUB 7S5ee

7ig@ FOR N=17 TO 28: PRINT AT N.

2; D NEXT N

H FQR M=1 TO 1@8: NEXT M: G0 TO

gﬁﬁﬁ PRINT AT gﬁ,@i PRPER ©; "PRE
7E}QGIF INﬁE§g="G" THENM BEEP .1,

i3 7Eig
FES2 FOR N=17 TO 21: PRINT AT N,
2 " NEXT

FEER RETU
5@k REM lEND OF GRMER

S@i@ FOR N=17 TO 21: PRINT AT N.
3;" ' NEXT

SezZ@ PRINT RT _19.,08; PRPER 8, "ARE
Yol SURE (Y DR M ": BEEP .5,19
3838 IF INKEYB="N" THEM FOR =17

TO Bi: PRINT AT N.&; "
" : 30 TG See

: ME N:
Egd-ﬁ IF IMKEYs="¥" THEN GO TQ S£

s@45 @0 _TO Sese

22B@ CLES : @0 SUBR sped

3I\ER@R FOR _M=1 TD -6 STEFP -1: BEEFP
1 NEXT N

LR
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= PRINT AT ? 2; PRPER B, "RFTE
B VIR T ROUNDS
FOR N=1 T
8696 PRINT AT Neie PAPER M; "P
LAYER “iN;" FIN:aﬂén WITH £+ fH
- -
28180 NEXT N M I M
3I1p PRINT AT N#+i2,8; PAPER ©;"T UsSIca emOI'y
HE MRCHINE FINESHED WITH £7;4
8ize PRIN’r AT N+14,1@; PHPER 2;"
BNOTHER 7
S15¢ 3F IRK EYS “N" THEN STOP
8312 It INREYS="Y" THEN RUN
S5i15@ GO TO 130
Qmag REH HRARACTER 35 -
2p1p FOR N=@ 10 47: RERD R: POKE
G58 ~AR 4N A: T
2028 DRATH é-‘- B8, 126,258,266, 12
59,24.16,22,127,2355,255,255, 126,
5.6 195;219;255 15‘9 195 125 5@
.68, 186,219,255 é 143, 1588
4°84158 545 88042758, 1884 1554085
36,666,231 ,36,36,
a@he RETUAN
9888 RUN

(48K)
The principle of this challenging game is to memorize patterns of colour and sound
created either by the computer or by your opponent.

Four game types are possible:

A: the computer produces the sequence you are to follow (in other words
this is a one-person game).

B: a two-person game in which each player, after repeating the sequence
of notes, adds his own note to extend the sequence;

97
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C: as game A, without a visual indication of the notes played; ggg EE;PF o 21#1;
: i i indication of the notes played. =F+
D: as game B, but without a visual indicati the play 8240 IF F=i15 THEN LET Fil=-1
858 IF F=b THEN LET F1=1
Key to graphics characters 5 3g§ ;Eﬂp
ARCDEFGHTIJKL MNOPORETU
SIORE- g = b { ENT 2R OFGRSTU gggé pan7 : CLS .
2@l _FOR Z=6 TO 8: PRINT FAPER @
.ﬁT Z,1;" i
1 REM 2332 ¥FXIIXRFRTTEE agagTanaz =1@ TO 12: FRINT PRPER
Y B
* @ PAUL SMITH & % :
¥ & 233@ FDR Z 14— TO 16: PRINT PRPER
# /ELLIS HORWOOD ¥ E AT Z,1
H ¥ v NEXT'Z'
FEFFEFEFELEEFLXEES em.a FOR Z=18 TO 20: PRINT FPRPER
2 OVER © RGAT X, A0
o POKE 2363C,9 : EXT
S BORDER 2 29"‘2' PLBT’ 45 124: DRAW 24,0: DRRA
& RANDOMIZE -24,2; DRAU @,16

12 FOR RA=USR “Ff" TO USR "N"+7: EBE@ F'LDT BE l@&: DRAWV @,16: DRA
RERD B: FOKE RA,B: NEXT R 2 -16: &

2@ DAT 0,119,55,115 20,119,0, Ho3& ' Fil+ 136,1@8: DRAW =-24,8: D

e 3@ DRATR @ 119.,885,87 117 gnuDg 151 DRRU meR: BERE 1‘12 A2
. P
28 BATA 8:1312:8%.%647841212° 5 208@ PLOT ia 92: DRAU 24,0 DRAU
2 -12,@: DRA ~16: PL 8@, 92

S@ DATA ©,@,8.31,31,24,24,2 pRaR 6. -6 o8 ,a; .

68 DATA @,2,8,248, QA.B -7 24 24 DRI é,-5: DRAU 12,0: DRAY @,16

7@ DATA @,P,@,255,255,0@ é' : PLOT 112,92: DRRAW 24 ,2: DRAW @

£8 DATH Bi0.0 BES.E%R1%%6% ;=16 W'-g4,@: DRAU' @,
92 DATH 24,24 ,24,248,248.0,.0.6 208@ PLOT 16,60: DRAW 24,2: DRAW
129 DATA @,8,24,40,.8,8,12,12 ,?: A -1 PLOT 48,6@
11@ DATA ©,7,4,7,4,7,8,8 DRAW @,-16: DRAW @,8: DRAW 24,0
iz2e DRTA @.EB,i@B;Bﬂ-;?E:Saana b s =8 RA 2,16: PL 3 &
13@ DATR ©.105,123%9,129, 129,151, a nnggue,;i Bnnggnﬂ¢éa DRAW @,
2, @ - - : 4,-6

142 DRATH ,221.81,59é516221.;ﬂ 218@ PLOT 136.44: DRAL =24 Dn
15@ DRTR @,0,8,8,0,152,a,@ @,168: DRAW 84,@: PLOT 112 =2
Ze@ REM NEESITINER DRAL 12,8

21@ LET SPD=1; LET G&="A" 2iie PLOT ies,44: DRAU :
53¢ DIM A% (5,16 A8, T pAAL 24 0T BLoT 144 53
23@ LET Ri=1&: LET Bi1=8: LET C2 auls

=16: LET Di=12 RA=@ PI.D'f' 3R/,18: DRAW @,16: DRAW
24@ LET A% (1) ="PUJS-1-ANNE-2020E e 24,2: PLOT 32,20: DRAY 12,0: PL
ik ;. OT 64,1i2: DRAL B,16: DRAW 24,0:
25@ LET RAS(&8) ="TSM -2-BENE-QRP00 e DRAL @, -1f: DRAW

: P — '- R e L
268 LET AS(3) ="JAF -3- - 1 .@: ,18: PLOT 128,12:
" N DRAL @,16: DRAUW 24.,@: DRAW é,-B
278 LET RS (4] ="E.H.=4-DENCQRQQOE : DRAW =-24,@: DRAW 24, -

. oo BiEe Lot ZastSl pndi Senio, noe

@ LET ="RR 2" i y = H = ,@: DRA

gg@ tET Bsﬂ: LET Fi=1 ki 215@ _PLOT _7.,96: DRAW 169,0: 6RF€U
700 GO SUB z2eee ; @,-25: DRAW -189,0: DRAW ©P,2
219 G0 SUB ceae 216@_PLOT 7,64 RAW 169,@: DRAW
215 GO SUB 96@@: FOR B=1 TO 48: : _-169 DRAU @,25
NEXT B : 2170 F'LDT 7.32; DRAW 16GQ,@: DRAU
720 GO SUB 4@@@ - . 2 9,-25: DRAW -169,8: DRAU 2,25
®@® IF INREY#="c" THEN 00 TO S& 1 2EGR INK @: PAPER 7

egl@ IF INKEY&="p" THEN GO TO &6&
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NT AT 1,3; INUVERSE 1,“HU

FUT Y. pREINT BE; PHRE PER 4/
i
@ PAUL L e

171: DRAW 247,@; DRR
néU'—247,a: DRAU @, ;5
HT AT 4,1; INVERSE 3.,'

D; AT TYPE:";G
Gﬁ"HI-SCDPE"

N
NT g E FPAPER 1 INK

1 TO Bi.HT 7.23;R%¢ T

NT AT 9.,23; PAPER 1; IN
TO B8);RT 1@,23;R%(

AT 12,23; PAPER 1; IN
NT BT &5rE7 15025 A8 tar e

INT AT 1E5,23; PRPER_1; IH
Hg;4 17TC BJ,HT 16,23;A% (4,2
TURN
Egg§ ggzﬁ$ AT 18,83; FLASH 1;" P
RE

INK 7 PRPE
gné?"gegﬁgyﬂT 24234, INR.ELCRARE

I

g r
wImC ‘ZZH
D

DORT~~T ~TNOL~ TR DT

ﬂHnﬂ NI =DM

OH--
'y
[
1]
o
9
p:]
X
m

A 00 QUENRTDO ROy
T
=]

QM '-H ~ HI

24 20N NERN-MiD DDHLHD
»D 0@ _-&

OP 0L M PRINDDLOONLT ZR0L
‘B ~-EHRIANDREE- - 9~ SCRADD

AL

8 To 2e: PRINT PHPEP
& To =28@; PRINT 9HPER

il 1}

L Gm
~REQAD

7,128: DRHU 169,@: DRA
-121: DRAW -188,08: DRHU 2,1z

T
ag

@
4@ INK 2
5@ PRINT A r&y-H ﬁNK 2; INUVERS
b
BT _9,2; "USE Z,X & ENT
EﬁoﬁﬁéﬁTie ; "RDULST BGAME: -
I +24 72 BhRER 1}
PEE i"; INK'2i PAPER 7}

gﬂgﬂ PRINT HT 1? a; PHPER 1- INF
7i "GRAME TY INK

R
;e AT AL+
T AT 81:Bli-/=-iRT Bt

na ? __LET B2=B1

GGSE ZS 1§ THEN BEEFP .1,

? "x" AND Z$<¢>"z" THEN
=B1+2#(Z5="X" AND Dl1l¢

"z AND _B1>9)

RINT AT R2.,B2;:" “;AT AR+

RINT AT R1,B1; "= ;AT Al+

MG s

nyl

~ B BNRPRR ERRs -~ 8
ok
0 L
n P
13*5&[

N RUIRAE

-
N0

ud R RN
)

YO ~ROe 28800
....|
D COH K

paNe 13

[

MUSICAL MEMORY 101

517@ LET SPD=B1,2-3: P
Zi "INUERSE 1, sPD RINE AT (4
Sie@ BEEF .1.B51
S51se 86 To Siaw
E200 LET Goocis Lot

S=cl: LET D5ab
e

1 T, -
Bae2D, 10 3000 = HEN BEEP .1,
Z%H<>"xX" AND g i
sSEBTEg$E§i o - ZH<r "2z THEN
=D1+2% (Z="x%" <

i7) -2%(Zg="z" AND Di %5 PANR (D
§22@ PRINT AT C2,D2 ";AT ca+

S£38 PRINT AT G1,D1;" A +
D,Da; " b ? iy i AT Ci+

EQ?@ LET © fDl/ﬂ—S) RIi
i eeéﬁénuénag E% RRELEE. i

gede P
@@ GO TOo Ezee

S30@ FOR 2=5 TO 21: PRINT AT Z,0

i PRPER 4;"

;1": NEXT'Z: G0 SUB 2P@S: GO TO

S@2@ REM
saai LET ﬁ FQR Z=1 TO 5@: NE

XT Z CU 5UB s6e@: FOR Z=18 TO 2
2: PRI Z,2883; PAPER 4; "

e NEXT Zz
6222 PAUSE 109
GPRE FOR B=1 TO 5@: NEXT B
G2le_IF G$<(>"A" AND G$<>"C" THEM
EggiTIF Etm C HE

="c" N GD SUB 9720

S?ignpRINT AT 19 23; INVERSE 1,
59028 LET Cg=""
52832 LET NO=1
624@ LET SCR=0
Eig? LET C$=G$+CHR$ {INT (RND=x4)
61@5 FOR A=1 TOQ [~ ]
611@ LET Xl1=URL D!iﬂi§4+2
812@ LET SPD1=(7-5FPD)
&813@ BD SUEB cega
6135 NEXT R
5140 LET ND-NG
8290 A=1 TD LEN =F J
S2AS I_ET ZE=X >4
B%iﬂ g; Z&ran DH Z%>"4" THEN GO

Q =3
5EUE LET Xi=VAL Z$*4+2: LET SPD1

36 G0 suUB
Sggﬁ iF Z$(>C§iﬂ) THEH LET SPDl=

NEXT B GD TO SE SHS.Scan:
ggs? IF INKEYg$<>"" THEN GO TO &2

Q238 LET SCR=3SCR+
5239 PRINT AT 19, 25 sCR

a
8245 FOR B21 TO 72 NEXT B

Listing continued next page
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GO _TO 6518@
g%gg LET Sg="R@e2@e"( TO S<LE

N
TR SCR: GO SUB 9101
sgiasgs§’§s 5PER 4: GO SUB 2005
T

: IrF o “p" THEN 80 SUB 970e

gga? ot IN#:S?EG :ggﬁtéN ERSE 1; 7
18 T :

&52e LET i;ai LET Scr2=9

&

Egig EE;NT ﬂT ae,23; INK 7; PAPE

YER i

SeBb LET Z3=INK T:-serzse"z oR
w45 THEN

SEEs LET WimUAL Z%xds2: LET SPD1

=17-5PD) /10: 0 SUB 9000

5558 L

7@ BEEP .35 EB- BEEP -BE{
ggam PR&@E AT 2@.,23; INK 7 FHPE

R
s681ie FOR §$1=LD L%N Cs
@ LET = £
ggae IF Zs<¢"1" OR Zs>"4" THEMN GO
TO 6622 ; 5
8638 LET X1=VAL ZH$4E: GO 3uUD =S

@
§g¢9 IF Z&<¢>Cs (R} THEN GO TO &B&

&ESB LET sSCR2=SCR2+1: PRINT AT 1
9,2?,5

xT n "

g8s8 UETY zs INKEYS: I Zs<"1 =3
B

s 5 tETTX1-UHL zs*4+a~ G0 SUB 2
e2e

6688 LET CH=CH+Z%

§ g EEP .®S,

2808 BEER [350E8T_ATCE 10%/58nne
R 2; "PLAYER 1"

g;:% FoR 821 70 LEN cs

2756 5F Q28771 OR Z$>"4" THEN GO
TO

a2
5735 LET X1=URL Z%$#4+2: GO SUB &
5742 IF Za<>CR(A) THEN GO TO 620

6752 LET SCRi1=SCR1+1: PRINT AT 1
8,27, 5CR1

5;72 EE‘I’ Z'uINKEY! IF Zg<"1" OR
15?"¢" THEN GO TO &77@

6775 LET X1=VUAL Zsxd+2: 60 SUB ©

2 LET C$=C%+ZH%
S;gs EEE?D?égégar BEEP .05.62
gggg.ggn Bz1 TO 15: LET SPD1=.D%
; GO SUB R0@@: NEXT
RINT AT 20,23; INK 7, PARPE

2 ER 2
FOR RA=SCR2 TQ @ STEP -1
gggg L2715;R1—5C91+1: PRINT AT 1

8,27

MUSICAL MEMORY 103

584@ PRINT AT 19,27;A0; PAPER 4; -
5848 EEEQ .@5,2: BEEP .@8F5,1i@

S5 LET 38%= PVeR" T TO S-LEN (3
gns scn111+579: scni- G0 SUB 9ig

S FOR' B=1 T8 i5: LET ;
;@0 SUB S@ T B SPDi=.05

5910 PRINT AT 20,23; SINK 7. PAPE
1; "TWO WINS': INK PAPER 2

b FOR AZSCR: 10 @ STER oh

ﬁﬁgg LET SCR2=SCR2+1: PRINT RT 1

5é4w BRINT AT 18,27;A; PAPER 4;"

5245 BEEP .95,0: BEEP .03X,10
5858 _LET £4="83000"{ TO S-LEN (S
ER$ SCR2) ) +5TRS SCR2: G0 SUB 91@

826@ GO TO 8310
SBae INR. 7. OuER 1
Se1@ IF VI=1 THEN_ PRINT AT Xi+1,

1; PAPER &;">"; PAPER 6;AT X1+1,
S "; PAPER &;AT Xi
+1,81;"<"
2@11° IF X1=6 THEN BEEP Spp1,-8
S@14 IF Xi1=-1@ THEN BEEP SPBi, o
5638 Ir ¥iZig THEN BEER §§°"ﬁ
2053 INK 7. PAFEE  (X1-;) o4 ~'18
2032 IF UI=1 THEN PRINT AT X1+1,
I;"3" AT Xi+1,5; "
AT X1+1,21;"¢"
9e4@ OUER O
2P9@ RETURN
0100 REM RIS
5183 IFNUBL 5a3<zonl
5 <=
&) THEN RETURN Af it 1R W0
S11@ FOR Z=& TO 20: PRINT AT z.3
;" NEXT
Q12@ PLOT 7,126: DRAL 169 @: DRE
yre, -181; DRAR -189, 0 RAW @, 12
9130 _PRINT AT 7,2; INK 7;
IVE iy
8,9; oot AT Bolein g ui AT 1
81§ ng:& grﬂs 4 émc 1; PAPER
i
21s8 Fr T 1? @ INK 1; PRFER
Zim B R @S o
S18p . RT ERE 8°4%% g 1 PAPER
] :
9172 PRINT RT 15,3; "USE CURS
E¥S & Y;AT 16,3; " E FERIRRLT
LAY A7,3; " YOUR NAME*
218@ LET AS=8: LET BS=0
2190 LET _E1=1: LET E§=r~——="
2195 GO TO 926

Listing continued next page
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ET B&=ES
THEN GO TO 83
IF ZE¢"S" OR Z$>"8" THEN GO

3 LET HS-H5+E* PZ ="6" AND RS
=22 (ZF="7" 8
A2 LET BE::BEJ-EI- (Z‘:"B" AND BB ¢
7) EiIZ$= 'S" AND BS»>2)
2852 PRI RT AG,B&; ™ ";AT ARG+

PRINT AT AS,BS;"r— ;AT AS+

;i

BEER .1,AS4+BS

B0 _To 2200 '

LET Xl-SCREENH (AS+1,B5+1)
R

WO 0RO 0 000U
M~ hy- I!I\lm-oiﬁumu

£ PN QO-JMo 0
ELL) ma |
n
B
"

nus

WL

BEEP .1.,0
IF INKEY#$<»>"" THEN GO TO 23
IF_E1¢S THEN GC TCO 2EO2

LET Si=4

Ir VAL S$uAL A$(S1,12 TO 1
HEN LET A$(Sitiy=ng(sl): LET
BIY-Ese DR EHAR SREIR M ieET
a5 E
LET Si=S1-1: IF S1>@ THEN G
851

FOR .Z-E TO 21: PRINT RT IZ,®&

NEXT

GO SUE Iere
RETLUIEN

REM

RESTORE EFBB

FOR A=1 T
EEEF’ L22,@; BEEF‘ «1,2: BEEF

gs_?g gl BE;P L12.B: NEXT A
BEEF ﬁ,é ‘B SEEP_.@5,2: BEE
S,4: B «1,8: 3,0
RETU

REM b
PRINT AT 19,23; FLASH 1;"EX
LET gPD1=1

OR A=
FOR B"S TO 18 qTEP 4
ET GO

WO Mg n A0 0IDI0W0D0
o SD~nuauUe
-0 P keg

E 1 L

0
m
n
%

Lol BE&&ENEE&P&EEBE&" 008

0N BII0Y TINWY  WIDI0 YWD
SIS INSNG R oo @A
NRe TSR0 DAL RU0RE R

019
=
[l
R
%r’
- X
-5
%
Wi
)
U
c
a
0
7o
8
[
L]
D
T
m

=
O 4; NEXT B: RETURN
f==1=}=}

17
Space Merchant
‘“Lw\\

(48K)

How do you famy your chances as a’trader in the galactic market place? This game
offers you the opportunity to trade amongst the planets of the galactic empire. Four
commodities can be traded: their price, however, varies from planet to planet, and
from day to day according to the laws of supply and demand. The commodities are:

Tobium: a precious metal
Arms: weaponry

108




106 GAMES FOR THE ZX SPECTRUM

Muipo: a valuable psychedelic drug sought throughout the galaxy,
but subject to big variations in price
Computers: a basic part of planetary communication.

Your object is to trade as successfully as possible throughout the galaxy. Two game
types are available. In one you play to make as much money (in megacredits or MCs)
as possible in a specified time — 1 to 200 days. However, a sensible range is from 40 to
150 days. In the other game type your aim is to make a specific amount of money as
quickly as possible. To avoid cheating, the game prevents you from entering as an
amount to be made a sum less than the game equips you with.

Four levels of difficulty are available in the game from 1, the easiest, to 4, the
hardest. In effect you are given varying amounts of megacredits to play the game in
selecting difficulty level.

Before you can start trading you must equip your trading vessel. Firstly you must
buy an engine: the faster the engine the more it costs, but a fast engine allows you to
move around the galactic market place more repidly. Secondly, you must decide whether
or not to buy an autotranslator: having one allows you to trade on those planets which
do not speak English and thus gives you a bigger choice of markets. Thirdly,a defence
computer can be bought: this will,protect you from one of the hazards of galactic
trading — Space Pirates!!! If they catch your ship, all of your cargo will be stolen. With
a defence computer, you can fight them off and keep all your cargo.

Having equipped your space vessel, you can begin trading around the galaxy.
Firstly, buy your cargo — any combination of goods is possible. Then you can start to
move about the galaxy, selling and buying where prices are best. On Earth you have an
option not possible on other planets. If you want to increase your cargo when you are
getting a bit low on megacredits, you can go to Slaycrab — the galactic bank that opens
on Saturday mornings. To protect its interests Slaycrab will allow you to borrow any
amount up to half of your current stock of megacredits. But beware, they charge 10%
per day interest on their loans, so it is sensible to repay them as rapidly as you can.
Slaycrab will demand their money back once you owe 50,000 MCs: if you cannot
repay immediately, they will repossess your space vessel and cargo and you will be made
bankrupt.

It is possible to alter ship design at any point in the game. You may decide to up-
date your ship after starting the game with a cheap set of options. Simply press the
‘alter ship® key to do this.

During trading at the easiest level of the game you can request information on the
planets’ commodity requirements and which language they speak by pressing key ‘I’
for Help. This feature is only available on Earth. If you make a mistake in typing an
option, (i.e. move, sell, buy, borrow ot repay) you can return to the menu simply by
typing ‘MI’ then <ENTER>.

The game also includes a machine code subroutine, the principles of which appear
later in the book on pages 155—156.

SPACE MERCHANT 107

18 REM ¥ 3% ¥ XX IXXIXINFELEEE
2@ REM » PRCE MERCHANT . **:
32 REM » TOBY MATTHEWS *
:g ggn :***& ELLIS HORWOOD *
= IEFNE X
& FOKE asﬁsa’g*****f**i*-*!-***
78 G0 SUB 2620
an@ PRAPER 4: INK 7: BORDER 4: =
85 REM HMEN
Q2 FOR =1 T 5. LET L=USR
ahRo i JNEXT H i
A 6,5 PARPER 1; "P
SE INPUT yoUR Népé;s TR
2. N N
Ha="" T Go TO a 337 OR N

i
i1s LET

L=USR USR "A": PRINT AT
S,ﬁggﬁﬂsﬂ_EN N$)) s2; PAPER 1;"N

RE; s

126 _PRINT AT 1@,9; PAPER 2; "

SE UT DIFFICULTY (1 70 &) a-E
130 INPUT "1 (EASY! TO 4 (HARD) “;

D IF Dy4 OR D<1 THEN GO TD 13@
148 LET LoUSR UsR "B« PRINT AT
532 PAPER 2/ "LEVEL : /b

148 56 =D5°58
o 2
158 CE MOnRIRE o
=@: FOR N=1 #
Cop Lel 2t 88 RERTTR ¢ O
1@ DIM p;:s,?:aa
19@ LET PS(1) ="EARTH"
202 PE(2)
21@ LET P;(S!
228 LET P%$(4)
23@ LET P$(5)
24@ LET P%i({6)
250 LET P%(7)
262 LET Psi®)
228 LET 23isi;
=@ =
2% 2ER (o DR et R IR
age’ L5 n S0 e
MI=i08
308 FOR N= : :
g;g: :ga NE)%TTEI 4 DPIM EI(NY: LET
N=1 TO 100 NEXT : LET
L=USR USSR "A" GQ S
328 LET T=1 HHi Jge0
33532 LET P=1
350 66 sum ee
s5ee
36@ LET G=@: LET H=@: LET I=0@:
LET J=@: LET Pi=1: GO o -
LET 53%4 i1=1: GO SUB 7300
@?J@a LET E(1) = (4000 +INT (RND %100

+G
d-ls LET E(2)=(S5@@+INT (RND#loE®
42? LET E(3) =(6@@R+INT (RND:1QG

Listing continued next page
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439 LET E(4)=(100@+INT (RND*108&
+ut .
‘6@ PRINT AT 14- @; F'FlPE 4

AP S AT, 18, @]

; T
INT AT 14,8; PAPER 1,Er13
;ﬁﬁg"sz zs.a,E(’ {whch; AT 18,85

Eﬂ ﬁ Ei4 ; fMen

gi@ PRINT?&T l;a; PHPER B;?#LRN
EL; 2ERLL) anp INT (RND#1E] =12

a
T?Engnggg gﬁg INT (RND=#15) =1@

3610
M<=@ AND R=5@ THEN GO TO

6,@; "
ggg ggﬂg 2; &, B, PRPER 1;M; "HMC
545 IF C=1 THEN IF T»=Cl THEN &

OBES EFBC-E THEN IF M>=C2 AND B=

) Hg, ;AT @

: "B;
'gémpggzg>§seena THEN GO TO 76@@
§7@ FOR N=17 TO 28: PRINT AL N,

=3 .PRIN'T AT 28; AT 3-";_
afg LRIt iar 48 28;

PAPER 2; ctl
EEINT a 1?é28i¢ 28;C (3]

=1"] *ID(1]+C(EJ+E(SJ¢C(
gT ia,24; JRT 18,2

td.
R
",
NT AT 17.,1&; PAPER @;"KE
D=4 AND P=1 TEEN PRINT A
P
NT RT ,12; PFI ER 1;"M—
L2

-

= PRIN ,19;
P'&—;’C‘J‘EEDU" FIT Eﬂ J.Q "F{r REP

20_IF INKEY§="S" AND R(S@ THEN

SE gl‘-’ INKEY‘-"E" AND R»>@ THEN

4.8 I%agﬁKEY$="H" THEW GO TO 78
5@ IF INKEY$="A" THEN GO TO 97
?%E%Hg; INK $E$§"H; AND D=4 AND P
RS INKEVS="L" AND P=1 THEN
GDBEDIF INKEY!-“R" AND P=1 THEN

7oe Gé TO 8202

ORROWE )
216 FOR HEl TO S: LET L=USR USR

N'P

SPACE MERCHANT 109

"A": NEXT N: FOR N=17 TO 28: PR
NT ET N,12;"
é%gﬂ PEINT AT 17.12; PRAPER @;":B
1122 INPUT AT @,0; PAPER 1; INK
7 "HOW MUCH DD Ynu WANT 2" BAR
1125 LET BA=
113@ IF BH'HI THEN G0 TO 500
1105 IF (Ms2) <S@@2@ THEN GO
TO_ 1137
1136 IF Bn:Ezaea THEN PRINT AT
9,12, PAPER_1;"YOU CAN ONLY BGRR
gg";ﬂT 20,12; "SeR@@MC": GO0 TO
1137 IF _BA>INT (M/2) THEN PRINT
AT 19,12, PAFER 11"YEU CAN ONLY
BORROW"; AT E@plE INT (Mr2)Y; "MC™:
GO TO 11,
114@ LET B=B+
i1is5e PRINTH?T 19 12:"
4
s ;AT 18,437 PRPER 2;8A; "M
}155 ET M=M+BA
1160@ OR N=1 Tﬂ S: LET L=USR USR
TR NEXT OR N=1 TO 1e@: NE
X7 v FOR N 17 TB 2e: PRIN? AT N
:ﬁia NEXT
117@ GO Tﬂhsne
15028 REM E
1512 FOR N=1 TO S5: LET L=USR USSR
“"A: NEXT N: FOR N=17 TO 2@: PR
IwT n?x¥,1a;"
égg$*PRINT AT 17.,12; PAPER B; " xR
AS3@ INPUT AT @,@; PAPER 1; INK
7:."HOU _MUCH DO_YOU REPAY?":RA
1535 LET RA=INT R
15402 IF RA=MI_THEN GO TO S@0
158@ IF_RR»B THEN @G0 TQ 153@
156@ LET B=BE-RA ;
%ggg PRINT AT 1%9,12; PAPER 2;RA;
1575 LET M=M-RA = g
158@ FOR N=1 TO S: LET L=USR USR
“RAY: NEXT N FOR N=17 TO 28: PR

INT AT N, 12"
MNEXT

=1 TC S5: LET L=U
2015 DIM R$(4,9Q): LET Rt(l)!"TDB
IUM": LET R#% {2} ="ARMS":

J;"HUIPO“: LET R (¢J-"CDHPUTE 5"

20 PRINT AT =2, PAPER @; "PLA
ENGL ISH REBUIREHENT
2025 IF 1_THEN_PRINT HT @,1; F
RPER 2; "DRY FT="

S_LE
2eas IF C=2 THEN PRINT AT @,1; P
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AFPER ﬂ,"HONEY STILL MNEEDED=";CZ2-
MCT

2oie PRINT AT ¢,1,P$11);" YES

205@ PRINT AT B,1;Ps$(R);" YES
ToRE(R(21) .

2060 PRINT AT 8,1;F§1(3); NCO
“iRE(R (31

2070 Pﬁlﬂfngxn%gi}:psldl}" M

Zese PRINT AT 12,1;Ps$(51;" YE
“iRE(R(SH) .

2092 PRINT AT 14.,1;Ps(6);’ N
iRE(RIET .

Ziee PRINT T 1B 1 PSI7Y; YE

2110 PRIN+RRTR%3§?5PIG8:;" N

-3 T

2120 PRINT 20,1;P8(9); " M

2200 papekid 2N

21a@ INPUT PAPER 1; INK 7;"PRESS

ENTER’ TO RETURN"; LINE 0%

sigg Sg SUB 8@0@

2500 REM FﬁNDT col .

2298 PRINT AT T 18  TPAPER 1; "AN

aTHER

2s22 IF INKEY‘-"V“ THEN RUN 82
2538 IF INKEYS$="N" THEN STOP

2548 GO T, 2528e

3008 REM Rgu SCREENE

3@1@ INK

zaze PLOT 1S6; DRAW 258

3832 PLOT 251585 . "BRAu m,iisa =3
gggﬂl PLéT a7,10@: DRAWY 168,90

3S® PLOT 87,44: DRAU 168.,@
3@8@ BLOT 2.4 DRAL 25E, n’
5Br@ PLOT @,92: DRAW BT,

INK 7
SETRBRINT LT SA SR RS
i A F 1 T V8
além AT 3,17; PAPER ©; "PLA

1@ FOR N=1 TO 4: PRINT AT N43
EARER. gslh;é;-pﬁégx,nT N+3, &
+E5R

@ PRINT 8, 18; PAPER @; "S-"

@_BRINT AT 10,12 PAPER @; "CA
@ PRINT AT 1@,27; PAPER 1;"@T

2,128; 1; 31—~
o AL 112."2-RRH5.,
TRy It e
‘ot 3o e Egﬁﬁéé’ JE
INT AT 2
aézssctaa,ﬁt 14, 28; B (5§§
BRLSNT AT o,0; PAPER ®; "MONE

PRINT AT _5.@; PAFER 1;"YOUR
EY" ;AT E:ﬂpﬂ MC™

ADBNZ
L]
I

C
=
N
.

PUP:
751
Dd

W40 =0 e AWLOTE AR EZ
pafi ]

Tk Rty DR RRP TR B

O NADMD. WA
Z8 8~ He4- 19

519@
QuE
c"

33@.

A7 15500 "
PriftChrCoe,

SPACE MERCHANT 111

pRINT AT 7,@; PAPER &;"You
;AT 8, B,"SLHYCRRB";HT 2,0, B

FRINT AT 11,2; FAPER 0; "PRI

FPRINT QT 15 PRAPER i B
AT 15,8 nnﬁ-"énr 12,8 ho3

@; PAPER_1;E(1)

P vMeT; AT 1a,m,E:é “MC AT 18,8
E(3); "MC ;AT 20,8;E (41, "
3253@° RETURN anmer

ER
4

3530 _PRINT
UﬁpDEFENCE“‘RT 1
1; "DOUMN!

F

REM BREHKDDUNS'
: LET L=UuSR usr

FREXT N
‘FOR N=17 TO 20: PRINT AT N,
i NEXT
AT 17 PRAPER 1; YO
4155 PRREER 4V E
s DKEN“ ﬁT i19,12;  PA

QR N=1 TO i10@: NEXT N:
TO 5: LET L=USR USR "A":

FOR N=17 TO 2@: PRINT AT N,
" NEXT

FOR
NE

ER

_qﬁag

N=21
XT

360
i=z; "

pei=1=3r

&
IF INKEY $="N" THEHN =
To 3586 = H LET DE=0
GO0 _TOD 358
RETURN

(FRRN=1 TO B: LET L=USR USR
"FOR N=17 TO 29: PRINT HTX¥;

PR 17,12; PAPER 1;"YO
PR

UR RUTU ?RHN&LRTﬁR"'HT 18,128}

BROKEN DOWN! ™
FDR N-1 TO 1@@: NEXT N: FOR
TGO S: LET L=USR USR "A": NE

FOR ‘N=17 TO 2@: PRINT AT N,
i NEXT

PRINT_AT 17, 12, PRPER 1; "DOD

LYOU WANT TO";RAT &,12; PAPER 1;
REFPLACE IT tY/NJ? +AT 19,12; PR
PER 1;°1IT WILL COST. GQBEEHC

3670 IF INKEYE="Y" THEN LET M=M=
2 ga: [cla] 36

IF INKEY&="N" THEN LET LA=@

Listing continued next page
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4@1@ FOR N=17 TO 28: PRINT AT N,
125" ": NEXT

N

4@29 FOR N=1 TO B5: LET L=USR USR
At NEXT

425@ FRINT HT 17.,12; PRAPER B; "D

‘JY
' 5 1?. PRAFPER 2; HuH
REYUQULD YDU LIKE“ AT 2@,18;"TO0

2656 InPUT AT @,8; INK 7; PAPER
ibss Pef 831N &0

40608 MI THEN GO TD Seo

4876 IF 8:1 OR Br4 THEN BO Tn 4@

sS@

PRINT AT 19,12;~
g =) 12, PERER 1; “vou
CRAN HFFDRD ';IN H/Et
4P8S _FRIN‘T‘ AT 28,12;"

USR USR "RA": INPUT AT
4S?SJLETKL7, PAPER B,“HDU MANY D
U WANT TO BUY NE

0O Yo
apaz LET NB=IN
4852 LET\REe™YeNTeo To a0
411@ IF R-NEB<Q HEN PRINT AT K
12; PA R ;U"¥YOU DON'T _HAVE ROOM
"IAT 20,12 "FO NB: FOR N=1
igd: N N: G 0 488
4115 IF H-(EIBJ*HBJ(B THEN PRIMNT
AT 19,i2; PAPER ou CAN'T RF
FORD T AT 20,15, NB. FOR Ned TO 1
2@: NEXT N: T0 4086
ET C18)=C(@ +NB

4 N
413@ LET M=M=(NE*E(2))
414® GO TQ SPA

4502 REM EL

. = : AT N
;g}? FOR N=17 TO 20 PRINT AL M.
N
4520 FOR N=1 TO 5: LET L=USR USR

“"AY: NEXT N
¢EE@ PRINT AT 17.12; PARER @; "*5
"
A54@ PRINT AT 19,12, PRPER_2; "UH
AT WOULD YOU LIKE";AT 2,18, "TO

456@ IF S=M TO S2@
#555 IF S<1 UR S48 THEN GO TO 4%

%870 IF _C(S1=0 THEN PRINT BT_313.
PAPER_1; "YOU DON’'T HAUE ANY

13;
" AT 20 12; PHPER 4;

FT wT éo To 455
458@ RINT RT i9,12;" v, PRPER

1;yoU HRUE “;Ci51: ‘pAPER 4"
4585 _PRINT AT 20,12;"

4598 LET L=LSR UWUSR “R"- INPUT IN

K 7; PRAPER_@; AT @,e; "HOW HMANY DO
YOU WANT TO SELL 74 NS
46Q@R2 IF NS<¢@ THEN G0 TO 459@

SPACE MERCHANT 113

4805 IF NS»C(S) THEN PRINT A a
227 FRRER 6; “yol BON-T HAUE “1H

g.— Fgg#-g} Th 3¢ LET Louss gsr’
A 3 N=1 TO 1@@: NE
] 0 45882 XT

46i@ FOR N=i7 To 2@: PRINT AT N,
i “: NEXT

isas 17 e e

se10 @m TD Bee ¥ '

S580 M BSHIP DESIGNE

?gBéEPRINT AT 17,12, PAPER @;"SH

S51@ PRINT AT _18,12; PAPER 1;"

3o SEESh Somesigtiar a5 12! 120

URBO BOOST 1S@0@Mc"’ P

BE20 LET L=USR WUSR "A": INPUT AT

8,8; PAPER 2; INK 7,"INPUT ENGZX
TYPETI EIGR 3

= E
3@ IF F»>3 OR F<¢1 THEN @0 TO 55

4 IF F=1 THEN LET M=M-50228
] IF F=2 THEN LET M=M-25000
< N LET =M-i52

WMMHMWMZ
wucm

5!
LET
TD 23 PﬁINT AT N.,12;
NEXT N
5575 IF LH 1 THEN GO TQ S825
5582 PRI 15;19i PHPEQ 2; "uo

OLD YOU LIKE AT 19 "AUTO
woRANSLATER Fan" g 1% cR00a

553@ IF I EY$="Y" THEN LET LA=1

. S67@

S63@ PRINT AT 18,12; PAPER 2; U0

ULD YOU LIKE A";AT 19,12; "DEFENC

E ?$H§UTER FOR"; AT 20, 15; "seseeH

5543 IF INKEYS$="Y" THEN LET DE=131
LET M=M-SepR@: 80 TO BE7@

5555 IF INKEYS$="N" THEN LET DE=@

: GD TO S67@

SE6@ GO TO S840

S&872 FOR N=1 TO S: LET L=USR USR

: NEXT N
5580 FOR N=17 TO 2@: PRINT AT N,
; - ": NEXT

5698 RET EP
seoe RENM HPInaTESE
6@10@_CLS : FOR_N= FOR Y=21
TO 7: LET L_usn usn «8i."BBrBEA
Y: HNEXT Y:
s8is BRanen, ¢

; FLASH 1; PAPE
R8T LBGARE ﬁTfn&n:p BY PIrRATES

Listing continued next page
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y

6230 IF DE=1 THEN_PRINT i@,@;

oEBPER 1;7Y0U DEFEND VouRLel?’ 2

s g e
ER Z2;"TH

REO: T BBR W21 TO 4: LET CN) =8
T

=1 TO 200: NEXT N: CLS
T0 S: LET L=USR UsSmrR "
j B Seee

ET N

7 Bur.gr, Tovem

F H—(SSB@@*D}{@ THEN LET L

.

O

&5

1 LS : FDSEQ;lNTn 1@: LET L=
R USR "A":
ae PRINT AT &,12; PAPER 2;"THE
"PRINT AT 8,@; FARER 1; "vou
i M; "MCH

I
AT 1b,8; FAFER 2; "THA
s iLs:" OF TiABS (M= (35000
B2
'ed g 20

2i% To 2e: PRINT AT N.
B8 FOR HWN=1 T v ONEXT

2 FOR N=i TO 5: LET L=USR USR
B PRIN’T’ AT A7.12; PRAPER @; " &M
"

@ INPUT INK 7; PAPER 1;AT 8,@
RrEN el ales Bb FR0TLANT 1 -348
1

NIHER eo To see
= lenn P1:1® THEN GO TO

THEN_PRINT ig,12
U ARE QLPEHDY ON™; R
Y: TO 704

To 2e: PRINT AT N,
i " NEXT

705@ GO SUB 7200+ (10#P1)
7BES GO SUB 7301

7@68 IF LA<LA1 THEN PRINT AT 18,
12; PAPER @;"YOU CANNOT UISIT" ifA

=] 3
7ase IF LS(LRl THEN FDR N=1 TD 5
: ET_L R USR H EXT H
N=1 TO i1@@: NEXT N: GD TO 7G¢ﬂ
7i@® IF LA<LAl THEN FOR N=17 TO
@: PRINT RT N.,12;"

7&50 LET Pﬁ:INT (P1l-P) &F

7ice INT AT 18,12; PAPER 1;"TH
gHYRIp UILL TAKE";AT ie,17;P2;"

7172 IF P2=1 THEN PRINT RT 19,29

SPACE MERCHANT 116

T

?13§ LET IN=INT (P2%.1%B): LET B

=B+
718@ LET T=T+P2
7195 IF INT (RND#5) =3 THEN G0 SU

7209 _FOR N=1 TO_1@@: NEXT N: FOR

N=17 TO E@: PRINT AT N,12;"
725 LET P=P1 G;:Tgei;ﬂN
721® LET LRA1 RETURN
7220 LET LR1 RETURN
723@ LET LAi RETURN
7248 LET LA1 RETURN
7252 LET LR RETURN
7268 LET LA1 RETURN
7aveae LR1 RETURN
728@ LET LA1 RETURN
7298 LET LAl RETURN

aa R(P1 THEN LET G=125@+

72l IF:EfP&Jzﬁ THEN LET H=l1l2Sa+

A @ IF R(P1)=3 THEN LET I=125&+

7330 IF R(P1) =4 THEN LET J=12S2+
1£25@)

752 REM -ELHYCRHE'

7518 CLS : FOR _N=1 T H =
UER SE e b 0O 19 LET L
7529

PRINT AT ; _PAPER ©; “SLAY
CRAB HAS GROLN iHPnTIEﬂT"
TEIR S,4; PAPER R;"HE T
BRES ALL you ong*hzm-
7648 LET M=HM-B

7545 LET B=@
7?529 DR N81 TU ABB' NEX; E'Ugﬁ
s NEXT 'N: oo suB Lt o Th

S@e@ REM BETOTAL RERCHEDE

BBI@ BLS : FOR N 1 TD 1@: LET L=
Usr u “RT NEX

eeﬁg PR NT AT &, 13, PRAPER 2; “THE
80380 PRINT AT_8 ; PAPER 1.

REQCHED oLouR TotRL-TAT 1o ii,“IN

334-& BD SUB 260

&sSe@ REM EBANKRUPTE

8518 CLS : FOR N=1 TO i@: LET L=
USR USR_“A":

ssaa PRINT AT 6,12; PAPER 2; "THE

BS E PRINT AT 8,8; PAPER @; "YOU
RRE BHNKRUPT'"

PRINT_AT 1@,7; PAPER 1;"YvOU
L STE o oy o 2
8545 IF T=1 THEN PRINT AT 10,23
B55@ Go SUB 2S¢
2221 REM sC_ SOounDB
9225 FOR R=USR "A" TO USR "RA":28

Listing continued next page
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9@1@ RERD B: PORE A,B: NEXT B

2028 DATH 5;1;19?,35,0,3;17;1;9%
229, 205,181,3,225,17,3,0,167,23
3 @, 18%,254,1,32,237,193,16,230,;

S93&6 RETURN
R I
: : i
N - NEX'{ N:‘ FOR N=17 TO 28: PR
¥

97EB_§§INT"HT 17,12; PAPER ©; xR

2738 PRINT AT 19,12; FAPER 1;"CH

ANGE ENGIMNE?™

Q74 IF INKE;;;"Y" THEN GO SUB ©

519: GO TO

S75a IF INKEYS="N" THEN GO 3UB =
=4 o g77ae

QO
g778 GO _TO S5ae
8808 PRINT AT 14.@; PAPER ©; " INF
UT GRAME TYPE" .
PR3CuR Il AL e iR BACERAL 138
; "2=PLAY 11._1N'gIL SPECIFIED TOTAL®

C=INT ©
2828 LET L=USR USR “R"

$826 IF c’2 OR C<@ THEN GO TO S8
83 IF C=1 THEN GO ;gpgga? INF
9835 PRINT AT 22,0; 3
UT TRARGET:Z200@20 - 108000098(1C™
Sm4@ INPUT G2
284 LET C2=INT C2
Q85@ IF C2 (200028 OR C2)10222000
THEN GO TO ocd@
35S LET L=USR USSR "A"
Sas PPIh‘? AT 2@,0; PARPER_1i; "INP
JT NUMBER OF DAYS:2 TO zee’’
ga@s INFUT Ci

ET Ci=INT C

1
9] IF Ci<¢2 OR C1>280@ THEN GO T
291 WEET L=U3R USR "A"
=295 RETURN
S99 RUN

18

(AT

(48K)
Can you fly a hot-air balloon? This program gives you a chance to try. Setting off from
the take-off platform, you must get to the landing platform using your fuel and ballast
reserves. But you are unlikely to have enough fuel to make the trip which means that
you will almost certainly have to land in the large white cross and take on more fuel.
Since you also get bonus points for doing this successfully, it will help your final score.
In order to help you work out how your flight is progressing, there is an altitude
simulator to plot your path provided at the bottom of the screen. And, for those who

117
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have a printer, you can make a hard copy of the trajectory of your flight from the

graph which appears at the end of the game.
{Contains machine-code scroll routine.)

Key to graphics characters

ABCDEFGHIJKL MNOPBRETL
TATTERLAR Y WBSTU

: PAUL SHITH
LLIS HORWOOD

i@ REM

28 S8,8
iga M B MACHINE CODE b .
11@ FOR RA=USR "A" TQ USR "A"4+54
12@ READ B: POKE B2.,B EXT
i3e oATA &2,32,1,1.3,17,11,18,3

3,223,87,245,213 i?,saé 1, 25,48

T553,45.4,05, 16,2558,208,65,5,187
‘E.@.78,2158,220,17,532,0,25,209,2

5287857, 476, 425,495,193, 120,16, 85

8. 441,67,149,05,16,858, 501
e REM' W GRAPHICS CHARACTERS B
&1@ FOR A=USR_“H" TQ USR “R_+
238 BRTR B,e,3,5,14,12 NEXTsh
222 DATE B.P:04%21%e1%454 504,

1223 bATA ©,128,32,45,200,204,48
‘38e paTR T&,76,.51,51,204,204,51
51
'37@ DATA 204,204,51,51,204,204,

Slse oaTA aa4,na4,=1,sz 204,204,

51,50

42 pATA 75,12,51
29e bATA Eai,aét,él éa;.ém4;

5ie pATA ae4,=a¢,¢p,¢s.192,192,
420 DATA 255,25%,191,191,191,17
< DATA ©,126,66,90,90,66, 126,

358 REM H$':;X9HI-UF‘R ]
@ DIM ,

ggz‘ LET H$(1)="00@@0-PL .1’

375 LET H§(2)="@R@2-PL. 2‘_

38@ LET H$(3) ="@@e@-PL.3"

385 LET HE(4) ="@2R@-PL. ¢|

39@ LET H& (5! ="0800-PL.S"

352 LET ns (€} =1poe0-pL.6}

383 LET H$(7) ="0000-PL_.7

395 LET B$="76B":. RE al ]
FAVOURITE KEYS

4@@2 REM E ERF\'IRBLES

4@ =

BALLOON FLIGHT SIMULATION 118

41 DIM A${3,11)

4314 LET Y=0

428 LET A%(l) =" iy

438 LET A%(2) =" "

44@ LET RA%(3) =" "

445 LET D=INT (RND=2S+1)

45@ LET HE=@: LET BR=6

455 LET E=INT (RND#7+1)

46@ LET TH=@: LET FU=47

465 LET C=S5

47@ LET A=

48@ LET B=1l1

485 LET F=B5

488 LET DI=INT (RND#1@2+140)

481 DIM J(151): F R _Z=1 TO 151:

LET J{Z)==10. EXT Z: FOR Z=1
g% ;U DI 3TEP -1: LET J(Z) =@ NE

495 LET inN:a

5@ REM INITIALISE B

51@ GO _S5UB S80@

52@ PRINT AT 4,2; "KEYS ="

533 PRINT INK_EJFI‘T 8, g,‘ B&s(i) ;"
555_PRINT INR 4;AT ; ;v
-“DEsSTIAT 1m,s; THROGTIC S (B

S54@ PRINT_INK B;AT 12,2:B$(3) ;"

: SOBRESL - AT
17,25 INK 5; E ="EBITV;INK &; AT
568 IF INKEY$="E" THEN GO TO 6@
570 IF INKEY®="P" THEN GO TO 7@
598 GO TQ 560
62@ REM E EDIT B
6@5 IF INKEY$<¢>"" THEN GO TO 69
828 FRRF74r78
+2e3,2; ;

VERSE ng = £ AR B TN
&e3@

642 n—"" THEN Go To sa3e

LET N-LIES

835 B F3%%:0,2; Nk BimaC
pB@ IF INKEYS¢3"" THEN GO TO &5
ges BEEP .0F,Z2

690 BD Tﬂ 55
7@ee FOR Z=3 TO 20: ;RINT AT Z,2

703 POKE USR “NTyi.32. FOR Z=1
TO 3: LET L=WUSR USR "A": NEXT Z
71B_LET_LZUSR USR "A": PRINT AT
28,5; PAPER &; INK @;
26 FOR z=1 TG 3: LET L=USR USR
NINT FlT 20,4; PAPER &; IN

K?gis LET L USR ‘USR "R PRI RT
= "A": PRINT
2e,5; PAPER B; INK 8;" -
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?.S‘B F’ng%-lﬂ; TO 3: LET L=USR USR
5@ FOR z=1 TO 2: LET L=USR USR

« BYi PRINT AT g@,3; PAPER 2; In
76@ FOR Z=i TO 7: LET L=USR USR
"AY: NEXT Z

778 INK 8: PAPER &

78@ PRINT AT 5,1;A%(t12

798 PRINT 6.1:0%(2)

822 PRINE AT 2.31.88(2)

A5e% 2=d B Dasn'ibok

-

1@3@ IF v=10@ THEN LET Y=@

H=TH+ (CHRS (PEEK 2356&
%iBt(&?TRND TH¢a7) 8-8% (CHR% (PE
T 1a Te i ns Fietk panaa) sBs (3)

R =
THER LET BRZBA-I: SUB 350@

113 kgzragassm as
180 EPNELTICTHEN LET Fu=@: LET

Igﬁﬁ LET HE=HE+INT (TH,12)-1-BR/
28 :

121@ IF HE«<@ THEN LET HE=2

1558 JE EiRes ien pet fi-cer

i230e L =FU =
31@@ THEN GO TO_15@8

12639 Ir ﬁE}%B AND INT (Yr2) =Y, 2

TO 15088
IF HE:>6@ AND INT (Y/3)=Ys3
;E>4B AND INT (Y~,4) =Yr4

;g>ﬂﬁ AND INT (Y/5) =Y/8

F
o
E TO

F HE»1@ AND INT (¥Yr/B) =Y, 8
O TO 15@e8

Q

E

Tg_17ee :
+ "
E RoI THEN POKE USR_"A+d,
INT AT 20 3o INT (BADE7+2

1]
151@ IF B=B THEN POKE USR "A7+1,
R R R PR o T
21 ENE T ARE (RRES
NE;%&;E:%&EéJPEIﬂT
Azs THEN' PRINT AT
Enr;EEIERE§TER§NT AT 20,0
IF pI=7s THEN'PRINT AT 20,0

E : X aj
B IF RI=77 THEN PRINT AT 20,P
77 mHER RS
o BF Briis DN bDi=12 THEN PRIN
AT 2@,E+1; PRRER &; INK @;

| o I=15 OR DI=14 OR DI=13
gRIgT AT B@,E; FAPER &; INK

..{
T
m
z
THMD DHOHED M

4ap: P
2

hd
0

20T

PR P e E L T g o]
A QRG] ORI -0 HOA -

o
Iu
mug
ped -

BALLOON FLIGHT SIMULATION 121

@; " "
16@@ LET Gi1=G

1612 IF DI>22 OR _(DI>18 AND DI<S
4) THEN LET G=0G+INT (RND*3-1)
1682 IF G<1 THEN LET G=1

1825 IF B>@_THEN LET G=08

1i63@ IF DI<77 AND DI>SE THEN LET
G=G+(D>@) -~ (D <3} :
1649 IF DPI<18 AND DI>-2 THEN LET
G=G+((E+1)>G) - ( (E+1) ¢G)

1678 IF G1>G THEN FOR Z=1_TO 3:

IE}EC‘T‘ gs (Z)=A%(Z,2 TOC J+AS(Z,1): N
i675 _IF_@>B1 THEN FQR Z=1_T0 3:

LE;xgséZJ=nstz,111+nstz, TO 18)
188€@ FOR Z=1 TO 3 PRINT AT 44+Z,
1;A%S(Z): NEXT Z

169@ LET L=USR_USR "A"

1321 IF DIs»=1 THEN LET J(DI)=INT
1698 LET DI=DI-1

i72@ GO SUB /208

1718 IF INT DI=1@@ OR DI=28 THEN
BEEF .@02,29: BEEP . 28,20

1720 IF DI<-1@ THEN GO TO S6@e
175@ QUER i1: PLOT 112+ (1S51-DI}) /i
.255,15+Hi/¢. S: OUVER

1802 REM RUN CHECKS

1818 IF HE>i@ THEN GO T0O 2100

1620 GO SUE =Zgee

1832 IF HE»@ THEN GO TO 22@@

1649 FOR Z=1 TO &

1858 FOR_Z=1 TO 2

1868 IF I(Z)=S6 THEN GO TO 45928

i87@ IF 1(Z) =48 THEN GO TO S50

1898 NEXT Z

igee REM M ROUGH LANDING B

191@ PRINT AT 9,3; PAPER 7; "LAND

ED1™; 4,1; "PRESS R REY™

1815 LET BON=BON+INT (FUr2)

i182@ PRINT AT I3

4; FLASH 1; "BON
US i FLASH @; ";
19586 FOR x=1 TD 2: FOR Z=0 TO 1@
: BEEP . s Z: NEXT Z: NEXT X
1332 IF INKEYS®="" THEN GO TO 193

:

@

129@¢ GO _TO seee

2828 E:t:i.10 8 .

= OR I(Z)=16 THEN

GO0 TO See@

203

gg-m gL u n

00 REM c ND BALLOON

3010 DIM Ergs

o228 LET I(1)=ATTR (5,6

8@3@ LET I(2)=ATTR (S,G+1)

8042 LET I(3)=ATTR (5,5+2)

3@5@ LET I(4)=ATTR (6,6)

SP6@ LET I(S)=AT (6,G+1)
@72 LET I(6}=AT (6, G+2)

328@ LET I(7)}=ATTR (7.,G}

30892 LET I(8)=2ATTR (7.G+1}

Listing continued next page
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2085 LET I(9)=ATTR (7,G+2): RETUY
RN

350@ IF BA=-1 THEN LET BR=@: RET
gSlﬂ’PHINT AT 13,24+BR; " ": RETU

4@ REM B FUEL BASE | ]

ﬁg‘ia thg; g‘l_’ 4-; 145 FLQSH 1; "BORN
@ LET vy=@: FOR (Z=1 TO s: LET

Y=Y+ (I (Z) =563 : NE

i55e ‘TeT) %ZBok. "LET Bon=BONsFU+Y

i54@ FOR Z=X _TOQ BON: PRINT AT 4
2R:Z: BEER .@®1, (Z,BON) 28@: NEXT

Z

4550 IF INKEY$="" THEN B0 TD 455

Esﬁﬂ pRINT AT 4,314; "HEIGHT : 2

568 LET (0TI = g

A

2288 LET BoN=INT .mON: LET TH=24:
T HE=2: FOR Z=3 T0O 9: =D

#g D+2: IF ATTR (Z,X)=56 THE" 154
RINT AT Z.X; Gg§$ é; PAPER 4;

K
o : LET J(DI-1)=0:
LETIJ( I-2)=@: LET J(BI-3)=0: L

582@ REM E éggeSCREEN ||
E@1i@ BORDER @: INK 7: PAPER ®: C

5920 GO0 aub eoea

S@3e PLOT 6, 153. DRAU 21,0 DRAV
2145 DRAL 81,0, DRAG 8,147
swaa PLOT "1@2 1S5 DRAU 147,38 ©
AU @,-99: DRAW -147,@: DRAW 0,9
sa4s EQR z=115_TQ 239 STEP & PL
Z.23: PLOT 2,38: NEXT z. EOR
Ol &' 78 R E7es B pLOT 182,2¢
LOT 231,Z: NE

P
DR
U @.-45: DRAU —1&7(B: DRAW ﬁ,dS
5@6@ PRINT AT 4,14; “HEIGHT : ";H

XT Z
EESE PLOT 102,49: DRAW 147 ,0@:

E
EpngPRIgT HENE 15; g~mmmmm
276 PRENT AT S,15; INK INVER

1'"THRU5T"'HT 9 25; INK S;"-F

UE
K PLOT 119 128: DRHU 4
g?sa IN Eﬂ.ﬂgg: -49, DRA

u.e, 33
S@o® INK 5: PLOT 183,128: DRAU 4
9.8 DRAU @,-33: DRAU -49,8: DRA
]

I
5102 INK 7
511@ PRINT AT 311,14; " "DISTANCE

I
5120 PRIH;EET i3, 14; "BRLLAST
5173 G0 _sus 7399
5175 PRINT #@; "SKILL LEVEL 1(ERS

BALLOON FLIGHT SIMULATION 123

¥) TO S(HRRD) "™
5182 LET Z$=INKEYS$: IF Z$>»"S" OR
ZE<"1" THEN GO TO 182
5186 LET FU=47 5% TUAL Z§-1): LET
SK=UAL Zs: BEEP .1.3e. 60 SUB 7
@22: INPUT AT , @ RI #0; " @
PRUL SHITH v ELLIS HDRHQGD"
Si98
5500 REH uxN R B
5510 IF DIrlee THEN GO TO 1000
S522 PRINT AT 4,14; FLHSH :,"BEN
583b LET W EJ'FD
: B Z=1 To a:
Y=Y+ (I(Z)=48a]}: LEE

5542 LET X=BQN: LET BO
+F§SE+BQ* MN=BON+Y 220

S55@ FOR Z=X TO BON: PRINT

R2;Z: BEEF .0@1, (Z/BON) ¥60: Ple%+
5555 PRINT AT 17,1; PR
S2TR KBww +1; PRPER 7 PRE
£562 IF INKEYS="" THEN GO TO SS6&
559@ G0 TQg soee@

5602 REM B CRASH W

agl@ PRI RT 9,4, PRPER 7, "CRAS
562@ LET BO
5625 EEP 1, -2@

B : FOR Zai@ TO 2 S
P -1i: BEEP .1,z: NEXT
5539 PRINT AT 4, :I.-t-,“BDNUS . - |
5840 20 TQ sea 2.
£002 REM M TITLE B
£21@ PLOT a, 156‘ RAW 2@,8: DRALW
2,-4;: DRPAU 16,9. DRAEW B.é‘ PLO
7 12,153: DRR DRAU 28,8: D
Al : D Yy

Sooe BLOT 26 i68. HRAY ,8: DRAY
a4,a: DRAW &, -8;: DRAW @.,4: DRAUW

5%3@ PLOT 64.,168: DRAW @,-8: DRA

5!33!\ PLDT 22,168; DRAY @,-8: DRR
4

6049 PLOT 1aaé1sg: DRAU @,8: DRA

-

U 24,@: -8: -24,@
s@ds’ PLOT 1d48,i6 @;8! DRA
U 24,@: DRA : 0 -24,
5052 PLOT 176, 16@: ®,8: DRA
W 24,=8: DR

.8
s8@&@ PRINT AT 1, 27."@ P&
5292 RETURN
@B REM g GRHPHIg UPDATE I‘

7ele PRIN 7 =]

:15; : PLOT 144, 104’ DRAL
~24,15

7923 PRINT AT 7,23; ;AT 8

P23 *: PLOT BBB i1@4: DRAV

7938 PRINT AT INT HE; .
%848 BRINT AT 147BETRES"BEI - -

ETUEN
8000 REM THE END I

Listing continued next page




124 GAMES FOR THE ZX SPECTRUM BALLOON FLIGHT SIMULATION 125

5260_FOR_VY=1 TO &: PRINT PHPER hd
<25 INK 7;AT 14+Y,23;H SEY, 43
JEiﬂhYY;E’ FAFPER ?,H$(Y ?ﬂ T

T
B2E65_PRINT AT _21.@; PAPER _1; INK
7;"PLERSE ENTER YOUR NAME™

8225 BORDER 7: PRAPER 7:
8008 FOR Z=@ TO 1: PRINT OUER i;
AT Z ; NEXT %R 7

N1

PR
P

o8 e NExT Z §27@ LET X=1: INK @: LET X$="7%7
3;3 PLOT 6,1B3: 13293 1ggég. BD?\‘; ".’—.!sa -, _INKEYs

Y @,-139; DRAW -173,@: ) 288 LET zsex i s me
gg2e PLOT 23,143: DRAU @,-112: O 292 IF Cope Z85-13 THEN BEER .1,
a3 FC’I& Z=02 T’D 144 STEP 18: PL 8225 LET XS t.‘!(l =Z‘ LET X=X+1: IF

¥X=5 THEN LET X=
8296 BEEFP_.@1, 1@
5302 PRINT AT 15+Z,288; FLASH 1;X

g
28325 IF INKEY%¢>"" THEN GO TO B3

a31ie BD TO 8208
a3ar INT AT 15+Z,88; X$

6T i6,Z: DRAW 7,@; NEXT Z

S04 FER Togh 7O 143 ATES 18: PL
2@ ,Z: DRAL 3,0: -

8@Se FOR z=24 TO_ le3 STES 18: PL

T Z 4
Soee’ EoR 2298 T67isd STER 18: PL
oT Z,EE+ PRAU @,3: NEXT

827@ L Z‘-"HEIBHT a": FO
Z=1 TO 14: PRINT AT Z+3,31; INK 8330 LET HE(z+1.8 TO jaxs
2, Z¢(Z) : NE zZ 2402 INT @; PRPER 2; INK
s888 FPRIR 18,1; INK 2;"150 n“wm:mnnnmncmm“
DISTRANC ah™’ a-u.e IF IN --"YgﬂTHENEERINT AT
87°%,55% Brot zoi8e: §E§$ s 5286 iﬁ INKEYQ-"N" THEN PRINT AT
3985 "E“ 51012 1811 SR TES A4 8298 64’ To Sdsa
o Rl 5588 TNk 9: PRINT IMyERSE 16T =
i LEr FUSINT FU: ;LET BONSINT g%éé TR ShikBys a1 CTHEN 80 TO &
5097 LET SC=FU+BON
aioe AT_3,23; ER_1; INK 2528 85 To'dea”
7, 'SCORE:“;AT_6,25; "BONUS: " AT 8328 BOw -
9,53 "FINAL" ;AT i@, 25; "SCORE: ~
siie’ PR T 4,25 PAPER 2 INK
Z7;,FU;RAT 7., EE,BOM,RT 11,25;
gilfe PRINT AT i3,23; PRPER 3T 1N
K 7; "HI-SCORE"
81306 FOR Z=1 TO &: PRINT PAPER Z
s2; INK 7;AT 1¢+Z.93 H$s{(Z., TO 43
; INK_Z,2; PRPER 7;H&(Z,5 TO 1:
NEXT Z
si7s INK 2
8182 PLOT i1@8,33: DRAU 8, B
2185 PLOT 172,33: DRAU 8
BI8E PLOT 24743 DRAU 858"
sige PLOT 3
81985 NK 8: IF DY»-2 AND HE<2 TH
EN LET Jcli=2: IF DI>@ THEN LET
(DI) =
8308 FOR Z=2 TQ 170
§2@5_IF J(151-Z)=-1@.5 THEN GO T
§212° DRAU 1,J(151-Z) -J{151-(Z~1)
sSR20 z
225 INPUT @ :
8232 IF SCcUAL HS (S, TO 4) THEN
GO TO @4
8240 FDR Z-S TD 1 STEP -1
525 F H$(Z, 0O 4 THEN
LET HB(Z+1) =HE(Z): LET H$(Z)="08
eaa" ( T - {(STR% SCl}) +3TRS
SC+" =2?77?7?": NEXT Z




19
Blackjack

{48K)
This is the casino version of Blackjack (the rules are very similar to Pontoon, 21, or
Vingt-et-un). The game allows up to nine players (plus a bank which is always played
by the computer).

It is possible to let the computer play everyone’s hands — including the bank’s.
However, although this is interesting to watch, it is not as exciting as playing yourself.
But in order to play you may need some professional Blackjack terms explained.

126

Stay
Hit me

" Double down

V (view hand)
Split

Key to graphics characters

BLACKJACK 127

: ‘Stick” in Pontoon — in other words, you stay with the
cards in your hand.

: “Twist’ in Pontoon — in other words, give me another
card.

: Similar to ‘buy” in Pontoon — in other words, give me

another card and | will double my stake. After this no
further cards can be taken.

: This feature allows you to see other players hands.

: If you are dealt two identical cards, you can decide to
‘split’ them and play two separate hands. However, this
will mean you have to increase your total stake to cover
both hands, but of course you could end up winning
twice.

RRCDEFBHIUKL MNOPRRSTU
1 23+55 1B 0NN eraxBSTL

5 REM

f © PRUL SMITH - B
ELLIS HORWOOD

& POKE 23658,8
i@ REM B UDG
20 LET A="2000000020240080080
25200222 03RRE2202RE2@32R cagage
REPRE2P22014P02062200022020003603
ga 2ad4ep4aeae 2 6203200620220
£200220 2RPE2RI2062034.2 222a
20022020020020¢ PORRRE205
4P52034D620Q08 PPR62034062002
o2 POPRR4RR4IER42RIER4IODP0B2E
EZeRREelRa7i271a70R6E 21
796 2g PE2127127187
RRABRRA541271272528620282003200080
aea 200822824 20560020 RE203
4R4z 2R 3IER4005623IEY
3422@°
2 _LET RAS=A%$+"2472472472472472
47247247

S LET X=UsSR "A"
S@ FOR Z=1 TO

= LEN A% STEP 3
4@ LET Z&=A%(Z)+A3(Z+1)+A%(Z+2
'ZPUKE X,VAL Z&: LET X=X+1: NEX
e2 REM R vARs W
@21 G0 SUB @7ee
2S5 RANDOMIZE
12 LET PL=
20 LET MA=INT (RND£2) 2+120+2806:
ET MI=INT (RND%2) %5+5

Listing continued next page
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128 GAMES FOR THE ZX SPECTRUM

23@ DIM M(8): DIM S5(9,2}: DIM A

$(1@,2,E8,1)

24@ FOR Z=1 TO 9: LET MiZ) =10
NEX 5

i5@ LET BE="23456783;; ¢(=)7@ABCD
EFGHIJKLHNDPQRSTUUUKYZt\Jf £abcd

EEB FOR Z=1 TO
278 LET X=INT (RND*52+1J: LET ¥

1
28@ LET Zizﬁttil: LET B&(X) =B

9
e

CE='

3@ LET G:=“sazuiswaqm:ﬂkxz:¢ss
TBRNTEK 1E34SEIERETEKI234SEIEIRNTE
k": LET H$="&e®r"

328 Bih CiTh)

36@ DIM I$(11,6): LET Is(1i=" #A
CES ": LET If(2)=" TWOS ": LET I
% (3) ="THREES": LET Is&(4)="FOURS
*: LET IQ(S)="FIUE$ "; _LET ISI(6}
="aIXES ": L IS(7)="SEVEN3S": L
ET IS(8)="EIGHTS": LET I$(9) ="NT
NESlli LEEY%Eé 2) =" TENS ": LET
I8( =0 o

g?@ FOR Z=1 10 1@: LET C(Z) =4
NEXT Z: LET Ctill)= .

3g@a D Otiﬁ,al .

4@ PRINT_AT 19 ,1@, PRPER 1;"PR
ESS NTER TO PLAY '

=2 Q
EY%:lS THE§ G0 TO 452

XT
448 B0 TO 418
453 IF INKEY®<¢>"" THEN GO TO 45

¢5l LET Z
SRESS ANY KEY TO STHRT

THIS UERSION OF BLACKJACK  THE 5
&NK (PLAYED BY THE COMPUTER] HAS
TO HIT UNTIL IT HAS R:HCH:D 17w
e ERLION ALLOWS PLAVE

ANV RCE CARD RS, "BEING B3ThER ?1

SRtias z-1 To see

465 PRINT AT 21,@; PAPER 1; INK

7;Z%( T0O

r4 32}
478 LET zs—zsta TO 1 +Z%1(1)
475 PAUS
48@ IF :ggzvs<>"“ THEN BEEP .1.

515 PRINT u RB 2; PRPER 2;
E 7@ PRUL SHITH # ELLIS HBhUUD

s2@ PAPER 2: INK 7

BLACKIJACK 129

K BLACKTAC

538 ERINT AT 5,21; PHPER 1;"vou

R HAND", PAPER 2; 'T'
1geen’; AT 5621,_5+ Te 2 NS

Sea _RRINT AT il 0, PAPER 7. TNk

FPRINT AT 1 5 (1%
NRS HAND " ; PhpER 51 Tpﬁg?gziﬂbgg
CARD: ;AT 1s, 21," AX: £ iR

19, 21,"HIN £ ’
Ts18 RINT AT 21,9; PHPER [ —

H?E@ PRINT. AT 18,26;MA; AT 19,27;
N?BB PRINT AT 5,2,"THIS THBLE cH

7.2; "PLAY UP TO NIN AT o
1; "HOW *
»?, LEnggy PLAYERS 72"

s NKEY %
7l@_IF Z$:" 2
TO 725 $:79" OR Z$<¢"1" THEN GO
?QB LET HPL URL Z%
73@ PRINT AT S!éé PAFER 1; "NUMB

Z=1
?41 PHINT PHPER 4 AT i5.1@e; "

748 FOR Y=17 ¢
FeE ron TO 19: PRINT PARER

745 JFRINT AT 1i5.2; PAFER 1;"PLA
PRINT‘ AT 17,1; "ENTER YOUR N
762 PRINT AT 19,2, ")ccceaea- i

5
775 Zx="" THEN G0 _TO _ 77e
vaa IF CORE Z$=13 THEN G0 TO &=
782 LET N$(Z,3)
2ee pRINT*ﬂT 19=§3x,
821 LET X=X+1: IF X_Q THEN LET
a2k BEEP .02

142
SSBS IF INKEY&<>"" THEN GO TO 82

818 G0 TO TT@

EE IF N$(Z) = fied
5(21—"PLHYER ~s5TRs z |0 LE

ggs CET T285 2 FO

$UZ, Yl <o>" THENRLE;th$+?- e

B824_MEXT ¥: LET Y=1
TA T: LET Ntzs—N(21+rNstz Gy Lx

Listing continued next page
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130 GAMES FOR THE ZX SPECTRUM

- v
éESNgéTINKEY$G>"" THEN GO TO 82

BEE PRINT AT 1,39,Z;AT 2,23, N5

‘ . . ¥ LF!
NT AT 15.2 PARPER 1;"P!
YeRon B or NS (2, TO NeZid °
§5s PRINT AT 17,1; FAPER ;- =
86@ PRINT AT 17 2:-D0 YOU HANT.
THET (R0 2] -EEaetngn I8 roer s
A lea”iF INKEvs="N" THEN LET C$(Z

ses i INIEY";Y" THEN LET C8(Z

XT
EEN gPpL: BE SUB G6eee
LET Ai=1: LET Bl=1

gege
Y, A1) =E$
LET ARiy:1:3:R11CFs

Y
ia7e §§¥TPL=1' LET SP=1: GO SUB

PSP R )
GREAORA6 M
DRI PRI T Es el
SERSNINGEN

D

.<

"

-

_}

[»}

I

i)

r

3

NEXT
: P AT Z,.
kg Z;AEETU7?§I"} PRAPER 4; "
EXT_Z
ET PL=10: G0 SUB S308: IF
1 THEN GO TO 1190
BEEP_1,-1@

? FOR Z=56 TO 9: PRINT AT Z.,®;
EXT Z: PRINT AT 12,@; PAPER 7

1=2: G0 SUB _S=2e@: FOR
ETEEgﬂF NEXT _Z: PRINT AT 17.1
NATURAL I": PRINT_RT §'1é DRE
NG NATURALS !, AT 7, 1;HFL Y|
;
S

(-

uue- HeeY
z
=
5

B
P, b

i~ 9
s ZDOUw0 2
T
m
n
Rad

;AT ©,1; "HARD LUCK OTHERS"™

ref Brle %0 5us sgee: 1r 7T
THEN BEEP .1,20: PRINT AT 7.
1B+F; PHPER 1LET h%}aﬂi?,1)=le¢

XT -
1178 FoR Z-izTO 2@8@: IF INKEY$="
o EXT
11;¥E§0§ Z=5 TO 9 STEP 2: PRINT
AT Zz,@; PAPER_4;°
" NEXT Z

Wrap TEIN
34 | K-
P 22 2

BLACKJACK 131

113@ GO TQ 2900
119@ LE
izge LET Sooi e T

=@ THEN LET
=-2@@: G0 TO BBkt
itza 5?%%? §$ 2,280

2 P
1232 PRIN par i S, ;AT 7,
igigtg%J 5(PL 1J-S(PL 21 :
26; S (PL, HEE B
1388 BRI T Remzim o

i"ARE_you RE

YooiNg PL, TO NiAL]) PRE,Y Ae
1258 IF CaPL) a"y" Then"eo To 12

(=]

1357 IF INKEY$="" THEN GO TO 125
186@ GO sua S3a

0 TO vaea

= Y MND Rg[
,1,2) THEN GO
PER 7;
PL, T
QUALE D

~Lan I py
~@ID0~ O

Thae Tl
muszm RE S B0 09

‘Nep
DOUN

L) ="Y" THEN GO SUB ©
AND I¥<>"C" THEN

PAP
Z&is"a™) OR
R THEN BEEP .03,

2

"S" THEM BEEF .Q2,R0:
"D" THEMN BEEP .02,50:
"H" THEN LET Zg="": B

GO TO
="C" THEN GO
=5 THEN E2.3vs,g522.

g £ YRR
HRUNUOURLANWIVRWG
PR e

»'

OQ-JTROUND A
-

8 8

1]
"

@ Y =

@S PRINT AT 12,@; PA

412 ggIS¥Bn$a§g’ LeT P$§L7EPJ—T

RN Y 3;"STAY": FOR Z
. i@: .

isee Ren W NEXT Toon m L’ 1P

1818 IF AS(PL,2,1.1)=" " THEN GO

TO
1520 IF_sp=2

IE SBz2_THEN Go TO 1sse
154@ GO TO

lea@
155@ IF PL=MPL THEN &
1860 LET SL =PL+1 0 TO i7@@

I PrE ke papafT b

LET a
i6@8 FOR S5 TO 5
BRPER 4; %" By ERINT BT Z2.8;
NEXT :
151@ LET Al=1

Listing continued next page




132 GAMES FOR THE ZX SPECTRUM

M)

FL,5F,1,A1) =" " THEN
e20
=% JLUEN 80 To 1210

E PLRYERa ovER B
BEEOE Z=5 TO 9: PRINT AT Z.2:

Py e ey Py e
s BN ENEs 1o T DR o T |
T 0 U
0 Nﬁﬂﬂgﬂﬂﬂ
TIOHD HIFD
NOﬂDH1ﬂO
4 o
Hmﬂmr

3§gGPRIFLEﬂ£Ela a+"enunzn Is PL
3e PE INT AT 1,3@;"B";AT 2,23;"

EgKPRINT AT 7,26;_ 2 “::iﬂT 8,
Lo e Bife. S48 bus_S=ge: LET
S: LET L=%gé LET SP=1
@_ao Eﬁéssﬁﬁﬁ” CBr Bsfim.1.1
JZES: LET Asc1e. 1i 4B1Y=F8: =
2

1
2
HEN LET 0(19,1)=-8
,5; "BUST": BEEP .4
1) =T .
gnxmr ﬂTEé7,5,"STHY'
ETTLEMENT I
§S§N¥ ST 12,9; "CHLCULHTING
INGS AND LOSSES.
To HPL

"ot PAPER 2iMs(z, To N(Z
LEbeR P £ RS A0 SR

0(i®,1) THEN LET
P LET YH="WIN!

(Z,S5P) <c0(1@,1) THEN LET
(Z) -E-\'Z ‘E-F“l LET Y$="LOSE

IF 0(z,5P)=01(1@,1) THEN LET
DRAW™

PRINT AT 7.,1; PAPER 1;"STAK
PAPER _4; " “;RT 7.7 PR

S(Z,5F)
RINT AT 8,3; PAPER lj"HDNE

&

APER
B i
PRINT AT 12, a' PAPER 754078
LB PRPER A 4PAESS

F
L 1

PRINT AT _&,1; PRAPER 1;"PLAY
R

x

-

{

0 HNO

~@NL MR NP

@ FOR X=1 Jeg
Ze8@ IF IN Y!”"" THEN MNEXT X
2000 ﬂINT AT 12,8; PAPER 7).,
2@94 ed,1

EEQS IF NKEVQ{)“" THEN GQ TO 29
2198 IF 0O(Z,a)<¢>»2 THEN LET SP=5F

BLACKJACK 133

H
9
th

P=2 THEN GO T
NEXT- 0 2a3e

IF (MPL+1) 28+R<¢S2 THEN GO T

PRINT AT ,@; PAPE

g;LéE =,"PLEnSE unIT UHILE
T UsS=8TRE A+" ": PRINT
FLRSH 1 Ugil); INUERSE
OR P=1 TO 2@: BEEP .@2

NT ¢

BFHIR Blas
DEACKRE HE R
*uunvrmamnum

z ns

Sil X
]
C~ uﬂ

E
i~ H
1
E
(=]
+
-]
{
1

0
n
I PCEREr=
-

mno
e

( 70 19
,2,18); DIM O(1@
S5P=1

LER
-]

n

A PR
=]

“E A
I B

THEN LET M(Z) =02
O 8: PRINT AT z,9;

X

SHx r

N RNDD DN
u

MZHTICD rNﬂ:ﬁCMWZMNFC

amc
n
HNNIT® @

o
b!
X5
o
s

2142 FOR Z=18 TO i19: PRINT AT Z,
-] PEP$P 45"

5
M
Z: LET H=H:1i: PRINT AT
ER_7;,,: PRINT AT 12,2
b LB o s H—H<>1 ™

oD~ @

1,-3@: IF INKEYS="" THEMN NEXT
ZgR0R, #=5 TO 9. PRINT AT Z.@:

2

8

2

1

N

a8 o
ga FOR z=1 TO SPaMPL+8@; BEEP
3

al

JE.

8

e 2
8 FOR Z=15 TO 18: PRINT 5
Pn PER I AT z

Z
39 PRINT QT 12 @; PRPER 7; ..

B e 2 Y

B PICK A CARD W

X=CODE (Ba&(A)}!~40
5?-§$‘XJ‘ LET F$=H$ (INT
Ng AT 17,29;R8

ES

=A31
>"m" THEN LET C(11)=C(

MNANNR @
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134 GAMES FOR THE ZX SPECTRUM

-1: TO Ses
% %BlLETDG(CGDE 55-143)=C(CGDE E
g:l. =1

43)

1 4& {
T 6,4; nmrp 2 i T
L, S p E;Ril;HT 6,2;R
3

31 THEN FOR _Z=S
& 1§N517, FAPER 4;AT Z
T NEXT Z: RINT PRAF
tp %F 2 "é%‘"'" Dg
% 1);AT e £*A14+2; PA%
LERN

L1 Bl el

I
1

S!s
A

0o ~ Z- DEip. 1T

SPEX

ke bt 4
]

o e i
DE—a Dl

K BHHE WD~
i

e
Q
9
®
n
m
=4
[
wg -
..‘
=0
4
.
r
o

LET T=@: LET Z=1 .
gg:g IgsstEPL SSP,1,Z)="" THEN G
533@ gF‘ A% I'g% 55 é Ia) 8" THEN L
BBd-E—IE‘I::aT:Tq-CﬂDE ASIPL,SP,1,Z) -

@ LET z=z+1. G0 TO S329

8386 Fom za1 TO i@ - T

5370 IF ALI(PL,SFP,1,Z)="1" AND
THEN LET T=T+i@

a XT Z

5390 RETURN

Ls]
o

a
4

MEMORY B en ve
Si38 17 28 2 0N Eaesyel Ty
siSe IF Z z""—'rl'i'l THEN FRINT AT 12,
8133 '1F b5 3By PRINT AT 12,
giIgd Pt 2 3 THEN so TO B4
299 PRINT AT 12,8; PAPER 7; ..

o T 13
sS5ee EET‘I E COMPUTERS GO B
S51@ G0 SUB S3202

BLACKJACK 135

5539 IF T<¢1@ THEN LET Z&="H": RE
Es4e IF T:9 an CBDE'BQ(GDDE B

/) -49) —143+T >17_ RAND CODE G (CCIDE
Blé_l;! 49} —143+T Eg FIND T< HE
5545 I_E'I' 'T'H-O FDR Z=1 TO : IF

12
F!-l- (PL,SP,1,Zi="1" THEN LET TRA=T
S546 NEXT Z
5547 IF CODE GS (CODE B (A) -489) -1
¢3+1E'1£55 RAND TAR>@ THEN LET Zs="H"

: R RN

55%3 IF T:19 THEN LET Z%="S": RE
_;'-:E;Q IF T<13 THEN LET Zg="H": RE
555@_IF CODE Gg_I(_CDDE' Bg(A) -49) -1
43<¢828-T THEN L 2="H": RETURN
EEEE IF T=1@ THEN LET Z$="D": RE
S868 LET E="35": _RETURN

5602 REM UVIEW W

5605 LET Y&$="1"

§61@ PRINT AT 12, 3; "PRESS PLHYER
S _NUMBER (1-";MPL;™

S628 LET XS=INKEYZ

5536 IF Xt)STRH MPL OR Xs$&<"1" TH

EN
5531 I: 95 !PL 2,1,1)=" " THEN GO
gssa IF INKEYg<>"" THEN GO TO S5&

2
2893 P RN BE e (31 FOPER 2 PRE
ga SPLIT NUMBER (1-2)"; FRPER

34 LET Ys§=
8E38_3F vy I AV BX* s THEN co
TO 5634
6640 PRINT AT 12,9; PAPER 7;,.,
S65@ LET RA2=R1: L.ET Ri=1l: LET PL

i=PL: LET PL=UAL X%: LET SP1=5P:
LET SP=UAL Y

S68S_F0O R Z=5 TO 9: PRINT PﬂPEﬁ <

586¢I; A tPL,SF,l,F]:U =" " THEN
3573 GO SUB 510@: LET Ri=Ai+l: G

&
3632 _GO_SUB 532@: PRINT AT 12,0;
+ 23 AT 12,B_N_$1§PL,S;5D NtPLlJ =

1
869@ FOR_Z=1 TO 19@ IF E0DE INK

XT
B72@ PRINT PAPER 1 AT 1z,9; " P
RESS ENTER TO_RETU "

N
Z=1 TO_S@: IF CODE INKE
‘7'5{)1‘3 THE EXT
?1BEBF CODE INKEY$<¢{>13 THEN GO
E?Eﬂ LET Al=1: LET PL=PL1: LET S
P=5p1
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136 GAMES FOR THE ZX SPECTRUM

SPES_FOR, Z=5 TO 9: FRINT PAPER 4
NEXT 2% |
5730 G0 sus S19@: LET AL=A1t1: I
FoBS(PL,SP, 1,A11 37 G0 TO
S398 GO0_SUB_S3@

8228 SRIni RT 32,0; PAPER 7; ..,
EIRE RETURN, s @

eRas P AT 7.,=26;" ;AT 7.

RINT r
SRLE L a5 Re o
1? IF M{Z) =2 THEN LET S(Z,1) =8

O T (P B oe.: WEXT Z

6215 PRINT AT 7.26;" AT 7.
26;H(Z)

2@ FRINT AT 1,98;Z;AT 2,20;N$(

@32 PRINT AT 12, @;NE(Z, TO N(Z)
; "-PLEASE ENTER YOUR_STAKE"
sb4@ PRINT AT a,z&,s(z,sp);"---—

Py 12
6045 LET X=1: LET XB=SiR$ S{Z,SP
]+" "t TO S-LEN (STR 51Z,sp

Sﬁ5ﬂ IF i=3 7 (Zl ="¥" THEN PRINT AT

26; 0 SUB 860@: LET X

28 TB: PhINT BT & SEs ks GO

o s1e

26@ LET Z&=I EYS

B8 SF CODE 25513 THEN 50 TO &1

270 _IF Z$¢"@" OR Z$>"S" THEN GO
| =1

asg LET X$(X)=Z%: PRINT AT 8,25

@65 LET X=x+1: IF X=8 THEN LET

38 FFEInkEF4%S - THEN sO TO e@

*@ GO TD @@

gg %EE59L1X!>MR THEN LET X$=5T
BEHIF VAL X$<MI THEN LET X$=5T
%ﬁ VAL X%>M(Z) THEN LET X%=

LET S(Z,SFP) =URL X3
PRINT AT i2.,@; PRAPER 7; ..

NEXT Z
PRINT AT 1,30;"1";AT 2,23; K

wgﬂ-ﬁmm

g B

mmmmmmmmmnmnmmnmmmxuim
QQ*BBGGEQE

URN
REM ﬁ spLIT B o
E51@ PRINT RT_12,2; PAPER 1;"DO
YOU WANT TO SPLIT (YsN) 2"
S528 LET Y$=INKEYS$ &
6521 IF CH(PL) ="Y" THEN LEI' YH="
N": IF (RS(PL,SP,1,1)<" AND A%
(PL,5P, 1, !)“s" ok nstPL sP,1,1
y=7i" THEN LET z 0yt

&6sS25 IF vs="v" FBEN BEER .02,0:
GO 70 6550

e

BLACKJACK 137

BS02 IF Y$="N" THEN GO TO 129
5542 GO _TO 652
2 LET

2
S(PL,2,1,1)=A%(PL,1,13.,

2
6356@ LET AR%(PL,2,2,1)=A%(PL,1.,2,

DO A RDRR
-

pdude lifhed
MN[0

OA~ND QUNLNNRRD

sl

=11

HE
S99a8

ﬂi:ﬂ Cﬂ SUE seoe
;EP :1,1,2)=E8%
‘FL;13E123=F!

LET A$(PL,2,1,2)=E%

2) =F&
LET SP=1: PRINT AT 9,27,SF:
SUB sipor LEN B(PL 2T AS (bL s 1

LET Ri=3
GO _SuUBs_ Saee :
PRINT AT 1=2.@; PAPER 7; ..
GO TE izia
HIT PLAYER W
B S00e

2 GO _SU
rese LET H!IPL SP,1,R1) =E
7232 LET RSt PL;SP,R,ni) =F
B 513%

B S3ee
7oeR2 IF T2 THEN GO TO 722

‘@92 GO T 31IS
7iea RE? ggUELE =4

o "DDUELE DOWN™

7iee PR
7%?}%%!"5)" U’Ll - I'Srf‘ngél <D THEMN
P 1;nyou HAU
EN‘T_GOT ENGUGH MONEY ’ gEER 2, -
i@: FOR Z=1 TO EXT Z: PRINT
7§Ialfé$;spnl='£ﬂ 7; e .' GO TO 1302
(PL,SP) =5 {PL ,SPFP) *?
7130 PRINT A T
2eTH PO s PL, 11 28%pL, 2y s nt 8, 26
S (PL ,SP)}
Fig® LET ="3"; @O &°e°
758@ REM anvEn EUST
72i@ LET O(PL,3F)=-1
g-i-1 PRINT ‘1" :LEI 4 "EUST" : FOR Z
331088 NETE ) o
STEF -1: BEER
281, Z: NEXT Z
729 TO 158
73a EH B PLAYER
7385 PRINT AT ; _PAPER 7.,
731@ LET O0(PL,5Pf=1aa
7am AT ,4; "NATURAL | *
7338_FOR Y=1 TQ 2: FOR Z=1 TO 1@
: BEEP_.@1, EXT _Z: NEXT Y
Rl R L
Z » = )
732@ GC TQ 15@e .
sgoa REM M MAX HANDS g
89i@ PRINT AT 12,0, P P
8a2e PRINT AT 12,1-"END oF  &AfE
8002 LET Yeore . LET x=1
80846 LET ZE1hK
£045 IF CUDE zs= SX% THEN o0 TO B2
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138 GAMES FOR THE ZX SPECTRUM

BBEE Iz Z%<¢"@" OR Z$>"8" THEN GOC
\Eﬁ EEFP .BE;#E. LET XI(X)=Z!
27@ PRINT 2,15+X; Z%

ase LET X=X+1 IF x=6 THEN LET
IF INKEYS$<¢>"" THEN GO TO 8@

G0 TO B4
Ig UAL X$<2 THEN BEEP 1,8:

4.0
LET HH;UHL X%

H
Efp -1, 20
F HH}QEPTHEN

B

I

5, "anrnuu Is
S8: NE

22,

|
SN
L

3uun»09&&
Hp-HuNNRE 20 1D
ORAIBON SND-RN @
»n ]
I

RETU N
REM THE END
LET MA=@: LET X%
=1 TO 9

M(Z) >MA_THEN _LET MA=MI{Z)
;;Ngtz TO N(Z))

T BT _ge.S; FLASH 1; PAP
AT 12.8; PAPER 1;-PRE

P ANOTHER GAME™

£ ERKEVEIS 1S THEN G

@; RUNM 20@
ET

(B (R)) -409;
PER Q,G!(X!.H!(INT

0~ D0 0 R0 0
QK
I

['i}
9
QA raNe9n

s

[
meﬂ O
3

ﬁm
H

UXUZ

0
=}
Qo
Hf

mnmwmnmnmxmn
D=1
453

n
{ ]

0

o

9
HﬂﬂﬁanUNH

-

EY®43"" THEN GO TO 85
3
9588 PRINT AT i2,2®; PAPER 7;"

S60a REH B CDHPUTER sTAKE B

26eS TB=1

PH10 F'DFI P=1 D

Q628 IF P<»Z THEN IF MI(P) »TB THE
N LET EB"M&P

964@ LET TB=TB-M(Z

2645 IF TB<«2_THEN LET TB=0

96583 LET TB=TB+5@

ETUgN
|872@ REM HELFP B
710 BORDER 7: INK 7: PRPER 4: C

o me, BLACKTAC

973@ PEIN 5,1; PAPER 1;"THIq

CRSI?D UERSION OF";AT &,

; K
274@ PRINT AT 8,1;"THE COMPUTER
WILL RACT AS BANK";AT 9,3; "AND CAH
N BLSC _PLAY UP TO NIME';AT 18,22
; "PLAYERS."

D
o
0
B
I

BLACKJACK 139

g7se PRINT AT 12,1;"YOU AN
EXIGHT HER"' at ia,a;ﬂngpfg &

S76@ PRINT PRARER ;o
OBJECT _OF THE cAmE’ 75 3+ hT 5E,
2 JMAKE AS MUCH HONEY AS You CAw
& ".3' HE DESIGNATED NUM
ER OF~iAT 18,40 " HARDE DR ROUNDS

8778 PRINT AT 2@,s; PP -
55 ENTER To sEE FHE REvS 5’ FLAS

975& IF CODE I
g78e 1 NKEY$:¢>13 THEN GO

?793 FOR ;u& TQ 21: PRINT AT Z,@

PAPER :
2890 _FRINT AT 5,1; PAPER 1;"T
EY FUNCTIBNS = AT 7,1,“3"H§T
AT 911;;3".n; 18; Fun
R
INT PAPER 4 AT 7.3; 7.
: oo, ST g 3 ae; +A%
A
INT HT 7 5,"STﬁY"'HT am
;AT &3 "pOUB a5
;UEZU Hﬁ b LE DDUN

AT 11,21; "SHOu Hou ;A
3 “MANY OF THAT"; AT s’

13,
LAR CARD L
8. "LEFT INCTHE ggE STILL";RT 34

S84e BRINT PAPER 3iAL 18,1; “PLER

T
SE_UAIT WHILE I SHUFFLE":R
;"THEN AFTER THE TONE =;' PLash 2
asaa RETURN
9888 RUN




20
Adjudicator

kv

(43K) s E E o £
This is the longest game in the book, but it is well worth typing in. ’Ihe‘wnie ra_ngefo

graphics which are used make the game a fascinating one to play, and instructive for

se who want to design their own games.

tho The obiect of m:gzmg is to keep the enemy out of your base. E}ut. because the
game is played over a long time scale (from the 15th to the 21st centuries) the enemies’
weapons change from cannons to aircraft and tanks: your base also changes form, trans-
forming itself from a medieval castle to a nuclear reactor.

140

ADJUDICATOR 141

There are two basic game types which can be chosen: four or eight ‘lives’ may be
selected by the player.

When playing the game you can increase your final score by guessing how many
vehicles or objects you have destroyed. The computer will ask you to select from a list
the number of vehicles or objects destroyed. Just to make things difficult, there is a
time limit on your choice. =

The graphics character set available in the ZX Spectrum is limited to twenty-one
characters, whereas this program requires a total of forty. As you will have realized, you
do not need to limit yourself to the character set available in the computer hardware, as
long as you can be sufficiently inventive in how you define graphics characters.

Key to graphics characters: (half of total number of characters only; the rest are re-
defined automatically in the game)

BEBCLEFGHIJKLHMNOPGRSTU
DT WY - U

UER B
FOR A=USR "“"A" TO USR “"E'"4+7
READ B: POKE A,B: N
DATA 255,68.68,255,17,17,25

©,0,0,0,7,51,88,127,8,0,0.0,

240,048,262, 127 86.86.70, 78,

27,08,255,68,212,198, 250,52, 5

e RO
D9DEP ~ &

B0~ ~ NEWLR

»
; o ADJUDICH
y=" -&DDYRI GH
3 aea P.S
3
]

MIT
=" B~ E.HORWO
=Kz, 2)

EXT
19@ RETU

REM
228 GO_& 4
218 LET YEBR=INT (RND:x8O®+1411)
22@ LET SCR=B: LET SHE=1
232 LET BKI=1g@
240 LET DE=@: LET G§="
. T Fg=" O
LET TOT=6
LET S =

2
Soe REn ifie

Sae REM

318 BORDER 7: PAPER 7: INK @: C

Zze oo _sue oooe
338 PLOT 4,148: DRAU 104,8: DRA
®,-128: DRAL -104,0: DRAU @,1=2

340 60 SUB S700

ar
m
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142 GAMES FOR THE ZX SPECTRUM

as8 PRINT AT INUVERSE 1;"@®
PAUL SHMITH";AT ‘e 1,"K:vs",nT 13,
1; "BRESE" o
The@ PRINT AT 5,8;"- “AT 13,7;
370 PRINT AT PER 1; INK

2278 _ERENRL T aT” 9 75 "BRI GE“IAT
16,1; "s-0 TOWER"; AT 1 “DEFENG
E"' ﬁnpzn 2;AT a6,1; 33 Cire GAME
H s 1; " LIFE B ME "

‘B85 IkH. . _PAPER ©

391 >LET Z8="
’ =" RIGHT €& PRUL SM

D
ITH # ELLIS HDRUOO PHESE ANY KEY
TO_ADJLF

T TR -ee WELCOH
CaToR. . GBJEET‘UF‘THE

CATOR . THE
BHHE IS Eg KEEP THE i
N - -~THE ENEHI$

uﬂTD QUT ]
UEFPONS CHRANGE FRDM EHNNDNDU

I ANKS .

SE YDUR'FIN SCORE BY
CgﬁEéggﬁanﬂu HANY UEHICLES OR O
BJECTS YOU HAUE DESTREYED. HA
U DF*%%X:

dneT:E A TIHE LIMIT ON YOUR
CHOICE s =«
332 BRINT PRPER RND%E+1 AT 28,1

z &
333 PRUSE 2: LET ZE=ZB(R TO )} +Z
1

-l
=
I
m

X

39 IF INKEY$¢>"" THEN BEEP .1,
GO _TO_4080

395 GO

43@ PLOT B,Z+31: DRAW 7,
_4de IF INKEYS$="4" THEN (BT s1zE

G0 _TO 46
4ﬂ IF INK§Y$-“B“ THEN LET SIZE

45@ NEXT Z: GO _TO 400

460 DUER B: PARPER 7: INK @

470 BEEP .1,0

ase BORDER B. PAPER @: INK 7: ©

9400
1p53 PRINT no; "ENEMY:® & '3 R
jo24 IF INKEY&="" THEN GO TO 1e2
le2s BEEP .1,2@; INPUT @

o3 LET A$=’ g
i6ge LET =o; LET F=i11
b, :LDT 138 212 55rRu B, DRAW
_'-.BE»B FF!IN’T Fl‘l’ 20, 14-" NK §; " SCOR

c AT SRaRth. AY 20 20 T
Nk BTEchRIAT §1 1o; YEAR
1970 LET E$=" "B H T

ADJUDICATOR 143

“: LET De™®®""eeeee

1975 LET Cs=" L
iggg LE-T G =0
H=2@&: I=2:
IF SHE 1 THEN CER 151 U
H TH LET J 3

EEP_.@05,58: LET A=1;
17,42;" SLAT 18,12;" ;AT 18,

895
296
i1ea
195 ’
113 JIF A=0 AND IN &3486<¢»285 TH
# B 1: PRINT
2L0™TF Bia AND
= IN 51435
BEER :005,40: LET Bo3: PRINT
Hat o H

14
L’E’ R$=C$ 1 +Fl$ ‘r
(1)
LET ( U 151

GI IS INT - (Bou) "TH

Fd EN LET
DESE!"-J ¥2: LET C&(2 ED .\E
es

I<¢>INT (G-/I) THEN GO T

ET Bf=B&(2 TO ) +" "

H=INT IQ??ENEHEN LET B
*#19+1))

RINT AT 18’96 gss TO 14?93

2,2 $(2 TO
¥y =S$£5TAND A=1 THEN
== OND A=8 THEN

LET, TDT-TDT+1 LE
PRINT AT 18

[y
Emmu
ong e

P R O I ]
Qmmmppupp Hmu - Hmuumnuuupp
Fran 11 B0 E s TRI1) 17
(2] aa@mmnzwa
TONHI B
2 H
hobtsd
]
B DT
B i
"3
H
Z
|

~TNZ0
x
(1]
W0
“i
m:
i
]
DY
ue
=i
-
I
m

[y
qpsav~m;q
H+TMepn u

S M e

Qn
- DANL- 949D

R Ll b R g e T
o mioe kol b

EXT _Z: LET A
i “: LET DE=DE+1: Gg l‘-}'g

=" AND B=i TH
LET TGT*TE FaltoLET
EEP  :9885,30: PRINT

i~

AND E=p THEN L
:=%EI BRBZETY THEN
=
ET Bs(2)ym: =i FOR Za TO 18 PRI
NT_AT 12é2ﬂn"f“= BEEF .2,8: PRIN
T AT 13,58 ‘: "BEEP .2,6: NEXT
z: LET 6==6§;1: 60 To Sbed
N

4
-
T 1

@
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144 GAMES FOR THE ZX SPECTRUM

309,10, 7Y saige-gss Trmy pe

“iAT is,i2; b LET'A KR i

T ap,1af"

1sie TF TN 614382285 THEN PRINT

AT 12,19 " 7:

1500 BRINT AT 50,20; INK 6;5CR
1200 IF G¢SKI THEN GO TQ 1108
1801 BEEF .B1,0: BEEP .29,5

i62@ LET Eg=" faFaFururarw": LET
L oA A

1538 ¢on 2270 20 prenns

iI6E@ NEXT Z: L g%ﬁ

166@ LET Fi=F: LET F=F+4

167@ IF Hs8=INT_ (Hs8) THEN PLOT
OUVER 1;138,F1: DRAU QUER 1;8.,4:
DRAU _DUER 1h_8 4: PLOT 136,F: DR

Ay -8,4: D 4
168@ IF Hs8<>INT. (Hso®) THEN PLOT
15385 ,F: DRAW &,4: DRAUW S,4 PL
T DUER 1;136,Fi: DRAL DUER 3Tk

4L oBRAL BUER"1/8, 4

1685 LET G= :

1666 IF H=4 THEN LET H=28: OUER
i: PLOT 138, RAW 8,4: DRAU §
Sd: OUER @: S P S = =110

15-%7 IF H=208 THEN GO SUB S4080: &

o T l183@

1598 ggHTG 1100

28l IF D =1533235258TH$E ?gESUE
39@: GO_SUuU

a TO NEXT Z: GO &

2331@ PRINT AT

i n%g.lmiaxgx C¢T b 7 17, 12;

2015 FOR £=1 TO 29: NEXT Z

220 FOR Z=1@8 TO STEP 1

%agnzpnﬁ%n} ig&,z."ar . BEEP

s ZE

2628 FOR_Z=11 To § STEP -1 PRIN

T AT i8,Z;"* FOR X=1 TO 5: NE

Zoss FOR 2 ;;Tgngnng; 18,81 "pe
=

£ .@4,Z: PRINT AT 18,4; INR ek |

ohe GO SUB_ozeo

2078 FOR Z=53 TO_18: PRINT AT Z.@

frgi NEXT z7 PRINT AT 3@,8;"

Lrad NEXT Z

gi1§ tEi g;g.mLﬁT J=d: LET H=1

13 =

2120 LET YE=INT (RND§13m+198IJ

2130 LET Z#=5TR$ YEAR+":CAST

2140 GO SUB 0588 £

5168 LET YEAR=YE: PRINT AT 21,19

5 INK 6 YEAR

22708 FOR Z=3 TO 19: PRINT ﬂT zZ,@

5+.: NEXT Z: PRINT AT 20,9;

ADJUDICATOR 145

1,9; " P
0 _SUB 7500: GO 3UB 940@
Yms:m- 8e; "ENEMY : X7 & B -
IF INKEY&="" THEN GO TO 217
INPUT @: BEEP .1,20

LET C%=" : LET D=
“: LET H$=" SR HTT

WODBNTNON

4
9

": LET Ig

"

A A A

2182 LET A=@: LET B=02: :
LET Ag=" =0 L5 [E¥e

183 IF SHE>® THEMN LET J=3

LET H=1
THEg_LET H=3
PRINT AT 2,28; "H"

IF FINI} IN 63455 258 T
=i <> H
EN BEEP .00, EE ET A=1: PRI
AT 19,1@; INK 83 LY
2220 IF B=06 AND IN 61438 (>255 TH
PRINT

B ETSD. +20%. 40, =T B=i:

Laa’ LEF & cst1J A%( 10,15
*

224@ LET Ci= CEi2 2

2258 IF G/J=INT (B/d) *THEN LET &
=INT (RND*30¥1) #2: LET C$(2 TO 3
=I$(E TO E+1)

2260 LET B%=D& (1) +Bs( TO 18)
2270 LET D&=DF(2 TO J 4" o

22560 _IF (G+1) ~J=INT ((G+1) ,J) TH
EN _LET E=INT (RND:3@+1)3: L
§09°TD ) =H#i= TO E+i)

3@ PRINT AT A5,03; A%(3 1
2310 PRINT AT &,0,B%(3 TO 17+(1-
240@ IF RA%(14) ="y " AND A=1 THEN

SCR=SCR+1

2410 IF A% (14)="_" AND f=0 THEN
BEEP ,00S,30: LET SCR=SCR+1; LET
TOT=TOT+i: LET A§(i3 TO 14) ="

': PRI AT 18,16; INK 2;"B .“
22 IF AEC14r="_" AND A=1 THEN
LET A%(13 TO 14)=" *: FOR Z=1 T

@: BEEP .2,@: PRINT AT 18, 10;
“B_ _{" "BESP .22—1. PRINT AT 18

Y=yt R
ET niééS TO 143 =" *: FOR Z=1 T

: 3 R
“A.": BEEF .2.-ip: PRINT AT
a-“ : NEXT %: LET DE=DE+1: 86

2#-4.0 IF' B&(17) ="3"
CEtsER2 R+7 ="3" AND B=0 THEN
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vEe AND Bwl THEN

2483 IF BE(1I7) =
ET SCR=SCR+1: TOT=TOT+1: BE
SRy 825, 29 RRIE 18 az5 27, AN 2
2482 IF PH(17)="F" AND B=8 THEN
LET B$(18 TO 17y =" “: FOR _Z=1 T
0 _10: BEEP .2,0: PRINT AT Sélsé
¥ "; BEEP_.2,-10: PRINT AT L13;
“: NEXT Z: LET DE=DE+1l: TO
ggEEIF B$(17)=""3" AND B=1 TH
2 =
LET B%(16 TO _17) =" “; FOR Z=1 T
@: BEEP ,2,0: PRINT AT _5,13;"
=g BEEP .2,-16: PRINT AT &, -
b h NEXT Z: LET DE=DE+1: GO TO

E‘Bﬁ PRINT gTia-,an, INK 8;3SCR
zgaa IF IN 53¢8§= SS'THEN PRINT

AT 19,1@; INK
8 IF B

A=0
HND IN 51423 255 THE

L

ES%R NT R:l'
2728 IF G(SK’ THEN Gg- TO EEGB
2710 BEEP_.OL ,EEEP ?g =
272@ LET If=" i# H
HE=" SE M BT,
S8 ron 2oito.n
3758 LET :s=1 r'@ 1; ~E~BuB":
T ea REET 2
2778 DIM ¥§t54} LET Is=IS+Y$: L
a7sgsigf+ﬁ =i LET F=Fm1' PRINT
:
=

280: ©
3020 PRINT gr 5,8; B

;

R~

INK

34@ FOR Z 1 TO 11: PRINT AT 18,

gl TO
Xml TO 20
535@ LET ZE=Z$ (2 TO $+Z$(1!

¥
EFEP 21,45
Sgbgpﬁz- OT INK

FOR Z=24 TO
T : izZ,Ba:
EER2iai B FOR zo54 TD 73 STE

i BEER aT'e0ER 15 INR 2;2z,28:

§;7g FOR Z=7 TO @ STEP -.2G6:

.B4,Z: PRINT AT 18.9; INK Z;

2
s: PRINT_AT
-?§5°"F°§o§’§;7° 0’ 2@ NEXT

T
AT 18 FoOR X=1 TO 2
Imix*r BREP NEXT

-839 1e-Z:

NEX

NE

S s

ADJUDICATOR 147

329@ FOR _Z=3 TO _19: PRINT AT Z,e
{222 NEXT Z: PRINT AT 28,9;°

=3
BT 8,3; INVERSE 1;-uH
LING NUMBER™! &

La ,1; "ROYED IS CORR b
a21h PRINT INVERSE 1 e
CORRECT YOU WI BONUS OF™; AT

21:"THART NUHBER DESTRUYED + TIHE

3211 PRINT #@;" HRE You REARDY 2'
IF INKEY&="" THEN GO TO 321

3%
5213 BEEP .1,18: INPUT @
3220 DIM MT7]! LET MU{INT (RNDzS+
1)) =TOT
32530 FOR Z=1 TO E
5240 IF M(Z)=8 THEN LET MiZ) =INT
(RNDEINT (RND£20+1@) ) —
M(Z) <® THEN LET M(Z}=
3288 NEXT Z
3255 INUERSE 1
326@ PRINT INK S;AT 11,1;"1 - ;
MI1) ;AT 11,16;:"2 - "; M2}
32780 PRINT INK 3;AT 13,1;"3 - me
HI3);AT _13.16;"a - ";Mi4}
2288’ PRINT INK 4;AT 15,1;"5 - ;
MIS) ;AT A18,16; "6 - “;MI(6)
3298 INVERSE ©
3302 PRINT INUERSE 1;AT, 18,1;"PR
gas . 5,16; INK'S; 123" INK
37 adh; INRTL; BB IRKTF AT 18
422; "TI h
3310 =100 TO ® ST =1
3315 PRINT AT 16.28; INUERSE 1;
I!:lll'( INT (RND=x3) +3,Z, INVERSE ©&;°'
3380 LET Z$=INKEYS: IF Z$<¢>"" TH
ENCBo 5 3%85
3350 NE
338@ IF Z&«"1" OR ZE»“6" THEN LE
gy i o
3365 LET X=SCR
537@ IF MU{UAL Z&} =TOT THEN LET X

N R el
= : T AT
28; INR &:2: BEESP .obo-Nr+a] .58

B¥68: "NEXT Z

3420 FOR Z=3 TO 19: PRINT FTI' z,a

irgi NEXT'Z: PRINT AT 20,9;"

BIF ‘Size=a OR DE=8 THEN GO T

o &as
4108 LET YE (RND!10041¢BDJ
3420 LET Zs%= ;THQ YEAR+": REACTOR

]
INKLET YEﬂR-YE PRINT AT 21,319

a&aa rok 228 ToO 13: PRINT AT Z,@

frz: NEXT Z: PRINT AT 28,9;

AT 21,8;°
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. i
3 I'}
34990 GO _TO 1200 i g H
£999 STOP A 719@ PRINT AT _16,13;" A A o
70008 i ATIAT 10,17 A A VIAT 11
Fd=151 L317;vU Ll*;AT a2, i2; "
38%8 W A — : 2 u.nf‘"i“%??ﬁ‘iai"L’ 0
E B H B A A i
A4 ;AT s im0 u»;ar 7
Ed Y] u-
52 & OUER @ .
5 i 2200 PLOT 137,108:. DRAU ©,36: DR
A AU -1,6: DRAW 2,8 !
ot 7210 INK : P D+ 77.45: DRAW &, — ifi
&: DRAU =,2: DRAW 2,-2: DRAU 2.2 i
DRAU 2,-2: DRAW 2,27 DRAW 1,é: :
DRAU 2,-2: DRAW 2,2: DRAW 2,2
Al 2, DRAW 2,-2: DRAW @,
7220 INK 6: PLOT 48,188: DRAW -4
.—24,-2: DRAW d,24,5.4: INK
! %232’ PR AT 15,24 "INk 2; g
7430 RETURN
; s@d REM
1 ; b 7o@E REST 7502
7870 FLOT 104,24: DRAWY O DRRA ; 7318 FOR ZzUSRo'E“ TQ USR “Tra7
~9,0: DRAW 0,40: Dnnu id a. DR . 752@ READ X: POKE Z,X: N z
By 9 gie ey 70: BaRM 04t 28 f A
i d ie
U4@éiszgﬂug4éé: DRAU ©,-4: DRAL : 1a,4,8,6,0,8,0,6 48,40, i?é 168%4
H F) 3 2
7E’EB DRAW -4,8: DRAW @,12: DRAW 5 7E4@ DQTQ B,0,234,171,178.,17@2.23
4 p: DRAU @,-4: DRAW 4,0: DRAW & 4,8,8,8,60, 1aa 84,76,65,0,0,0,32
,4: DRAW 4,8: DRAW @,-4: DRAY 4 37 3@,37,
é: DRAU ©,4: DRAW 4,&: DRAY L% i 2886 DATA B Y. 1z,28,124,28,12,7,
DRAL 4,0: DRAW ©,4: DRAUW 4,0: e 255 17, g
DRA il i (EEé DQTFI 3 :LE 4-3 19&,3 12 48,19
7958 DAALW 4,0 DRAU ©,4. DRAY 40 2,e,e,8,12,13, é a,
@: DRAU ©,-i2: DRAW =-4,8: DRAY 4 7586 pATA 255 1,1,@,255,
, —=12: DRAW 1 AR’ B -5 BrA : 158-158 128, 348, 1551550, 148,35
M186%bRA0 & 2:-8%au e,4: DRAU 4 ?'iagééag’l 25145,368,0, 1,178, 27
718 ,@: i : A . @
@ DRAW ©,-4: DRAW ¢,é: DRAYW @, 4 3 o ; ; T
: DRAU ¢ &: Dggﬂu¢°é thrAn 8, —hs Ze10 BLOT 06, 54: DRAU B, 16: DR
DR T : ' ’ d N = =14
DRAU 4,0: DRAU ©,4: DRAU 4,é: DR - 4,5: DRAW @.8: DRAU -4.5: DRAU
Al B, -4 @,i6: DRAU s8,18: DRAW &.,@: DRAU
7112 DRAU 4,2: DRAW @,31: DRAUW & 8,-16 PRAL &, -186 D -4 , -8 =3
B: DRAU ©,8: DRAW -4,4: DRAU @, BAU @ DRAU 16,@: DRAY &8,8: b
i DRAU -4,8: DRAU @,5: DRA a6 RAU -4,8: DRAW @,47: DRAW -i6,a;
T DRAU @,-4: DRAW 4,B: DR rd: DRAW ~1&,@: DRAW -4,2: DRAW 6,4
DRAL ®: DRAL O, -4 DRAW té@ DRAW 4-,5: DRAL 32;6 DRAL ©,9:
DRAW : DRAY 4.0: DRAU ©, DRAW -8,0: DRAU -4 DRAW B4
DRAY DRAU @, -4 DRAU 4,%: DRAU 48,6
71i2e ©: DRAW ©,4: DRAW 4, 7620 DRAW 4,-4: DRAU -4,-4: DRAW
a: DR i: DRAW 4,8: DRAW 0,4 : T4 4, -4 i
: JRRAU. DRAU @,-4: DRAU 4,8: 7655 BRAG 4, -4 DRAU -4,-4: DRAW |
DRAU "DRAU 4, &: DRAU @, ~d. 4, -4: -4, -4 i
pRAN-4%6T DRAL B 4: DRAU 4,6 7640 DRAUY @, -5! DRAW &,-4: DRAW |
I I +7 Sa3tipnnn’ 20 BRAD 2117 omew
Fl @, - - T H -
049.5% 84777 BRal ' 1i]20: oRA $434 DRAU iit DRAW 4§¢ D i
71E@ FL:»TRgan ns. Dnnu @,24: DRA ;616 BES.“} :,% il +4:" DRAW
u 16 @ ®,-48: DRAU
7168 PLOT 197, 24157 prAu 11,18: D 18, DRAU @, -32. GRAY 16, -1
RAL B AUC2e B DRAD 4,4 BRAG 4 g
7170 DUER 1
7188 PRINT AT 7.28;" A ";AT 8,25; : Listing continuad next page
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76E@ DRAW -4 ,4: DRAW 4,4: DRAW -

7855 DRAU -4,4: DRAU 4,4: -
4,4: DRAU 4,4 ’ DRAL
7480 DRAU -4,4: DRAW 4,4: DRAW -
%4%0 BRAD £.%:."BRAL %1% 4. oRe
d,-4: DRAU' -4, -4 T v
.7575‘DRHU 4,-4: DRAW -4 ,-4: DRAL

+—4: DRAU -

7680 DRAW 4,-4: DRAW -4,-4: DRAU
—4: DRAL' -4, -4

7eés DRAL 4, -4} DRAW -4,-4: DRAU

3, @; @, -8
7895 FOR Zo48'T0 88 STEP
728 PLOT 196,Z: Dﬂﬂ i6 —8 PLQ
T 205,Z 107 DRAV ©,3: DRAW
DRAW @, -3: N

7718 PLDT 139,88: DRAU 8,50: DRA
35: DRAW @, -11: DRA

(2] : DR

7726 _PLOT 120,4@: DRAY 16,0;: DRA
T D i7,8: DRAU @, -81: O

RAW -33,0: DRAU'®,8

=", AT &,

6,i8; -
et INK’a;ﬁT 11,13 'R”; BT
»A3;"AT ;AT 15, !.B;' b o ‘jﬂ"i’ 1’?;13
JﬂT_ﬁg‘.'iS; "E" AT 14.,13;"C"; A
pnkNT L & T B
T M Bad T oy 0T, 420

7765 PRINT AT 15,2%1_ INK 6; "

“IAT 14,24; ,a2al"
Z77@ INK _2: PLOT 77.15: DRAY @, -
o i RAU
: DRAU 1, &
DRAW 2,22
DRAU 2.8

;?sa P NTRgT719 13; INK &;" ="
FOR Z=USR "“F" TD SR ;'L"+7
READ X: POKE

793@ DATAH 128, 192 2é4 EESsata .48

(23,187,0,0,2 4,127,283, 0 22
°9s382-9,8.528.28 .1, *28655
267824%123°513%235 44 863"
7od4@ DATR £8,14,15,50,63,108,36,
27,0,8,255,8,254, 147, 14 i3 108,24,
BL:942:852£8:335: 12218
7968 RET
8529 REM
82319 BORD : . PAPER 7: F
OR Ze@® TO 21: PRINT OVER 1;AT Z.,
2; : xXT
sE4&° INPUT
58 G0 _suUBs 97

85 aa
2530 PLOT 4,148: DRAW 184,09: DRA
U a,-128: DHHU -194,0: DRAW @,13

E54® PRINT AT 4,1; INVERSE 1;"&

oo

ADJUDICATOR 151

PRUL SHITH"; INH 2;AT 8,1;" -
ESTRRT ;AT &.,8; "eAME ;aT _11,1;
- CLEnh";nT 15,8; "HI-SCORE"; AT
14,1;,°3 - ENTER";AT 15,5;

RE* ﬁT 17,1%; "4 = NEW THIS";AT

&sh INUERSE
Sak LET = BE -
esse IF INREYS="1" THEN GO TO.20
£56@_IF_INKEY="2. THEN BEEP .1,
19: 60 SUB 19 SUB 87

Bg?@ IF INKEY$="3" THEN GO TO B&
8580 IF INKEY&="4" THEN NEU
£59@ G0 TD 8550

BBGE IF RS( );HI“ THEN BEEP .

S,
(=)

8510 IF SIZE 4 AND SCRU\JHL K& €

5 ;3 5) THEN BEEP .5,-10: GO

KE

GO

85?1 IF SIZE=5 AND SCR<VAL
5, TO S5) THEN BEEP .5,-18:

=1
8512 GO 5UB 98008
X=1: IF BIZE=8 THEN LET

BBI1E INPUT AT @,8; "ENTER YOUR NA
———————————— “!at @,18; LINE A%

-1

(=

i
T
2,
Ta

8517 IF I.EN H:tl OR LEN A%>10 TH.

so 518
85 S L g ="peeea" ( TO _S5-LEN (3
TRS$ .'.tﬂﬂ) b -I- TH EER-F;:'.*“ +A%+

852@ FQR Z -1
8630 _IF SGR)UHL KStX ZijTO B} TH

EN LET K§(X,Z+1)=R§(X, LET K&
(X,Z) mZ8

8564 NEXT Z

8650 GO S 70@: GO TO B5S52

S0a REM 7

291 PLOT s 1: DRAW 247,06: DRA
W o2,-15: DRAW -247,0: DR 'I-l 2,18
Sash BLOT 8,16@: DRAU B 8. DRAW
1g,0; DRAU b.-8: DRAW @,4: DRAU

5,0
a@3b PLOT 32,168: DRAU 16,3: DRA
~-8: DRAW -16,8: DRAU 4,0: DR

W b,8

9a4e’anT z6,168: DRAW 16,0 DRA
-8,@8: DR —8: DRAW -8,8

s’ Bior Be, 365. DRAL ©,-8: DRA

] : e
3@ 194, 1i88: DRAU 168, ®: DR
nuag , E%?TDRHH =-168,2: DRAW 4- @ D

58Y%%s 0T 128,188: pRAU ©

Sese PLOT 152,165: DRAV 2i8,0: D
AU ®,-8: DRAU 16,0

aASa PLOT 15@ i88: DRAU @,8: DRA

i6,m: DRAW 6,-8: DRAU @,4: DRA

ik, ®
Yi08"éCoT 192,188 DRAW ©,8: DRA
W -5,0: DRAU 1i&,@

T

Listing continued next page

R AT




162 GAMES FOR THE ZX SPECTRUM

"

8112 PLOT 288, a158: :
W16,®: DRAW ngﬁ 2i8 o°°F
5156 °BLoT Bo2-is0 DRAY 0.8 DRA
W 18,0: DRAUW ﬁ,—d-‘ DRAW -16,08: O
e -
RETU
si%e REn B
FOR Z=1 TO 12
Q225 PRINT AT 28.@ ;
2238 L ss=s;:z‘7&sfiﬁT"21'n’Fs
§3F EELFETRE NS Nl
5240 NEXT 2@ 'ZF°
9245 IF DE=1 THEN LET G&=" .m

8247 IF DE= ' "
ot LET Fyan o
QE4—§ IF DE>»3 THEN LET GCH="

: LET Fg=" D@ @"+STR$ DEL"

9250 FOR Z=1 TO i@
S285 PRINT AT 26 B;6%(11-Z TO ) ;
BT 21,8;F : g
Bl2yg;Fss11-2 To')

: BEEP .09,0:
1,8 READ %7 pE

8328 BEE; %678
.28.6: "BEEP . :
= : 2 Bzzgsig,aBEE

S400 EM_EINESTa

2410 RESTORE 0400

9%23 FOR Z=1 TO 3: BEEP .1,@: BE
«1,®: READ X: BEEP -E,X NEXT

g42e paTA 5

440 51742 BEEP -1,5: ,BEE

= . .  nd

gzégé BEEE Li,8: BE i EEP

RETU

2280 REM %m

85ie PLoT 4, GRAU @, 104: pRAY
CRAL -248,

s X
958 PLOT s, 126 L BRAw 18, Yo DRAL
35&6 PLOT 32, iee DRAW 18, 8: oPFE

~-8,8: -
Baa® ptgnnnu is: DR le,
T 56 1e4: DRAU: :
U &, @: DRRU &, -5: BRAY g'é?'bggn

95835 PLOT 96,151: DRAW -18

Al @,8: DRAW =

U e,b: DRAU 1218 BRAU 2876
gg&eaphgfpééﬁ,éam: DRAW 16,0;: DR
2545 PLOT 136,164: DR

25 . ) : Ay ©,16: DR
BHa3B42: DRAU'E, -8: DRAW -16,0:

o558 PLOT 16@,104: DRAW ©,16: DR

ADJUDICATOR 153

AY 16,0: DRAU ©,-16: DRAUW B,8: [
RAW -i6

oess pLéT i84,12e: DRAU ®,-8: DR

: :
89s5° PLDT 324 $6a. DRAU -is,0: D
RRU @ pRAW’'S,@: DRAW -8,6: DR
004" pRAW 16,8
oBes PLOT 232, 12¢: DRAW ©,-16: D

RAU 16, :
70 24,43: DRAU -8,@: DRAY
= PLgT A 68 BR .@: DRA

8,4 AL 24 ]
®,-8;: DRALW -8, -4: DR —B .
95?5 PRINT AT 16,3;Z%
8580 _FOR Z=12 TO 243 STEP 8: PLO
;5 PR 8,2:

T _Z,56: AL

o585 FDR Z=16 TO 248 STEP i1s: PL
aT _Z, DRAW_8,4: NE

asge OR Z=8 TG 2‘3 STEP i6: PLO

Z,86: AU @,7:
P T
9800 FOR_Z=8_TO 128
sele PLOT Z,65: DRAU 2,7
2£508 PRINT INK &; INT
vsnn+(rYE-vEnnszé4ai;:z-sai;"

9525 BEEP .B85,2/2

247
S558 INK 4. PLDT Z,EE_ DRAW 3,7
; INK B;

PR
YEHR#((YE—YEHRJIQ4G!#(Z BJS‘

2665 BEEP .005,64-((Z-128) /2]
9678 NEXT_Z

K 7
9877 FOR Z=1 TO ©&
2588 PRINT AT 21,19;" “;AT 16

L 28;
4825 FoR X=1 TO 20: NEXT X
Se85_PRINT AT 18,28;24(23° TO 26}

INK Eéét T 261

{

a@7ie PLOT 116,148: DRAW 136,0: D
RAU ©,-128: DRAW -136,8: DRAW @,

1
572e PRINT AT 4,15; INVERSE 1; .4
IrFE_HI-score “iAtT 12,18 "s

TQ &
B?BE INK 7: FRPER z-1
P Z+E;15;K¥(1 z)

zé13 15; 5 :a Z1.A%, 5+z,az. ThoEr

S5E 1, 28;

9788 NEX

S782 INK &: PRAPER 7

9798 RET!

93088 REM

as81@ REST o

2?15 LET W=3: DIM V(1l1): DIM M(]
$820 FOR _Z=1 TO 11

QB?BYREHD X,Y: LET U(Zy=X: LET M
(Z) =

Listing continued next page
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é I

G848 NEXT Z 1 ‘
gaﬁa DATA .as.a .05, 2é.as 5, .95, 3 1

25,4,.05,2,. 5 J,.05 4;- 4,
15,2,.3,0 1
a -3 OR Z=1 TO ‘
& BEEP U(Z!.H(Z) +W: PRUSE 1
9857 NEXT Z
2 @ IF W=@ THEN LET W=8: PAUSE
: GO _TO 985S
987@ IF W=8 THEN LET W=4: PRUSE
4: GO _TO 9855
9892 RETURN

Sound effects on
the ZX Spectrum

The sound facility provided in the Spectrum is a great help to the games programmer.
You can make realistic vehicle, weapon and other sounds which add a lot to the fun of i
games playing. i
Here are a few of the more interesting sounds that you can program with the
computer: a ‘machine gun’, ‘lazer’, ‘buzzer’ and ‘missile” which are simple to incorporate
in any game. But you must always remember to run any sound subroutine which
contains machine code, such as these programs, before typing the command:
Let L = USRUSR “A”
This is because if you do not run the subroutine and call the machine code using the |
above BASIC command, the computer will ‘crash’ and all your hard work on the rest of
the program will be lost. fi
The computer will also ‘crash’ if you try to redefine any of the graphics characters H
A to D. Do not worry too much about this: none of the programs listed in this book i
will cause the computer to ‘crash’ if you type them in accurately.

1@ REM ACHINE GUN
PRAUL gHéTH
3 gﬁ FOR R=USR "F!" TQ USH “"R"+28

A, B
ie oATH 197 33 L8
258 DRI 84%4 8247547 548! 57,
5835083 68 Bss 28834537, 1é3 :
Ten, 201,
se REM TO MAKE SCQUND “LET
L=USR USR “B"°

156 i
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1@ REM B LAZER
@ PRUL SMITH

ron Ml 2R . oo

2@ Fo

3@ READ NEXT R

26 DATA 6.1, 197 34518 17,18,
@,22e,208,141,3, 205,17, 1B 8. 485!
845285705 584288 4a 7255 F83T 14
,28d, 201, 8

S0 'REM @ TO MAKE SOUND LET l

L =tSR

1@ REM BUZZER
Q
2]

2@ FOR R=USR _ "A" TO USSR "A":29
32 RERD B: POKE R,B: NEXT B

i@ DATA £,255,197.33,3,9,17.1,
2,229, En :é; oS, 17, 255,8,187
.é57 é 16388552855 94351
8.2

REH T\D HMAKE SouUND “LET
L=USR usR “A""

1@ REM MISSILE
© PAUL SMITH
7 _E. HORUWOOD
n"+29

28 FOR A=USR "R” TO U
3@ READ B: POKE R, B: NEXT
azaoges Sai: 39§2§3=§5 Béizegaé
257838 (383 8&8°8s7045 7,183,168
B

EBB , 2 1 . G
52 REM TO MAKE SOUND “LET l
L=U3R UsSR "A""

Quickscreen

1t is often useful to be able to get rapid access to a screen at any point in a program.
This is especially important in games programming, where you will often want to use

complex screens which would otherwise be very slow and boring to display.

The following program allows you to load a predefined screen from tape and print
it at any point in your own program. You might, for example, need to use a map screen

like this:

NI

zﬂg‘-uﬁE~—fﬂu

A

Nt

4

In order to do this you would have to:

(1) draw the screen;

(2) save the screen on a blank tape using the command:

SAVE “<NAMES>" SCREEN$
(3) type in the Quickscreen program;

187




158 QUICKSCREEN

(4) run the Quickscreen program;
(5) load in the screen already saved.
{6) To access the screen quickly you can now use the comm:

LET L = USRUSR “A™

you need only use lines 30 to 105.

i@ REM UICK SOREEN
. S PRUL SHMITH l

4 E. HORWQOD
iS5 REM

EanE":-nﬂm SGR%RNB

THE
N THPE
SR Lol " saue
= ¢ NRAME » "STREENS *
2 - R THI [Rizinl

3@ CLEA
i@ FOR A=USR "R" TD USR "A”+11
68 READ B: POKE A,B: NEXT A

g0 _DATA 1,@,27,33,@,100,17,0,8
4

182 2% PR T ~LomD voum scRE

and:

If you wish to incorporate the Quickscreen program in any of your own programs,

Multi-key inputs

As you may have noticed, in the game programs contained in this book, when using
the command INKEYS to read the keyboard, nothing happens when two keys are
pressed simultaneously. To get around this problem the command IN can be used. The
Spectrum’s keyboard is divided into eight equal parts each with a different address:
we call them Areas.

Area 1 — IN 65278 reads the half row CAP SHIFT to V
2 — IN 65022 reads the half row Ato G
3 —IN65410reads the half row Qto T
4 —IN 63486 reads the half row 1 to 5
5 — IN 61438 reads the half row 6 to @
6 — IN 57342 reads the half row Y to P
7 — IN 49150 reads the half row H to ENTER
8 — IN 32766 reads the half row B to SPACE

To check if a key is pressed the following command is used: IF IN followed by the
number corresponding to the section of the keyboard where they key is situated, fol-
lowed by = and then the number corresponding to each particular key. For example,
in place of:

IFINKEY$ = “A”THEN .....

you will find it better to use;
IFIN 65022 = 254 THEN . . ...
Use the following program to discover the number corresponding to each key:
159



160 MULTI-KEY INPUTS

OBY MATTHEWS

i2 REM EU‘]I:TI-KEY INPUT
ELLIS HORUWOOD.

86 BRiInT
CAP SRIFT, To Go PRER 1--KEYS
e ERINT AT 3,@; “ARER 2--KEYS
s ?EIN# AT 4,.8; "AREA 3--KEYS
3 BRINT AT §,@; “ARER 4--KEYS
72 PRINT AT 5,2; “RRER 5--KEYS
£@ BRINT AT 7,@;“ARER 6--KEYS
@ _PRINT AT 5.,8; “ARER 7--NEYS
¢ENTER> TGO H™
128 PRINT AT 9.8; "OGREA B--KEYS
«SPRCE> TD B“
1@ INPUT “FLERSE ENTER RRER: “;
129 IF f<l OR A5 OR A INT A T
HEN GO TO 110
ise LET R=A-1
148 LET B=254+256+(I55-2tM
15@ PRINT AT 1®,15; - INVERSE 2; I

i6@ IF IN B=224 THEN
17@ GO TO 1s8 i

Input the area of keyboard to be used then press any key in that area and make a note
of its number. For example, you may want to discover the number corresponding to
key A. In which case, when the computer requests the area of the keyboard you require,
type:

2" then press ENTER.

The computer will now display a number in the middle of the screen, This will be 255,
a number which indicates that no key in the area selected is being pressed. In order to
find the number corresponding to Key A’ simply hold down key A and the number will
appear on the screen.

Hints on writing
games and programs

In this section we will give you a few simple hints on how to set out good, well-structured
programs.

Firstly, make sure that you use the ZX Spectrum Manual as a source of informa-
tion. It may not be the clearest reference work ever written, but it does contain a lot of
useful data. Rather more helpful in the design of your own programs is another book
in this series — Mastering the ZX Spectrum by Lawrie Moore (Ellis Horwood, 1983),
which is very clearly written and will be invaluable if you want to design the sort of
programs contained in this book. Our book is a collection of games, whilst Lawrie
Moore’s book will give you the background information on how the ZX Spectrum
allows you to design all sorts of programs, including games programs. .

Careful study of the games programs we have listed in this book will tell you a
lot about how to construct the sorts of games you are likely to want to play. Obviously,
you can mix elements from several different games together but it is a good idea to
have a clear idea of what sort of game you want to make before starting. Two things are
essential to the sorts of games found in this book: the first is squared paper; and the
second is a clear structure.

Squared paper is indispensable, because it allows you to work out where everything
is going to go on the screen, and to define graphics characters more accurately. For
example, in the ‘Horse Race’ program on pages 76—81 of this book, the horse characters
look quite realistic. The horse was initially drawn, quite large, on squared paper by an
artist friend of one of the authors. This drawing was then carefully scaled down to be
defined as a graphics character. Using squared paper allows you to define the positions
of items on complicated screens quite easily, and so allows you to design programs
which look good when they are running on the screen.

The other thing which is essential to good programming is working with a clear
structure. This is rather like using squared paper. Having a clear idea of where certain
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elements of programs should go makes them easier to write. Although programmers’
ideas about how to create a clear structure for their programs do tend to vary, a few
guidelines can be suggested. Perhaps the best way to set out a structure is to reserve
certain numbers of lines for certain parts of the program.

We suggest you try the following formula which we use in a number of our programs:

Lines 0100 : Pokes to set-up the machine itself, i.e. capslock; colour specifi-
cations. Any machine code elements should be defined as
quickly as possible.

Lines 100-200  : Graphics (alternatively, these can be left until the very end of
the program, at line 9000 onward, as in some of our programs).

Lines 200-700  : Variables

Lines 700—-1000 : Setting up screen; instructions on how to play the game.

Lines 1000—2000 : Main program loop.

Lines 20009000 : Subroutines.

Lines 9000—n : End of game.

You do not have 1o follow the above structure to get a clearly structured program — the
point is that you should have a clear idea of where each element of the program is in
relation to the others. This helps you to think through the problems which writing the
program will pose, and allows you to plan the work properly. The other advantage of a
clear structure is that it allows you to work with a friend or friends on a program,
dividing up responsibility for different elements of the game according to the structure
plan.

The various subroutines which are listed in this book will help you to write games
programs with effective sound, graphics, and action. We hope you find them useful
when you come to write your own games. Good luck!
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Toby Matthews and Paul Smith, the
authors of this book, are both students at
Oxford School.

The full list of games in this book is:

BREAKTHROUGH
SPACE ATTACK
TREASURE HUNT
LIVING DEAD
HELICOPTER RESCUE
SKIING: Downhill Racer
LUNAR ROVER
MISSION IMPOSSIBLE
CODE BREAKER
DUEL

LAZERS

WORD SEARCH
HORSE RACE
MINEFIELD

JACKPOT

MUSICAL MEMORY
SPACE MERCHANT
BALLOON FLIGHT SIMULATION
BLACKJACK
ADJUDICATOR




