
In a computer game you might have to pilot a
spaceship through enemy lines and fire your mis-
siles to destroy a target. The joystick transfers the
control of the spaceship from a finicky typewriter
keyboard into your own hands. It is modelled on
the original pilot's joystick found in aeroplanes.

The joystick plugs into the back of the micro-
computer and is most often used in arcade-style
games. The spaceship, or whatever object the
joystick controls, moves in the same direction as
the joystick. Usually the joystick can move in any
of four directions. When you ease the joystick for-
ward, the spaceship moves up the screen. Elec-
trically there are four switches inside the device
arranged in such a way that when the joystick is
moved one, and only one, of the contacts is closed.
Each switch sends its own message to the com-
puter either up, down, right or left.

Some joysticks also have a button for firing mis-
siles. The button is beside the joystick where it is
operated with the other hand. Or, in the pistol grip
design of joystick, missiles are released by squeez-
ing the thumb-trigger.

The cheaper microcomputers, notably the Sinclair
ZX81 and the Spectrum, don't always have joy-
stick facilities. You either have to type in the
desired directions of motion, using the allocated
keys or else purchase a joystick interface.

The interface is an adaptor that allows ajoystick
to be connected to the computer. Some indepen-
dent companies have produced interfaces for
these machines, but even with such a device the
game's programs have to be written to include
joystick control as well as keyboard control.
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Fast Reactors
Some add-ons that will help the computer games
enthusiast to speed up the action


