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KEYBOARD £25-70

No soldering - just plug in
Proper switches

Two colour legends

RAM/PRINTER operation not affected

KIT €20.50

CASE 1030

EXTRA KEYS
48 P

MUSIC BOARD
3 channels
Kit £16.95
Built £18.95

[he| 10040008 000100040004

IN/OUT PORT CONNECTORS e
24 Lines(in or out) ; —
{Controlled by (BASIC) 23 Way female £2.95 Gettlng acquainted 4.95

Built £16.95 2% Way male 1,30 Mastering machine 5.95

. ) - code
Kit £18.95 20 W R L hacl Programming for real6.95

applications
Tape for above 11.44
REDDITCH ELECTRONICS
DEPT sP Send SAE for free illustrated
21 FERNEY HILL AVENUE catalogue (5" x ")
REDDITCH All prices include VAT and postage.
WORCS B97 4RU Orders under £10 add 40p.

ENGLAND Overseas add £1.80

‘ TEL 0527 61240
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ZX 80/81 HARDWARE/SOFTWARE

'ZX KEYBOARD

Mow with repeat key facilities to add a numeric pad.
The keyboard has all the 80/81 functions on the
keys, and will greatly increase your programming
speed. It is fitted with push type keys as in larger
computers.

The keyboard has been specially designed for the
Sinclair computer and is supplied ready-built. It also
has facilities for 4 extra buttons which could be used
for an/off switch, reset, etc. £27.95. Numeric Pad
£10.00.

4K GRAPHICS ROM

The dK Graphic module is our latest ZX81 accessory. This module, unlike most other accessories fits
neatly inside your computer under the keyboard. The module comes ready built, fully tested and
complete with a 4K graphic ROM. This will give you 448 extra pre-programmed graphics, your normal
graphic setcontains 64. This means that you now have 512 graphics and with there inverse 1024, This
now turns the 81 into a very powerful computer, with a graphic set rarely found on larger more
expensive machines. In the ROM are lower case letters, bombs, bullets, rockets, tanks, a complete set
of invaders graphics and that only accounts for about 50 of them, there are still about 400 left (that may
give you anidea as to the scope of the new ROM). However, the module does not finish there; it also has
a spare holder on the board which will accept a further 4K of ROM /RAM. This can be used witha 1K or
2K RAM chip for user definable graphics, so you can create your own custom character sets, £29.95,

MEMORY 80/81

Massive add-on memory for 80/81.£32.95.

2K & 4K RAM

Static Ram memory expansion for the 80/8 1. They both work with onboard Ram i.e. 4K plus onboard=
BK. This is the cheapest small memory expansion available anywhere. 2K RAM £14.95. 4K RAM

16K 81 SOFTWARE

DEFLEX. This totally new and very addictive game, which was highly acclaimed at the Microfair, uses
fast moving graphics to provide a challenge requiring not only guick reaction, but also clever thinking.
One and two playerversions on same cassette. £3.95.

3D/3D LABYRINTH. You have all seen 3D Labyrinth games, but this goes one stage beyond; you must
manoeuvre within a cubic maze and contend with corridors which may go left/right/up/down. Full
size 3D graphical representation. £3.95.

CENTIPEDE. This is the firstimplementation of the popular arcade game on any micro anywhere. Never
mind your invaders, etc., this is positively shining, the speed at which this runs makes ZX invaders look
like agame of simplesnap. £4.95.

16K GRAPHIC ROM SOFTWARE

CENTIPEDE Graphic ROM version of our popular centipede game.
SPACEINVADERS. The only real version of space invaders on the ZX computer.
Please add £1 p&p for all hardware, Software p&p free. Specify ZX80/81 on order.
ALL OUR PRODUCTS ARE COVERED BY A MONEY BACK GUARANTEE.

[
—
0
w0
o

' - 23 Sussex Road, Gorleston,
Great Yarmouth, Norfolk.
Telephone: Yarmouth (0493) 602453
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(—FULLER FD SYSTEM FOR ZX80/81—

THE MOST VERSATILE SYSTEM FOR EXPANDING YOUR ZX

STANDARD KEYBOARD AND CASE This splendid keyboard and case houses your ZX81 printed
circuit board, which is simply screwed into place, the
keyboard plugs into the ZX. You can now enter data with
ease. The 40 key switch board is a custom unit not made up
Fuller out of other manufacturers parts. The keytops are our own
- — | design and have the ZX Qwerty and functions foil printed
onto them. Access to the user port, TV, MIC, and ear sockets
EEERTETEEREE are as per the ZX case.
T O O O Built keyboard and case £36.70 or £30.70 as a kit plus £2.10 postage

and packing.

EXTENDED KEYBOARD AND CASE The case is designed to house not only the keyboard and ZX

but also our motherboard, power supply, RAM cards and

T 7 two other boards, not necessarily of our manufacture. The
‘ injection moulded case measures 200 mm x 350 mm x

Fuller 60 mm and houses a 42 keyswitch board, the extra keys
- - can be assigned to other functions. The case is supplied
with a “"Power On’’ LED.

[T] =
\E% Built keyboard and case £39.95 or kit £33.95 plus £2.50 postage
and packing. Motherboards £15.95 plus 80p postage and packing.

K J 16k RAM board £35.95. 64k RAM board £79.95,
Ke'.y'board Oniv Available! Send SAE for details to:-
BHPE 2655 FULLER MICRO SYSTEMS, The ZX Centre,
Kit£18.95(+P.P. 80p) Sweeting Street, Liverpool 2. /
2 JRS SOFTWARE

ZX8 1 z g 8 1 ﬁ 19 WAYSIDE AVENUE, WORTHING, SUSSEX, BN13 3JU
TELEPHONE WORTHING 65691 (Evenings and Weekends only)

JOIN T il R
o i 1 BT gt £35 ($69.95)

ZX-GUARANTEED B

(CLUBISDEVOTED EXCLUSIVELY TOZX81)

Jl\LL CJAM Esr PR.OGS (:I LI ARAI\]FL‘,D I:R ROR- Ar ESSENTIAL sdfitain 10 your 1K RAM INDT for 20K 050 AOM
FREE. ZX-GUARANTEED ISNOT JUST GAMES, el EnE I
ITISINTENDED TO BEEDUCATIONAL. i ol
INCLUDES ARTICLES ON BASIC, PEEK, POKE, st s e
MACHINE CODE, FLICKER FREE . e
PROGRAMMING, HINTSAND TIPS, ETC,ETC. el Trh =

MEMBERSHIP IS APRIL TO APRIL, [F YOU

JOIN LATE.CURRENT YEARS BACK ISSUES T p—
WILL BESENT. L % T beed ¥
: ' l . To¢ a4l REE. dwiiy g vt b 4 haracie m :
MEMBERSHIP £5 PER YEAR (EUROPE £6.50) T_N—__Wnl GRAPHICS TOOLKIT R TR
AIRMAILOUTSIDEEUROPE£]1 ST 22 exciting MACHINE CODE rowtines that give you contral s KCrbb =e never befareil

[ZXET - 18K RAM

PLEASE MAKE CHEQUES/P.O./DRAFTS
PAYABLE TO: ZX-GUARANTEED.

SAMPLE LAST YEARS BACK ISSUE £1 PLUS
SAEOR SAE FOR DETAILS.

G. A. BOBKER
29 CHADDERTON DRIVE, UNSWORTH,

BURY.LANCS.
TEL: 061-766 5712

T

ALL FOR ONLY £5.95

WOTELAN: ¥ ingiuy
OVERSEAS CUSTOMERS
PLEASE NOTE you

18§15 BEpoaE
and inclode AIRMAIL pavtage
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TURN ‘LISTINGS'INTO

DYNAMIC ZX GRAPHIC PROGRAMS.

All you need is a pencil, ingenuity, and Print 'n’ Plotter Products!
Within hours you'll discover all sorts of ways to change “words” into computer “pictures”
and produce really dynamic programs!
| You can do it easily with the help of 2 PRINT ‘N’ PLOTTER
| JOTTER and FILM.
The JOTTER is a 100 page Graphics Pad designed for the
ZXB1/80. Every page has a PRINT and PLOT grid showing
| the screen locations. |t tells you any part of the screen in
| seconds, and gives you a ‘sketchpad’ to produce incredible
graphics for games, business programs, information
panels, 1abulations — everything the normal ‘listing’ lacks!
PRINT ‘N’ PLOTTER FILM is used with the JOTTER and is & matt, transparent, film
version with identically-sized grids. Use it 1o co-ordingie PRINT or PLOT, or use it to ‘copy’ QUNERS
photographs, maps, charts, lettering or illustrations to use in programs. You can draw on the matt
surface, and rub-out or wash it and use again! Print 'n’ Plotter products will help you produce
dynamic pragrams, whether you're converting existing listings or writing an onginal,
', Ask for them at your local Comp Shep, or send 1oday for mail order

e ——— — s s e e e e

1 i i
| If you do not wish 1o use this coupon write, stating your requirements,

"I mme= | To: Print 'n” Ploner Products (5P 19 Borough High Street, Landon SET 95E
Flyleaf | “ ! Pleasa send me JOTTERS @ £3.50 Piease sand me FLMS @ £2.25
cover. ¥ Pleasa send me MANUALS @ £1.00(£1.50 if ordered without JOTTER or FILM)
Hemitiance enclosed Bill my Access/Visa No

Zhole® | e |\ Keyboard.| e

ched. a MNumbered ]
ad e g PRINTGrid. lI Program | Adsess Pﬂ ,nlﬁer

PLOT Grid. ki b ﬁts
100 Sheets. Size A4. | Node: Deders are usually posted within 48 howrs of receipt. If you regquire 151 Class post please add 50p to order rod
Board backing. — e — —— e —— — e — e — —— — _]

—
Mvailable at « Bulfer Micro Shop 374a Slro'lllnlr Migh Rd. London SW16 !)clmp £ Bmﬁulleu?{‘ arihusian St London ECL = Microware 131 Metton Rd. Leicester.

1K Z x ADULT GAMES
FOR JADED MINDS. BAD
TASTE 15 OUR SPECIALITY
5" CAR.AYBRINS
£3

ACNE VASECTOMY SMUT HITLER

ADVENTURE GAMES

Mission of the Deep. Fight your way through
giant crabs, eels & explosive cargo to get the
radioactive device. 16K £5.95,

Nightmare Park. The keeper challenges you to
match your wits against unknown odds. No
human has succeeded! 14K £4.95.

Warrior. Find and rescue your princess and
battle with monsters, 3 dimensional display.
16K £4.95.

SPACE GAMES

Space Invaders. Fast interactive graphics, on
screen scoring, destructable protective shields.
1K £4.95. Super 3K £5.95.

Space Rescue. Save your crew from the planet
surface, avoiding the moving stars. 16K £3.95.
Planetoids. Skilfully plot your craft through the
Asteroid Belt before your energy runs out. 16K
£3.95.

16K RAM Pack

assembled, tested and cased
£37.50 inc (P&P) Allow 21 days delivery

All supplied on cassette with instructions
send cheque, P.O. or Card no. with order

DOLE ROYAL FLUSH REAGAN

casielte Ma, 2
tor the over 18

BEDUCTION E.ONCEP“ON BIRTH Buscs Puse

ON THE JOB DR, DEATH

““”’ i T“E BIBLE
cmr( o
.OD

““ 4

GENESIS ADAM:EVE NOAH LAGUES EXODUS

— L

HolyMoses SODOM GOLIATH JONAH  Bethlehem

26 Spiers Close, Knowle, Solihull
West Midlands, B93 9ES, England

TIHGRDTGES
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prices include bizarre audio intros. revoltingly descriptive instruction postage &
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Cox of Appleby is a self-titled

version of 1K ZX-80 Space
Invaders. Five Chasvaders are land-
ing on earth and you—equipped
with the best technology earth can
muster, a 1K, old ROM ZX-80—must
stop them. Unfortunately, the game
is impossible to win, because if you
destroy them all they produce
another five. That continues until
you are blown up or the Chasvaders
land.

You have two missile bases—
earth has spared no expense in its
defence. One of the bases is position-
ed somewhere beneath the invader
on the right and you have to wait
until it is directly above you to fire,
which you do by pressing F. You
have only five shots for each brace of
Chasvaders.

The plucky player scores 200 for
EVETY Chasvader destroyed,
although you lose 10 points for every
shot you fire. There is a bonus of 50 if
you shoot all five invaders, making a
grand total for the round of 1,000.
The highest score we could obtain
playing the game in office was 3570.
Try to beat that.

Keeping pressing NEWLINE over
and over again to keep the invasion
under way, unless you want to fire,
when you press F before NEWLINE.

FROM 15-year-old Charles King-

10LET A=0
20LET B=0
JOLETC=0
40 LET D=0
S50LETE=0
GO0LET B=B+1
70LETF=15
80LET G=5
90 GOTO 180

shift G)";

110 RETURN

120 FORH=1TO18
130 PRINT *(2 shift G)";
140 NEXTH

100 IF G >0 THEN PRINT *(2 spaces shift G D

150 RETURN

160 PRINT

170FORI=1TOE

180 IFE=0THEN PRINT

190 NEXTI

200 LET |= RND{4)
210FORK=1TO]

220 PRINT "(single space)":

230 NEXTK

220FORL=1TOG

250 GOSUB 100

260 NEXTL

270 FOR M=1TOF

280 IFF>0THEN PRINT

200 NEXT M

300 1F RND(15)=5 THEN GOTO 5890
310FORN=1TOG

320 PRINT (5 spaces]";

330 NEXTN

340 PRINT “[Shift F Shift A Shift D)”
350 GOSUB120

360 PRINT

3701F A=0THEN PRINT “(Shift F Shift A
Shift D)”

380 INPUT OF

390 IF D=5 THEN GOTO 410

400 IF O%="F" THEN GOSUB 540
4101F F=1 THEN GOTO 480

420 LETE=E+1

430 LETF=F-1

440 CLS

450 GOTO 160

460 PRINT"HARD LUCK,"; G: ** OF THEM
LANDED

470 PRINT*{B*1000) - (G*200] = (10*D); **
POINTS"

480 STOP

490 PRINT "WELL DONE, YOU"
500 PRINT"GOT THEM ALL"

510 INPUT P§

520CLS

530 GOTO 30

5401F =3 THENLET G=G -1
5501F]=3 THENLETC=C+1
5601F C=5 THEN GOTO 480

570 LETD=D+1

580 RETURN

580 FORQ=1TOG

600 PRINT "(5 spaces)™:
BIONEXTQ

620 PRINT “(Shift M Shift H Shifi N)”
630 GOSUB120

BAOLETA=A+1

650 PRINT "YOU GOT BLOWN UP"
6601F A=2 THEN GOTO 470

670 INPUT R&

680 CLS

830 GOTO 170
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10
20
30
40
50

60

70
80
30
100

110
120

130

140

LET X = 0
LET N = X
LET ¥ = X

LET M = X

PRINT AT M,N:"your own choice

of graphic, start with a full stop"
PRINT AT Y,X;"graphic 1" (that is, the
graphic available from key 1)

PRINT AT Y,X;"graphic 2"

PRINT AT Y ,X:"graphic 3"

PRINT AT Y,X;"graphic 4"

LET M = Y

LET N = X

LET X = X + (INKEYSZ = "8" AND X
< 29) - (INKEYE = "5" AND X > 2)
LET ¥ = ¥ 4+ (INKEYE = "&” AND'¥
< 18) - (INKEYZ = "7" AND ¥ > 2}
GOTO 50

on a 1K ZX-81, draws pictures

with a difference as the cursor
is already bouncing and dancing
over the screen before you input
anything. Its direction can be con-
trolled using the cursor keys—s5, 6, 7,
a.

The cursor starts in the top left-
hand corner of the screen but that
can be changed easily by altering the
zero in the first line.

Bounce-a-Pic is from The Gateway
Guide to the ZX-81 and ZX-80 by
Mark Charlton. Published by Inter-
face, 44-46 Earls Court Road, London
WaBE].

BUUNCE—A—PIC, written to run

SINCLAIR PROGRAMS May/June 1982



NOTHER game for 1K ZX-81
A is Spaceys, in which a space
ship cruises overhead. Using
the 1 key will fire a missile, repre-
sented by an asterisk, which can
then be guided using the 8 key for
left movement and the @ key for
right movement.
" When 200 ships have passed over-
head your score and the best score so
far are displayed. Hitting the middle
of the ship scores 25 points, while
clipping the ends rates 10. The
missile can be guided both on the
ground and in the air.
Spaceys is from The Gateway
Guide to the ZX-81 and ZX-80 by

SINCLAIR PROGRAMS May/June 1982

Mark Charlton. Published by Inter-
face of 44-46 Earls Court Road,
London W8BE],

SPACEYS
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OAD RACE is the most out-
standing  program  using
moving graphics and fitting
on a 1K machine we have seen so far.
The object of the game is to steer
your car, represenied by an inverse
H, on a twisting road while avoiding
other cars which appear at random.

The car moves forward auto-
matically but can be steered left and
right by using the cursor controls—
keys 5 and 8. If you crash into
another car or run off the road, the
game stops and your score is dis-
played—top score in the Sinclair
Programs office was 66.

To keep going requires some skill
and for once it really is a game which
can provide hours of amusement.

Road Race was one of three
James submitted by David Looker
and son from Swindon, Wiltshire.

10

.-_J
/ _.-'*!‘."3‘
>

u”

18 LET pl
2@ LET i
=@ LET
48 LET -
5@ LET el
aB LET 3 reder
8 LET b
g8 LET e
e8 LET j=p+ (SGKMN (CODE "B " -INT
IRND+CODE "3 ) 2 (NCRI N X)) +1
M=R1l - iN=X)
186 SCROL.
iAi@ LEV ¥
f=""5"]
IiZA IF RRNE:
+N+ (INT (RND=x
i3 PERINT F
T Nt
i LET F=
1528 LET U=
LETE2 2256
igE@ IF W<
‘B THEN G
178 FPRINT
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ROCKETATTACK

N Rocket Attack for 1K machines
I the player is in control of a guided
missile launcher defending the
shores from air attack. A rocket
launcher is situated at the bottom
left-hand corner of the screen, while

18) +

B THEN FRIN

enemy planes approach at random ,‘ z S
height from the right. daa

To fire, the P key is used and, | .22° 2 _ R

5 % 230 1F IMKEYS= “"F’ THEN LET D

when depressed, a rocket is | 5.4, _
launched, rising at 45 degrees. The ase LET_
rocket will continue its advance only ide CeT
as the key is depressed, so there is a eé LET
measure of control over its progress. a8 Fax =
Aircraft can be destroyed either by 5
scoring a direct hit or by leaving the

rocket in the path of the aircraft.

Rocket Attack was submitted by D LOCK uses a FOR and NEXT
E Healey of Coseley, Waest loop in which to keep the time
Midlands. rather than the more conven-

tional PAUSE statement, result-
ing in aclearer screen display.

Running in slow mode, the
program does not include seconds
and, because of zero suppression, the
time entered as 10.09 will appear as
10.9.

According to author Chris
Hutchin of Cirencester the clock is
accurate to a few seconds a day. To
start, type the usual RUN and, when
prompted, put in the hour and then
the minutes. Use BREAK to get out
of the program. It will run on
1K machines.

4 LET L=1
X PRINT "HOUR 7"
1@ IMFELUT ¢
18 PRINT "HINUTE
FO INFUT H
=5 CLS
= iF & THEM GOTC 108
=8 PRI 1B,18,H; ": " H
Bd LE
6@ FO
7O MEX
88 GOT
100 LET
185 LE
il@ IF
i=0 CL=
i 13@ GO
A

SINCLAIR PROGRAMS May/June 1982 11



)~ TR = T 1) g
EREADSRE G

Lo

n

e
Yo kaja

£ Cheps

Joi

Hannme

U=

m
e o
o o e

s ok

™
e o o
W e ok

==~
o
OmD

INT

B Do unu
moEs D

Dn

+1

R
SN MR

=

=

= F

B=B+1

2T B

el
.
|

a0 M
izl
34

i
i

52 ]

INKEY $=""

$et ok ko ok

%

;+._;

o o o

{RND x4 &8}

=

LT

T

e

THEN GOTO 1920

W ek ook e

e

f
Wk ok R o

THEN LET B=B-

C=C+ {INKEY$="8") - [ INKEY

eyt
BT B.C:" =

RAVITY for 1K ZX-81s envis-

ages aliens spreading rubbish

across the universe. Your task
is to take control of an earthling
dustbin and clean the solar system
after a particularly raucous all-night
party.

Gravity fills the screen with dibris
initially and then gives you your
waste disposal unit hich begins to
move down the screen quickly due
to the gravity in space—surely some
mistake there? Using keys 6, 7 and 8,
the dustbin can be moved left, right
and up respectively but should you
run off the screen, the game finishes.

The program was sent in by Paul
Ralphs of Manchester who, apart
from re-designing the laws of astro-
physics, made the game exception-
ally difficult by giving the player an
invisible dustbin. To help beginners
we have inserted an asterisk but
when you feel sufficiently confident
delete the asterisk from line 130 but
leave the two spaces.

SINCLAIR PROGRAMS May/June 1982



St

i
: s s

Af i B e

20

W d A

0

- "ESTTERM--NUBER TV
¥

TSTRING LENGTH 7¢
F

PZ Py,
v’

&
5

s
1L/

l, ;’

; ‘..:,lr 4
.

Ll

SINCLAIR PROGRAMS May/lune 1982

diNdillvd
1VSAAAINN

NIVERSAL PATTERNER is
for 16K ZX-81 users and pro-
duces patterns at random.
Author W. S. Hearn, of Ilford, Essex,
states that more than two million
designs can be printed on the screen.

Each pattern has a number and
string length printed at the bottom,
socan berecalled and adjusted using
those numbers. Answer N for No
when asked if a random pattern is
required and then input the
numbers.

o

-
&



) IGHTFALL requires 4K RAM
| i = . ) _ E— = and involves blowing-up sky-
: |

| —==0)

scrapers from a glider flying
over a city. You start by entering a

1 number between sero and 10 to
define how high you want the sky-
— == scrapers built. The glider is repre-
=l Sented by an inverse plus sign and
flies from left to right, getting lower
each time it goes across the screen.

Because of the gradual loss of
height it is imperative to eliminate
the more protruding buildings
before you crash intothem.

Pressing O will release a homb
and only one bomb may be in the air
at a time. Points are scored for each
portion of building destroyed. to
start the game again after reducing
the city to ruins and landing or
crashing, enter a new level of diffi-
culty tothe display file.

Nightfall was sent in by Tim
Rogers of Richmond, Surrey.

Nightfoll © Tim D. Rogers 1982

1 LETT=0
2 GOSUB 1000
10 LET A =PEEK 16396 + 256 * PEEK 16397

+1

| | II " 'I 20 LETA1=A+724
I ' 30 FORB=ATOA+m1
il U1l | 40 LETG=(INT(RND*10)+E)*33
| I 'l | | 45 IFB=AORB=A+31 THENLETC=660
|
| |

50 FORD=BTOB+CSTEP33

680 POKED,128

70 NEXTD

B0 MNEXTB

90 FORB=A1-31TOA1

100 POKEB,. 128
| 110 NEXTB
|, 130 LETF=A
(| 140 LETD=0
I| 150 LETH=F

[ LLELELEL T
| " I ¥ 160 POKEF. 128
| . [ 170 LETF=F+1

H I "“I 180 IFPEEK F=118 THEN GOTO170
TR HARRR | |||||

185 [IF PEEK F=0THEN GOTO 600

180 POKEF, 149

200 IFD=0ANDINKEYS$="0"THEN
LETD=1

205 [IFD=0THENLETH=F

210 IFD=1THENPOKEH, 128

220 IFD=1THENLETH=H+33

225 IFH>A+893THENLET D=0

230 [FD=1ANDPEEK H=0THEN GOSUB
500

240 IFD=1THENPOKE H, 155

250 GOTO 160

500 FORG=HTOA+693STEP33

510 POKE G,128

515 LETS=S+1

520 [FRND= 9 THENGOTO540

530 NEXTG

5400 LETH=F

5500 LETD=0

560 RETURN

600 PRINT AT 0.0;"SCORE: " S,

605 [FT<STHENLETT=S

610 PRINT"HI-SCORE:"™T

620 GOTO2

1010 INPUTE

1020 IFE<00R E=> 10 THEN GOTO 1010

1030 CLS

1035 LETS=0

1040 LETE=10-E

1050 RETURN
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Star Map is another display pro-
gram which draws pictures on your W L0
screen, if left to run for long enough. ‘5;; ;3:: S = : H, "ﬂ
It sets up a blﬂ‘ﬂk reclangl& and pE'U: 4 PRINT "inve :L__.‘; --‘}U-'l-':L’,“;
ceeds to PRINT AT and unPRINT 54 NLXT 8
AT stars into a black void. 64 NEXT A Eqanll ¥
The programs are from Ge”jng d PRINT AT "H:f* _':!, :ENEJ*_E1;“]..||'J|.L=!I ar;l:.:‘lll:i-.
: i X gl B PHINT AT HRND* 9, RNUO*31;"inverse space
Acquainted with your ZX-81 by Tim ag ) ; o =
Hartnell. It is pLIh“RhB(] h“\" II]lE‘f‘F-‘:IE_',E 10d )- these two lines are the same as line BY
of 44-46 Earls Court Road, London 1@ PRINT AT 1,%;"inverse space” ..
WaEBE d costs £4.95 12d PRINT AT 1,1;"non-inversa asterisk
i],and costs £4.95. 130 cuTo 74

b .‘:ﬁ;’;:ﬁl
i’/

7y

iy .I / 7 r
Irivle,] i
iy P A
A
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\

as aJQ--

ung 88y ¥J

he'e \N ~— Twinkle twmkle

» I 3%

up
l

POLTRY
POLIRY
POLTRY

adn't used Waker

PrOOfglue

& mn \7\'\25 2

ea-Crd
lkeares-tr2f

ort, fat 3

VALIANT attempt to write
Apnclry within 4K is made by

Poetry. It is very slow, taking
up to five minutes to write a single
poem, which fills the screen. The
words used are stored in four long
strings and the computer searches
the string until it finds an asterisk; it
then uses the word which follows
that randomly-selected asterisk.
From time to time the ZX-80 will
stop writing to let you admire what it
has written. A tap on NEWLINE will

re-start it. To make it run on a ZX-81,
change the way randon numbers
are generated and change lines 70
and 140 to LET A$=A$(2 TO).

Change all the asterisks in the
strings into the letter X and change
the 222 in lines 90 and 150 into 63. If
yourun itin slow, delete line 120.

Poetry is from the The Gateway
Guide to the ZX-81 and ZX-80 by
Mark Charlton, Published by Inter-
face of 44-46 Earls Court Road,
London W-6E].

*PARTING*TWILIGHT*VERDANT
FIRE*STREAM*PEBBLES*SUNLIGHT
*MORNING*FOREST*GLADES*CLOUDS *
EVENING*DAWN*FRIENDS*PATH*VISTA""
END{l3q)+ 3

10 RANDOMISE 21? RETURN
20 FOR B = 0 TO 3 220 LET AZ =
30 GosuB 200 :
40 , JIF--BND{3) =1 'THEN GOSUB 200 ! *THE
50 LET N = 3*C/4
60 FOR D =:N TO C
70 LET AZ = TLS(AZ) 225 LET € =
80 NEXT D 227 RETURN
90 IF CODE(AfF) = 222 THEN GOTO 140 230 LETAS =
100 IF RND(20) = 1% THEN PRINT
110 NEXT B
120 IF RND({4) = 2 THEN INPUT BS
130 coTo 20
140 LET AS = TLE(AE)
150 I'F CODE(Ag) = 222 THEN PRINT " 235 LET ¢
160 IF CODE(Ag) = 222 THEN GOTO "100 237 RETURN
170 PRINT CHRE(CODE(AZ}): 240 LET AF =
180 GOTO 140 IN
200 GOTO 210 + 10%B
210 LET A = "THEN*AND*BOTH*FOR*TO*
BUT*TF ONLY*YET®AFTER*BEFORE™® SILVER*"
HOWEVER*SO*IN CASE OF*AS IF* 245 LET C =
TEx 247 RETURN
215 LET € = RND{73) + 3

SHARING*SHADOWED* ASKING®*FEARING™
HOPING*SIGHING*STROLLING®
OVERHEADP*LOOKING*LANGUISHED*
CRYING*PASSING*DREAMED*BEGINNING*
TURNED*MOVING*RETURNING*"
AND(138) + &

"EMILING*GENTLY*QUICKLY*
FEAR*SADLY*WITH SORROW*
PEACEFULLY*TOGETHER*S LOWLY *

BRIGHT*EARLY*AWAY*ALWAYS*

RND{94) + C

RS*LOVE
PASTURES

"EYES*FERNS*LOVE

"GLANCED*APPEARED*

16
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1K program from Looker and

son. This is a superior version of
the lunar landing game. Your space-
craft is 600ft. above the lunar landing
pad and descends automatically at a
velocity of 20 feet per second.

The initial fuel reserve is 130
gallons and to achieve a safe landing
yvou must fire your retro-rocket
thrusters—by pressing the T key—to
slow the machine and, allowing for
the random drift of the spacecraft,
attempt to land on the landing pad
displayed.

l UNAR LANDER is yet another

SINCLAIR PROGRAMS May/lune 1982

Lunar Lander displays remaining
fuel, altitude and velocity in the top
right-hand corner of the screen,
while the spacecraft descends on the
left-hand side. Too much thrust and
the spacecraft begins to ascend,
shown by a negative velocity read-
ing, while too great a speed in land-
ing causes a crash,

FUEL 1i@
ALT 300
LE| 35

n
!
zl

=|
=CODE “k"

& LET F
8 LET AWCODE “e=¢
1@ LET B=R
15 LET C=CODE 2"
28 LET uU=R N
o998 GOTO F
48 LET Z=A
5@ LET T=M-H
B2 LET A=INT [(A=UsCI&(A>=U,C)
H?ﬁ gREN’T AT B-Z,M;* "iAT B-
4 SHE

f5 LET N=N+RND

@ PRINT AT B—H‘N"'ﬁ"
-j.bﬂ IF INKEY$="T" E—'Id »=mCODE

ias

B-A+H

THEH LET TaC0)

E
IF T=CODE ** THEM PRINT AT

H4H; U™

118 LET Pur-T

2
3a

1
i
g T

.i8e

i16@
i7a
208

@ LET U=sU4+CODE *

=T
M,B:FUEL ~iF;" ":

"PARCE T TITAR Bl -uEl
*H=H THEHN GD"i’D CODE "C"
IF U>B THEN GOTO CODE “CO3

PRINT AT HM.H;:"LANCED"
aSTOP
PRINT AT M,H; "CRASHED"

PRINT AT

-




S5 COMMANDER of a Force
AFieId which guards a city you
have to defend it against a
squadron of hostile UFOs. The force
field has to be controlled to destroy
enemy bombs before they hit the
city. If the field is activated too soon
the power is dissipated and will not
destroy the bomb.
The radar screen identifies each
UFO with a number from 1 to 9 and

you have to hit the correct number

key to identify the UFO which

dropped the bomb when it enters the
force field. There are four levels of
difficulty.

The program has been supplied by
Video Software of Stourbridge,
whose ambitious products include a
financial  modelling  package,
graphics, a private version of
teletext/viewdata (sic), and games
ranging from sports to the Stock
Exchange. All are available on the
ZX-81 and most on the ZX-80 with
8K RAM.

BB LI - O 5 0 0~ O 0 LD b

T 8 98l D ) B B L300

ige UNPLUT UFO$5,36-5

1B@ NEXT

208 IF SEUE (IHNKEY $) -28=UF0 THE
eia Fuﬁ I=l TO (IS-DIFF)38) -HIS

N_GOTO
229 IF CODE (IMKEY -28=
4 GETO oy 31 =2R=UF0 THE

=
GDSUB Saa
LET H155=ﬂ133+1
RETUR

12, uFo:3-1; e

s3@ 12 ,UFO83=-1; "
Eég 12, uUFDs3-1; BN
A
%2 & 12, UFOsa- 1; -
12, UFOE3-1; "
s50 Lk :

1852 GosuB

1875 GOTO 100

1088 CLS

18685 PRINT "COMMECT RECORDER P!
TYPE 2

1292 INPUT Q%

189S GOTO 4@

1iae REHN [EEENENEERCETRIES

1185 CLS

éélﬂ IF HIT({HIBIFF} THEH SO0TO 131
112@ LET HIDIFF) sHIT

é§$ﬂ FPRINT "YOU HALE A HIGH SCO
1148 PRINT "“WHAT I3 YOUR MHAME™™
1158 INPUT L3

1155 LET H${DIFF) =G%

i1l1ga GD‘SUB b=l

1178 oTO 10aa

Zeaa REH

2881 REH

2202 REM

ZRes LET

2B4a GOSUS Sagd

258 LET IT=

2BER =@

20768 GCOSUB 320D

2088 FOR B=1 TO Se@

2098 REH :

2188 REHM BOHBS

®11@ REH

2115 sLOU

2128 GOSUE 109

2138 PRINT AT 11,288, INE EIT:
2138 RINT AT 12,28 e
2148 EX

215@ PH‘INT AT @, 0 " EEEE
2168 INPUT L%

2178 RETURM

=283 REM

3031 REM

3082 REHM

3140 FOR L=1 70O 4 STER 2
3128 FDR C=L/3%d TO =27 STEP &
2130 EM- i

314@ HEH SPACESHIP

315@ REH

S16@ GD&HB 4208

3180 NEXT L

519@ FOR L=1 TG FF

ZJ2ea FOR L=1 TO FF
ER NT ﬂ1_1

3230 PRINT AT 11,2, e
4300 PRINT AT 18,0
3318 PRINT AT 20.0
3328 PRINT AT
F530_FRINT AT ©,9;"

G INPUT Ls
S35@ PRINT AT @,8; "

336@ RETURN

40 REM
4@ REM
4d2 REM
418 PRINT | &5~ JCHRE (IC+
21'/3+156); "a "
AT L+l,C; " "=

PRINT
4A3A HEEURN
RE| H
REHM EHD SPRACESHIP
REH

PRESS MsL WHE

OU ARE IM COMHAMD

![ FIELG. IT IS FROTE
CITY FROM ATTRACK B
UFDS. THETR BOMES

THE FORCE FIELD. v
THEM BY CONCENTRAT
FORCE AROUNG THE B
PASSES THROUSH THE
5088 PRINT
£21@_PRINT IF ¥OU FAIL THE CI
5 ROYED AMD WITH IT

UHICH DRIUES THE =

TO HELP YOu DEFERT

THE ENENY B0
6@ PRIMT ~J YOU HAUE A RADRR S
CREEN I:'ISF-’*
7@ PRINT "M PLAYING THE BRTTLE
5380 PRINT TH OF Kevs ToO
s ;
THE FORCE MW" " ERiTys
5258 PRI ‘x FIELD.
5308 PRINT ‘ﬁ
& BRINT
NEUT L&
S e
5358 PRINT B WHEM AM EHMEMY UFO
BELERSES n &
36@ PRINT "l BOMB vou MU i
T T Wy s
"B UFO - THEY HAUE Mu
HBERS 1ss. &
Z38@8 PRINT "B WHEN THE BOME IS I
8338%-RinT & rorce rFie
= 55
THE RIGHT !n At
5488 PRINT " KEY TO CESTROY IT.

S41@ PRINTE

5428 PRINT TOD SOO0M AMD OLU 12
FIELD. TOO LATE AM

YOU HMISS.
5¢SG PRINT

LEFEL]

RRAEE I
P HIP) PP AP 8
8 IRl B0 e e

SEE0 PRI

5578 PRINT

5580 RETURM

2008 REM

62881 REH

S@B2 REM

21 s

ngg PRIMT “CHOOSE DIFFICULTY LE
£@3Q PRINT

E248 PRINT i. EAsY™

225 PRINT "2. HARBER™

EDE60 PRINT S« DIFFICULT"

8278 PRINT “4. IMPOSSIBLE™

G280 PRINT

SSHQJER:NT "CHODSE LEVEL {1.2,.3

% SCORE B
9058 FRINT "W "
I ‘To lf TAE & “iHEL
B i PHRE el o) T E

NT B 5

&
o
i
L]
ul
o
n
I
.

COf Qo™ o
o -
i S
28 8
TZ T
om o

X

4

F

@38 PRINT I FORCE-FIELD HMEM
S48 PRIMT *

Y258 PRINT

PRE2 PRINT “H 1 INSTRUCTIONS
Sa7a PRINT =2 PLAY THE GRHE
FGBG PRINT -h 3 RESET HIGH SCOR
999@ PRINT " 4 SAVE THE GAME O
Biﬂﬂ PFIIN'I' 'ﬂ-

Bliad PR ¥OUR SELECT IDN
(lrs2/374)

91, In (o]

2138 IF CODE Iﬂ-)tﬂub! L g Gl

gggﬂ (%) >CODE  ["4™) THEW ﬂﬂTD ﬁ
2140 LET H=CODF (@& -39

9158 RETURN

18
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_ INE DRAWER provides free-
:laf,; ;:;\j;‘: format drawing with any
3@ LET character or characters you
d@ LET wish to select. Having entered your
S@a GOT! chosen symbol, use the cursor
E'l_,g IE“EE%: ) controls—keys 5, 6, 7, 8—to draw
88 IF THNEEY:="" gND Q28 THE pictures on a square slightly smaller
M LET R=R+1 . - < S than the screen. To change charac-
R ARE Bes THEN ters, press key 1. ]
EB<s@ THEM The program will run on 1K
o machines and was sent by 16-year-
B<rx2@ THE old Stephen Adams,
FRSUB B8
UM

-
i

T
L -

f

NWAVVIER
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BOMB

HE IDEA of Bomb is to blow up
T undefined enemies, represent-

ed by an inverse space. Your
bomb moves across the top of the
screen and pressing any key will
release it. Only one bomb can be in
the air at any time, limiting the
attraction of the game, but it will run
on 1K machines.

For those with slow mode the
PAUSE and POKE may be removed
by deleting lines 100 and 110. Bomb
was submitted by David Goodup.

3 (50 S O T T
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DDING MACHINE allows
Ayou to keep a running total of

your  expenditures and
income—income is entered as a
negative figure. First enter the
amount of money involved—press
NEWLINE and then enter a descrip-
tion of the item. As it stands the pro-
gram will off-load each item auto-
matically to a printer with a running
total, though those lines can easily be
deleted and the same information is
displayed automatically on the

i

|~2

L

]

'xM A

[\

SCreern. '-—-_D (;;r:.; v
. . » a \“. - e mnnd L4 (5
Adding Machine is from Mike
Salem of Hilderbay Ltd. CHIEF CATHIER ANGE 144747
1® REM ADDING MACHINE. 240 SCROLL
20 REM HILDERBAY LTD 1982 258 PRINT
=3 REM 260 LPRINT
48 REM SOMETIMES EUEN UERY SIM 278 LET SuUM=8
PLE PROGRAMS CRAN BE REALLY USEFLU 288 INPUT X
2685 INPUT o%
56 REM 298 LET SUM=5UM+X
68 REM 3808 SCROLL
78 CLS 318 PRINT X;" ";6%.,SUM
8@ PRINT_ "ADDING HMACHINE, BY H 320 LPRINT X:" "“;@%.SUH
ILDERBAY LTD"“ 338 BOTO =280
9@ PRINT 5@ SRAUVE “RDDER"
1868 PRINT E@G1 RUN
11@ PRINT “ENTER NUMBERS TO &DD
FOLLOWED BY » PRECEDE NU
MBER BY MINUS SIGN ""-"" ToO SU=ET
RACT IT.™
112 PRINT RUNNING
114 PRINT "AFTER ENTERING EACH RDDENDS SLiM
NUMBER YOU MAY (OPTIONALLY) ENTE
R A FEW CHRARACTERS WHICH WILL B& 58 RENT (==
PRINTED. THEN PRES:S RSN Rco 4% FOOD 131
IN. ™ 37 ELECTRICITY 168
128 PRINT ~48@ SALARY ~-Z1l2
1380 PRINT “ENTER EiEsig (= 52 PHOME -252
FTER LAST NUMBER.,"“ 258 ACCESS =]
132 FPRINT AT 21,@; "PRES5S55 & KEY
TO START."
134 PRUSE 4E4
14@® REM
158 REM ALL SATEMENTS WITH NUME ADDENDS SUM
ERS BELOW 178 CAN BE DELETED.
168 REM 85 RENT =1
178 CLS 45 FOQOD 154
180 SCROLL 37 ELECTRICITY 163
180 LPRINT , “"RUNNING" -48@ SALARY -312
218 SCROLL 52 PHONE -25@
2268 PRINT "ADDENDS'", “sSuMm" 258 RACCESS a
2530 LPRINT "“ADDENDS™, “auM- -523882 POOLS WIN
SINCLAIR PROGRAMS May/June 1982 21




mathematics homewaork,

Quadratic Equation may pro-
vide a little relief. Both roots are
printed if there are two real roots,
while one root is printed if they are
equal and both the real and imagin-
ary parts of imaginary roots. It is
clear from the output which roots
are printed.

Quadratic Equation is from Getting
Acquainted with your ZX-81 by Tim
Hartnell. Published by Interface,
44-46 Earls Court Road, London
WB8BE].

FOR THOSE struggling with

QUADRATIC
FQUATION

PRINT "“LNTER A"

INPUT X

PRINT X, "LNTLR B"
INPUT ¥

PRINT v, "eNTLH C"
INPUT 2

CLS

LET ¥ = ~ Y/2/X
LET 4 = Y®Y - 7/%

IF O = { THEN GOTO 2¢d

IF Q> ¥ THEN GOTO 3uy

LET £ = sOR (-0Q)

PRINT "IMAGINARY ROOTS:"
PRINT ""REAL"™ ROOT * ";v
PRINT "IMAGINARY RODT * ";¢
sTOP =

PRINT "“LQUAL ROOTS: * n.y
sTOp i

PRINT "HLAL ROOTS:"
PRINT ,Y + SQH ()
PRINT ,Y = SQH Q

L]

2
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UEST is an adventure pro-
gram based on a journey
through a cave system, the

objective being to amass a
personal sum of £100. Money is
gained by killing monsters and you
start with a strength rating of 20. On
being attacked by a resident
monster, any instruction which
takes the fancy may be entered, so
long as it does not begin with the
letters R or G.

Thus, instructions such as shoot,
hit, stab, bash or, for the gentler
among you, perhaps even tickle, may
be entered and a random score is

SINCLAIR PROGRAMS May/June 1982

assigned to tell you how you fared.

Weaker monsters can be killed by
one action but each attempt reduces
your strength rating and when it
equals zero you are unfortunately
extinct.

Having killed a monster you may
rest (key R), which gives you two
strength points, or continue (key G)
but resting involves the danger that
another monster sneaks up on you.
Finding a magic ring makes you
invisible and you can run away in
the middle of a battle. A magic staff
(key G) doubles fighting power for
the rest of the game, while a magic

potion doubles strength only for that
attempt.

If strength diminishes during a
battle, a sum of money can be traded
for strength by typing Change as a
course of action—£1 equals three
strength points. To clear the pro-
gram, press Stop.

The program is from a tape of pro-
grams produced by Richard Sheperd
Software of Maidenhead, Berkshire.
Called Bargain Bytes 1, it comprises
eight programs—five games and
three covering bank accounts, work-
ing-out loans and foreign exchange
conversion. It costs £5.

23



The Program

UNFORTUNRTELY , THE DEﬂDLY RATTLES

NAKE

HAS JUST KILLED

X

HOWEVER, I LIKEP THE WRY YOU

PLRAYED S0 I AM GOING TO OFFER TO
REIMNCARNATE YOU
FPRESS NEWLINE TO CONT INUE

919REH "COPYWRITE R..J.3SHEPHERD
iga2"

75 LET KE="UNEXPFPECTEDLY™"™

2@ LET =&

85 LET F=@2

o LET C=8

S22 LET CH="G"

as LET L=@

a5 LET J=@

iegad LET D=2@

12l GOTO 3288

183 LET H=8

1284 LET L=2

1@s CLS

it PRINT "THERE IS NO DRANGER.L
ILL YOU REST OR GO ONT"

107 INPUT C%

188 IF J=1 RND CH (1l =""6" THEN P
RINT "YDUHCQNNUT 0 ON BECRUSE O
o] A", HS

189 IF CHil)="R" THEN LET D=D+2

11@ IF CHil) ="R"™ AND INT (RND#%1
@) > THEN GOTO 1@e3

111 IF J=1 HND C&s(1)="06" THEN G
OTO cez2e

112 IF CH({l) ="R"™ THEN LET K="l
HILST RESTING"

»113 IF C% (1) ="0G" THEN LET K$="U
NEXFECTEDLV"

114 LET X=INT (RNDE#1G)

115 CLS

116 LET MH=@

117 IF Cr=1i@d THEN GOTO 2508

1ig8 IF C3i{i)="R" THEM GOTDO 1282

119 IF INT (RMND=212)>5 THEN GOTO

[=1=]s1s)

=28 GGQUB l@@ﬁ+(1@3*!)

122 LET Cs%=

127 IF M»=1 THEN GOTDO 140

13@ PRINT "YOU BRE RATTACKED " K

131 PRINT "BY THE "M%

133 LET K$="UNEXPECTEDLY"
0138¢ERINT ‘WHAT ARE YOW GOING T

145 PRINT "¥OUu HAVE A RESISTANC
E QOF

147 PRINT “YOU HRVE £";C

15@ INPUT B%

1ST LET HM=H+1

152 LET L=L+1

154
2@
168

TH
187
R IMNT

4

1l

[
zm
-G

zZ

T )
E BN DN BN RN N T el
CO~J =L = o N

B e L

I T T 3 1 o e () 0 O 5 S
KRG QRN SE
VNEeeRNassses

LI
GO
BEE

L ) s s
amme

%

1 Bt o e 1 0 8 o e R e S S

P R L L D)
@

ba g
o
L3 s
]

IF Bx="CHRNGE"
IF BEfiil="G"

THEN GOTO 27
AND F=1 AND J=
GDTD 185

12} ="G" AND J=1 THEN P
‘EEQHEPNNGT G0 ON BECAUSE 0
IF B3(1)="8" AND J=@ THEN P
TYOU DO NOT HAUE B MAGIC RI
BOTC 14@

IF Bsi{l:=""g" THEM
GGTD ESa@
IF i PRINT “THE "M%

PRUSE 1@
LET C=C+CRSH
GOTO 1@3
[RND*B}

GOTO 4000

IF C>5S@ THEN LET D=D=3

" M$

PRINT “THE HITS BRCK
cs0TO 127

LET M%="DERCLY RATTLESNARKE"
LET R=8

IF C:>5@&8 THEN LET R=12

LET CRASH=5

RETURN

g

i@
IF E}qﬂ THEN LET R=1%
RETURRN
LET M&s="GIRNT CENTIPEDE"

LET R=7

IF C:Sd TAHEWN LET R=I11
LET CREH=7

RETURN

LET M&="POISOMNDUS SNAIL"™
LET R==E

IF C>S@d THEN LET R=4
LET CR3SH=1

RETURM

LET ﬁﬁ‘"CﬂUE BERAR"

LET R=18&

IF ©>»8@ THEMN LET R=1S
LET CRASH=9

RETURN
VAMPIRE BRT"

LET ME="
LET R=5

IF C>58 THEN LET R=2
LET CASH=4

RETURM

LET M&E="GCGIRANT RAT"
LET R=7

IF C»>S@ THEN LET R=11
LET CRSH=7

RETURN

LET M3Z="5RBRE TOOTHED TIGER
LET R=8B

IF C>5@ THEN LET R=18

LET CR3H=7

RETURN

LET M$="FIERCE UNICORMN"
LET R=05

IF C»S&8 THEMN LET R=8
LET CRSH=7
RETURN

LET ME="8MNGERY GOGRILLRA"
LET R=9

IF C>5S8@ THEW LET R=10
LET CRHR3H=3

RETURN

24
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2300 LET M%="CREEPING FUNGUS"
LET R=H6
IF C»>5& THEM LET R=9
LET CHRSH=S
ZB38 RETURN
CLS
PRIMNT "L CeCfOfOereceffct
Efﬁfiff‘fffffﬂ
2815 PRINT
2516 PRINT "CONGRATULAT IONS.YOU
HAUE QoM™
231? F’RI NT

RINT “"EefffvFEfrFfriffFEfrEfEe
ﬂfﬁﬂﬁﬁﬂﬂffﬂf o
2512 PRINT AT 21,8; "PRESS NEWLIN
E TO CONTINUE™

IF INKEY%="" THEN GDTD 25z
EESINKE\Kﬁ:”H" THEN

=94@ GOTO 18

Z@@@ PRINT TREB 1@; "ADUENTURE"
S@1a PRINT

PRINT

F25@ PRINT "YOU ARE MAKING YOUR
WAY THROUGH A CAVE SYSTEM.YOUR O
BJECTIVE IS TO GRIN £10@. URRIC
LS MONSTERS WILL ATTRACK YOu AND
YGL} WILL BE PRID IF YOU KILL THE

3835 FPRINT “"THERE ARE ALSD PHYSI
CRL HRZARDS WHICH WILL DEPLETE Y
QUR STRENGTH

3836 FPRINT
BABT PRINT
%’_‘%43 PRINT

"FPRESS NEWLINE TO CON
NUE'

S@45 PRINT "GOOD LUCK™

3858 IF INREY$="" THEN GOTQO 3056
Sage GoOTOh Saee

428

iala gh?r-ﬁ' TUMFDRTUNATELY ,THE ")
M$. " HAS JUST KILLED you.™
PRINT 1

AT i&.i@e; "
4@13 PRINT AT 1i.,i@;" -
4am1a PRINT AT 12,1@;" "
4815 PRINT AT 15, 1@;" "

4316 PAUSE 188

4828 PRINT AT 17.8"HOUEVER,I LI
KRED THE WAY YOU PLAYED 50 I
AM GOING TO OFFER TOREINCARNATE
you'

%?ﬁéﬁﬁﬁxm "PRESS MEWLIME TOQ CON
4@22 IF INKEYZ="" THEN GOTOD 4822
4223 IF INKEYS="R" THEMN NEQ

4@4@ CLS

4268 LET D=20

4@6G6 LET C=22

4867 LET L=@

LET M=

GOTO 1@

5828 LET W=INT (RNDxl@)

IF C>=1@@ THEN GOTO 2520
IF W25 THER &SDTO 1134

IF WS THEN GOTOQ 1@3
Sees GaTo 9zeea

6528 LET R=R-INT (RND¥4}

gﬁg? IF @=1 THEN LET R=R-INT (RN
3
G585 IF M:3 THEN GOTO 7obo

THEN PRINT “

—933 IF;M 7 THEN PRINT

@35 PRUSE S8

7@4@ GOTO 178

822@ GOS5UEB Sl + (12dxX) +120

Eﬁiﬂ PRINT “YOUR PROGRESS IS5 IMP

DED"
8315 PRINT "BY A" ;H%
EFEEEqERINT “"WHAT RARE YOU GOING T

L. REDUCE YOUR

LET =1

INPUT 1%

LET I=INT (RND=x1&

IF I%(i} m"R" THEN GOTO_ 183

PRINT "IF YOU "jIS; ,IT HIL
STRENGH "

8831 PRINT v OuR FiUFiILFIELE ETF\.‘EN
GTH Ya D

8235 PRINT "WOULD YOU RATHER DO

SOMETHING ELSE?

8@37 INPUT TH%

8@38 CLS

8a39 IF Tsili)="R" THEN GOTO 183

8@4@ IF TH(1)=""Y" THEN GOTO S810

8041 IF D<I THEN PRINT "“YOUR 5TR

ENGTH IS NOT ENDUEH"

9323

ESCAFPE FROM MONSTERS IN
BATTLE"™

LE OF R

9338
4..

am

o5l
So28

NMUERTED TO

a7a2a

IF D+ THEN PRINT "WUHAT BRE
GOING TO DO7"

IF B<I THEN GOTO Sa37

ILET D=D-I

LET J=@2

GOTO Sadd

LET H%= ROOF FRLL"
RETURN

LET H%=" WIDE CHRSM™
RETURN

LET H%="N UNDERGROUND RIVER
RETURN

LET H%= SHARFE FRLL"™
RETURRN

LET H&%=" [IEARD> END"

RETURN

LET H%=" PRECIPICE"
RETLURN

LET Hs= FLOODED RASSAGEWAY
RETURN

LET HE= ROCK sSLIp"
RETURN

LET H%s=" SHEER ROCK FRCE™
RETURM

LET H&s=" WATERFALL"
RETURN

LET H%="MN UNDERGROUND LARKE"
RETURM

LET =INT (RND ¥4}

CL

=
IF G=2 AND F=1 THENMN GOQTO 22
IF G=1 AND &=1 THEN GOTO 29X

GOSUEB S328+ (G216
“"PRESS NENLTHE TO COM

THEM GOTO 923:%

LET
PHINT "THIS ALLOWS Yau ToO
THE ™MIDD

RETURN
PRIN‘I’

LET LD=Dx2
RETURN

“ENTER MOMNEY TO BE CC
= 5TRENC‘TH"
NP

PUT
IF C<S THEN GOTO =726
LET C=C-
LET D= D+IB*5'I

CLS
SRUE “BLESE"
RUN
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L

IF YOU are wondering what to do

with your printer why not try ZX

Banners which will print out
banners of as many letters as you
want each three inches high. Letters
are printed sideways, so the length
of a banner is restricted only by the
amount of paperin the printer,

While letters and graphics will
work, functions will not. The width
of aletter can be changed by altering
line 910—e.g., by inserting FOR F=1
to 4 would double the width.

ZX Banners was sent by
Christopher Holt, of Gravesend,
Kent.

REM

5@ LET As=M%FI(C
IF C

=2 TO

E'?E LET Z=FEEK
3

5@

p=17

128

11@

IF h3

GOTO 1918

"BRANNERS"
4

C=1 TO %EN M5
=X CDE A%>63 THEN LET RA%=C
HR$s (CODE M5 (Cl -128)
65 FOR N

b

TO 8

LET D& (Nx3+X) ="1"

??58@+N+E*CUDE =1

>63 THEN LET D
THEN GOSUB 2@@

IHEN“GGTD sSaa

26
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505 IFf CODE H%I(C) >63 THEM LET B
HFiNxS+XI ="

510 GOTO i12@

o8® FOR P=3 TO 1 STEP -1

2ié FOR F=1 TO =2

228 FoOR E=7 TO @ STEP_ -1

93D _IF DEIE#B+P) =717 THEN LPRIN
To40 IF DS$(E#3+P)="0" THEN LPRIN

F
958 NEXT E

268 NEXT F

7@ NEXT P

FI&@2 RETURN

120@ SAVE "“BRANNERE"
B CLS

2 PRINT TRB 8;
2 PRINT TAB 8;
] @ PRINT ..,
FRINT ON THE =
5 AND BSYMBOLS 3" HIEH IN THE F
CRM OF BANNERS"

1358 PRINT ,.: '"BHE LENGHT OF THE
BRANNER IS U TO0 You. ENTER BEL
L) AND PRESS NEW LINE"

1868 PRINT "METTERS AND GRAPH
LCD WILL UGHH FUNCTIONS WILL KND

wMﬁPw
BEGE

EXAHMPLES OF THE PRINT ARE
ENCLOSED
THE UWIDTH OF THE LETTER CRN BE
ALLTERED BY CHRNGING LINE 918
EG. 91@ FOR F=1 TO 4

HOoULD DOUBLE THE WIDTH
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L33

2O ST BET
LOTE

EMONSTRATION PLOTS
Duses some of the extra func-
tions available on the ZX-81.
Using spirals and sines, the program

can create an effective demonstra-

tion program if you have sufficient

Memory.
Runit in slow mode.

260 PAUSL 2@¢
27d CLS
280 RUMN

+ 3) %[,

W FOR A = 1 TO 18¢

2g LET B = PI#*pn/5@

3¢ PRINT AT 9®COs(B) + 17,
space”

ag NEXT A

59 PAUSE 290

&f CLS

il FOR A = 1 TD a@@d

i) LET B = PI*A/5(

85 LET C = (4@@ - A)/a00@

ay PLOT (20.5%C0s(8)

18y HEXT A

11 PAUSE 290

172§ GliE

133 FOR A = 2 TO 120

<+ 0

140 LET B = A%PI/2@

159 PLOT A/2,SIN(B)*20 + 200
160 NEXT A

179 PALSE 20@

160 ELs

190 FOR C =1 TaQ 2

R FOit A = 2 TO 129
21y IF C = 1 THEN LET B
228 IF £ = 2 THEN LET B
230 PLOT A/2, SIN(B)*2¢
24g NLAT A

250 HEXT C

If you wish this to be a continuous demanstration, add:

1-’11:J]N|:U} + 15:"Inverse

(2E*51n(R) + 2@)%C

AP /6
-A%*DL /el
e
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LA
UERLUES

Ohm’s

HM'S LAW, by Ken North,

alluwskyou t?l usg}()hn}q lilw

to work out the value of volts, = Sty
amps or ohms when you know two AMEs 7.0555335
but not the third. Enter the known
values when prompted, using zero
for the unkown value. The display is
particularly effective.

fi
N1
i
&
7
4

il

FE UNKNOUN

Illn. f"\ - Jmm

*-_'_ #H3

A\

~ni||l.ml|w

'llliill " {
1
I ! IIr
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HE ZX-80 String Sort routine,
which occupies only 306 bytes,

was written by John Edwards
of Coventry. He writes: “The only
place to store strings in the ZX-80 is
in the VARS store, there being no
DIM AS. So to sort strings into alpha-
betical order, it is necessary to work
in that section™.

Lines 7 to 18 allow you to enter
eight strings, each called A% at first
and then POKEd to H8 to A3. Sub-
routine 48 looks through 110 bytes of
VARS tofind the address of A% to HS
(134 to 141) and stores that numerical
information in A (0 to 7). Subroutine
30 swaps the names of two adjacent
sirings.

Lines 71 to 80 are a bubble sort.
The POKEs change the A and B in
line 75 to BC, CD, DE and the like and
[ changes. That saves a good deal of
space—and typing: 16675/8 is the
number of bytes from the start of the
program (+16424).

To search all the VARS section,
use:

40 LET L=PEEK (16394)+ PEEK
(16395)*256

48FORQ=0TOL-V

Lines 73 and 74 will also need
altering.

5 DIM A7)

7FOR[=0TO7

8 LET V=PEEK (16392) + PEEK (16393]x256
10INPUT AS

12 PRINT A%

14 GOSUB 48

16 POKE A [0}, 141 -]

18 NEXT]

19 PRINT

20 GAOTO 70

30 POKE A{I}, 135 +1
32 POKE A{T+1), 134+
33 GOSUB 48

35 RETURN

48 FOR Q=VTOV+110

50 LET Z = PEEK(Q)

511F Z>133 AND Z <142 THEN LET A(Z
-134)=0Q

60 NEXT Q)

65 RETURN

71FOR J=0TO6
72FORI1=0TO6-]

73 POKE 16675, 84 + 1

74 POKE 16378,85+ 1

751F AS > BETHEN GOSUB 30
TANEXTI

BONEXT]

100 PRINT A, BS, C8, D5, ES, F§, GB HS

30

=
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Avoiding

]'IH MOST mathematical
operatmns on the ZX-80,
care must be taken to avoid
arithmetic overflow. That can be
done by defining input limits to
avoid a program crash but it can
involve a good deal of calculating.
This program, by G A Rooker of
Hendon, demonstrates a better
method of aveiding arithmetic over-

SINCLAIR PROGRAMS Mayw/June 1982

the ZX-80
Overflow

flow, in this case for an exponenti-
ation calculation.

Lines B0 to 120 test to see if the
expression 32767/A**B) is less than
unity. If it is, then A**B is obviously
greater than 32767 and the calcula-
tion at line 130 is avoided. The prin-
ciple can be applied to other calcula-
tions.

Theprogram fitsin 1K.

10 PRINT"A TO THE POWER OF B"

20 PRINT

J0 PRINT A, "B", "
40 INPUT A
S50PRINT A,

GO INPUTB
70FPRINTR.,
80LETC=32767
g0FORD=1toB
100LETC=C/A
11MO0MNEXTD
1201F C <1 THEN GOTO 160
130LET E=A**B

140 PRINT E

150 GOTO 40

160 PRINT “TOO HIGH"

170 GO TO 40

RESULT"

© G A Rooker, 1981,

a1



Cheam, Surrey, sent this
ZX-80 Stopwatch game, in

which you have to guess the time
elapsed from a starting-point, the
ZX-90 naming a time and the play-
ing, starting and stopping the clock.
The computer also rates your efforts.

You get 10 points if you are within
two seconds of the correct time,
eight points for being within two to
three seconds of the time, six points
for four to six seconds, three points if
you are between seven and 10
seconds, and no points if you are
more than 10 seconds out.

The variables:
J—The number of tries the player
had had.
P—The player's score.
N—The time for which the player is
aiming.
TE—The time the player achieves.

Note that the program works by
accessing the ZX-80 frame
counter—addresses 16414 and
16415. Goodright has wused the
popular convention of an underlined
asterisk (*) to indicate a space in this
listing.

q. NDREW GOODRIGHT from

100 REM ** STOPWATCH * GAME
110LET =0

120 LET P=0

130 CLS

140LET =] +1

150 LET N=RND (50)+10

160 PRINT “TO*": CHR%{184); CHR$[185);
CHR$(166);CHR$(183);CHR$(185): "* CLOCK
*PRESS N/L"

170 PRINT

180 PRINT CHRE$(184); CHR$(185);
CHRE(180); CHR3(181);"* AFTER * *; N;“#
SEC”

190 INPUT A%

200 POKE 16414,0

210 POKE 16415,0

220 PRINT

230 PRINT “TO *"; CHR$({184); CHR$[185);
CHRS3(180); CHRS(181);“* PRESS * N/L"
240 INPUT A%

250 CLS

260 LET T E=((PEEK([16415]*256+
PEEK([18414)—4]*2)/100

270LET TD=ABS(N-TE)

280IF 11 >TDANDTD>7 ORTD=7 THEN
LETP=P+3

200IF7 >TDANDTD >4 0R TD=4THEN
LETP=P+6
300IF4>TDANDTD>20RTD=2THEN
LETP=FP+8

F10IF TD > 10 THEN PRINT "TERRIBLE"
320IF2>TDANDTD>00RTD=0THEN
LETP=P+10

330 PRINT “YOU * STOPPED * THE * CLOCK
YAT*, TE;"*SEC,***". TD;"*SEC *FROM
N ASEC

340 PRINT"DO* YOU* WISH*TO*
CONTINUE? * [Y/N)"

350INPUT A3

3601F A%="Y"THEN GOTO 130

3701F NOT A%="N"THEN GOTOQ 350
380CLS

300 PRINT*YOU*SCORED*"; B;"* PT *OUT)
*OF*A1”,“* POSSIBLE *": [*10

400STOP

32

£
S 3
RS
freoga l?

¥
T L f""_
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LD HL, (D-FILE)
LD B.23
CEC HL

MEXT INC_HL
LD A, (HL!?
GE 118
JRNZ, In
DJNZ NEXT
RET

INU RDD A, 128

LD (HL} .A

JR NEXT

S e

28 ac 48 a6 17 =8 23 TE
FE 76 20 @3 1@ fa o2 o6

s 27 18 F2

]
2]
o
]
=
m
]

&

4@ PRINT C.iTRE S:MN.PEEK C

5@ NEXT C
WITH THE FOLLOUINE DRTR, UI3E THE
ABOUVE BRSIC PROGRAM TO LORD THE

42,12,64,6,23,43,85,126,254,118,
23714 .548 . 2601. 198,328,115, 24,

242
iC) JOHN MILLER

SINCLAIR PROGRAMS May/June 1982

of Farlington, Portsmouth, has

written a machine-code routine,
Invert, to invert the whole screen of
the ZX-81 with 35 or more K—or 1K,
so long as 22 lines have been
PRINTed to the screen. The routine
takes 1/50 of a second in the FAST
mode and 4/50 of a second in SLOW.

It is a very useful routine for game
explosions, advertising displays and
the like. The listing shows an
Assembly listing, a hexadecimal
dump and the Basic loader program.

Use RAND USR 32700 to call the
routine. The routine returns the
value of the remainder of the result
of dividing the address where the
routine starts. If loaded to 32700, the
routine returns the remainder of
32700/256—that is 188. Therefore,
RAND USR 32700 will, as well as
inverting the screen, set the
RANDOM seed to 188—i.e.,, RAND
188.

The routine uses only 20 bytes.
Miller tried loading the routine to
the last 20 bytes of RAM but that
crashed the system, even though
RAMTOP is set below those bytes.
That should not cause the system to
crash by a corruption of the Stack.
We would be interested in hearing
from anyone who can explain why
the system crashes in that circum-
stance.

FIFTEEN—yeaI‘-Uld John Miller,

33



GOMAUILER

GOMBA

HE FIRST question often

asked about a new machine is

“Does it play Space Invaders?”.
Though a 1K machine has consider-
able difficulty getting anywhere
near, Computer Combat for 1K ZX-81
is a type of mini space invaders but
with only one invader and one base
and a much slower rate of firing.

The object of the game is to hit the
invader as many times as possible
before it lands or you run out of
missiles. Twenty-five  missiles
normally are given but that can be
altered by changing the value of Bin
line 5.

You receive five points for hitting
itbut lose oneis you miss. Use keys 5
and 8 to move left and right respec-
tivelyand key 0 to fire. The invaders’
missiles are shown as an asterisk
and yours as a cross. The program is
good for beginners, as it is easy to
understand the function of each line
as there are none of the usual POKES
and PEEKS or other complicated
functions.

If you want to get more memory,
enter in direct mode the following
BEFORE entering the program:

POKE 1638968 followed by NEWLINE
NEW followed by NEWLINE

The program will run continu-
ously until the BREAK keyisused.

Computer Combat was sent in by
15-year-old Anthony Wells, of
totnes, Devon.

34

EYH="

T

L ”ES“
I

LT 15“
PI

L 2a" THEN GOTC JUAL

[
]
m
-
IRKIOD
oo
(=]

]

DENCVDC
+HIHHT

ﬁJIrFI

n
]
)
|
4
ol

4@ CLS

4% LET R=INT (RNDx5)

2@ IF R=3 THEN GOSUB 155

8BS RPRINT AT M.Y.

c& LET Y“YTUHL "2'

85 IF Y=URL "3@a" THEN GOTO 25
7O PRINT AT 21.X:" ="

b= LFT é X+1INKEY$ “8") 23~ (INK
LA *

8@ IF INKEY&$="@" THEN GOSUB 11

"EgaxF B<=URL "&" THEN GOTDO URL
95 GOTO uUAL "4av

PRINT RT 12,18 "SCORE=";5
FPRUSE URL "“3daa"

RLUIN

PRINT AT M.X;

IF X+1«¢2Y THEN LET S=5-1

IF- ¥i4l=¥Y THEH PRINT F}T M.A-

I" X+1=¥Y THEN LET S=5:+8
BT BEE Sl AT

R T T

*k

PRINT AT 21.Y;CHRz% 23

IF X=%Y THEMN BGEUE VAL "ive™
RETURN

PRINT AT 21.,.Y;"<x>"

PRUSE UAL 48"

LET S8=5-~UpRlL "G"

RETURN

£ 1 e e o ot B o ot e e
@R & oGS

MO (0D

baga o
Mo~
um

g g
Y
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Cricket Averages

PROGRAM designed to be
useful with other cricket
games, e.g., the Video Soft-

ware Test Match and the Emvee
Software Mini Cricket is Cricket
Averages, submitted by G Evans of
Dartford, Kent.

The program is far too long to
input—about three hours—and the
description may or may not need to
include the listing of wvariables
included by the writer. So it it com-
pletely untested.

5 REH

g @ PRIN SR ioneT SUEEn:
v " e T i m—m—
18 PRINT TRE 5;

28 PRINT AT 3,@; "HOW HARHY TERM
2 DD YOU WISH Té FIMND- AVERRGES

HBUT TEAMS

=]

36 T :

38 PRINT TEARHS

T PR;N; ITEAMS 15
é% REH 53:15.TE§H3,3!

5@ DIM I8, TEAHMS)
868 DIH HI16,TEAHMS
79 DIH RIAG,TERHS)
75 DIH H{18, TEARHMS)
8@ DIN F16, TERMNS)
Se DIn A (1c.TEANS)
S8 DIH A8, TERHSY
188 FOR L=1 10 TEAHS
118 PRINT “ENTER TEARH “;L;"""3
HAHE ™
129 IMPUT AsdL}
1o PRINT R$iL)

130 PRINT "MNO. OF PLAYERS [HAX.

14@ INPUT FLAYERS
145 PRINT PLAYERS

1S@ FOR T=1 To P
128 b8 ane po.-iz
CHRAME MO, s
150 INPUT m$ig Lo 50 :
iss caw BELEL
THO. OF INMNINGS 7°;
21@ INPUT I(Z,L) i
215 PRINT If(Z.L)
338 PRI L ek
Ik
+ REPRESENTS NOT OubrA L Ye" ¢
258 TNPUT M$
255 PRINT M3
TR, s e e S ot
256 I HEILEN HS) ="2" THEN LET

H;-'H'l TO LEM Hs=-1)

88 LET RIZ,L)=RI(Z.L)+VAL MY
298 IF Y=1 THEN LET HIZ L) =R (Z
L

30@ IF UAL H$:HI(ZI.L) THEMN LET H
fZ L)Y =URL

ala rF AL Hi)aS0 AMD UAL Hs<«1@8
@ THEN LET FIZ,L)=F{Z L}+1

222 IF UAL H3 =10® THEW LET CIZ
sLImCUZ L) 41

B3IQ NEXT ¥
342,&ET AIZ, L) =RIZ,L}) A {IIZ,LI-N
3&51LET AiZ,L)aINT (AVZ,L)319+@

5118
378 MNEXT X

398 CL

iDB PRINT A%iL)

405 FRINT RT 5.8;"I MNO RUNS H3

410 FOR Z=i TO PLAYERS

_430 PRINT BSIZ,L),TAE &; T(Z,L);

iguﬂ%};Efthéjggﬂﬁig,ﬁnszJ.+ﬂ!
£ 13 PEtZ, L) TRR 2s; o

(Z,Ly ;TR 28 A(Z, L)

$4@ MEXT Z

450 PRINT AT 20,8 D0 YOU WANT

% PRINT -OUT OF THIS TABLE (v M) 7"

483 INPUT L&

A7@ PRINT AT Zo.0:" i e

d8a IF LEE”Y" THEN COPY
49@ PRUSE 2090

485 POKE 18437,288

= ELS

28
518 PRINT “0DO YOU WANT BOULING
ﬁUERﬁGES FOR ";A%IL) ;" (¥YsMN1T

PUT L
ggg }p L.:"#” THEN GO3UB 288
i@ HNEXT
=58 gTﬂF

AST
1288 FOR M=1 TO PLAYERS-1
idi1@ FOR _J=1 TO PLAYERS-H
éﬂig‘%F AlJ,L)=A{J+i.L) THEN GOT

123@ GO3UB Zooa
HEXT

1242
12=@ NEXT M
1885 SLDW
186@ RETURMN
2080 LET X=A(J+1,L)
2010 LET AfJ+1,L) =R (L)
2029 LET AlJ,L)=X
2032 LET X=X (J+l L}
2048 LET IL(J+1,L) =X(d,L)
2058 LET I(J,Li=x
2@E@ LET Xg=BgiJ+1,L)
2078 LET B&lJ+l,L) sB&(J,L)
Zobe LET BeiJ,Li=xs
SeR® LET MmN (ad+i,L)
210G LET NiJ+1,L0 mMiJd, L)
2110 LET NIJ,Lj=x
2150 LET X=RiJ+i,L)
120 LET RUJ+1,0L) =R (J,L)
2140 LET RJ.L) =X
2158 LET XwH(iJ+1,L)
21RG LET HiJ+1,0L) sHid,L)
Si2s LB HLZbiTK,
x| +*
2188 LET FiosiriisF .
EE0® LET FiJd,L)=x
SR1D LFET X=Cid+i,L)
2228 LET ClJ+i,L)=C(J,L)}
2238 LET G (L8 =x
4@ RETURN
3008 CLS
3010 PRINT “HOW HANY BOULERS?"
JBE@ INPUT BOULERS
3238 DI Ca(BOULERS,1d)
3331 DIH O (BOULERS)
A2 DIH U(sUULEﬂﬁi
2838 BIN L (ROULERS)
394d FOR Zmi TO BOWULER
3@E® PRINT “BOULER MO.";Z;"=";
IGEB INPUT CH(Z)
3085 PRINT CH(Z)
JI@7@ PRINT "TOTAL NWO. OF OUERS
Se78 INPUT O(Z)
3ge@ PRINT O(Z}
3998 PRINT "TOTAL NO. OF WICKETS
23085 INPUT Uzl
3178 ERINT "torA or A
= L NO. OF ARUNS “;
3118 INBUT S1(Z) g
312@ PRINT 5IZ)
313@ CLS
3148 LET L (Z) =2 (Z) s (Z)
218 LET Li2)=INT W2 s1es0.m 0
F18B NEXT Z
31%8 FOA P=1 TO BOULERS-1
=1 =
218@ FOR M=1 TO BOMLERS-F
2198 IF L(M)>LM+1) THEN GOTO om
1
3200 GOSUB 3503
3210 NEXT M
3220 NEXT P
aga@ sLou
aR4B CLS
3PE@ PRINT AT 1,12;" 0 AUNS I
Au*
3868 FOAR H=i TO BOULERS
3270 PRINT C&(M);TAB 13:0 (M) ; TAS
18;6 (M) ; TAB &3; W (M3 ; 27;L M
ageh Next M
3 PRINT AT 28,8, "DO vOu WANT
A_PRINT-OUT OF THIS LE (v M) 7"
a3 THPUT X
3318 PRINT 22,0 (43 )
3338 Ir xg="v- THEN COPY
338 PAUSE a00
3828 RETORM
A48 POKE 18407, 855
3588 LET X=0 (H+i)
3818 LET Oineli=owmn
3828 LET Binlx
3E3® LET Xmi (H+1)
3S4® LET LUH+1) abl (M)
2588 LET Ui =x
ABES LET o IH+1)
IE7@ LET 5(M+1) a8 (H)
3588 LET & (M) uk :
3TS0 LET MNml (M+1)
3808 LET L tH+1) =l (H)
361@ LET L (M) =X
362 HE=CH(M+1)
3638 LET CEtHei)=Chom
36498 LET (H) =x8
365B RETURM
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OR THE more technically- | 4082 ORG 16514
Fminded. here are two useful | 4982 ZAOC40 LD HL,(16396)
machine code routines for the :ggg i;?mﬂ :{EDDE‘ 16509
ZX-81. If you have ever been | 4539 ypso SBC HL,DE
annoyed at having to lose a program | 40ap & EX DEsHL
in memory when wanting to lead | 408c pns FUSH DE
another from tape, even though both | 408D 240440 LD HL, (16388)
could fit easily, then Progsave and | 4070 A7 AND A
Progretrieve could be the answer. 4091 FDS2 SBC HL.DE
The routine copies the program :‘(:313 521 St Eg af’ﬂdamm
presently in RAM to qhove 4097 A7 AND A,
RAMTOP. Though RAMTOP is re- |4098 Ensz SEC ML, DE
located to make room, nothing |409A D1 FOF DE
already ahove RAMTOP is changed. |429L ro RET P
If there is not sufficient memory, the |[499C 2A0440 LD HL, (16388)
program will return to Basic. 4092 43 AND A
Using the routine, any program :g:_, :L = SEC HL,DE
P : £ £ [NIEC HL
can be disassembled—many dis- ;543 2p DEC FiL.
assemblers needing to be in RAM, |4044 22044c LD (14388)+HL
not above RAMTOP. To load pro- |40a7 72 LD (HL):D
grams from tape without losing the |40A8 23 INC HL
program already in RAM, Progsave |%0A% 73 LD (HL)+E
must be used in conjuction with 'i::fig ‘;-\E TIE‘EBHE
M . s b L% b - - ¥
Progretrieve. That routine will re- | .- 45 0 EE

storea program fmm ﬂbove RAMTOP 10AD 117040 LD DE; 16509

to address 16500 and thus any pro- |40B0 a EX DE+HL
gram already in memory will be [<0B1 EDED LDIR
moved up in memory; you may need |4CEBz 0¥ RET

to re-number after use. The copy 2082 ORG 16514
above RAMTOP is erased and |4082 240440 LD HL, (16388

RAMTOP is re-set to the valueithad | 1085 14 LD By (HL)
before running Progsave. 4086 25 INC HL

To use the routines the following | 4087 4E L0 C» (HL)
instructions may help: e e INC HL

Write main section of program: ;2;? ':‘."D*"D ;;' ;'E':‘E‘SOQ
run Progsave; load subroutines | .ogp s LAREL yPLS
needed from tape; run Progrefrieve; |.qpp rs PUSH B0
re-number if necessary. 108F 1A LD A, (DE)

After completing that the program | 4090 13 INC OF
will be the main program followed |40%1 DS FUSH DE
by the subroutines. If any line |4072 EDS50440 LD (16388), DE
numbers clash, the only method of :k::f I.;?:Légé ggéLngbLbH
re-numbering is to use a re-number 4054 D1 FOP BC
routine—using the EDIT key will not | 400p 11 EOF HL
work. 409C 23 INC HL

4090 OB DEC BC
1O9E 78 LD AsB

Progsave and Progretrieve were |40%: .1 Ok C
sent by John Hardman, of Welling, |4040 20EB JR NZI:LABEL
Kent. 4042 9 RET

IRROGSAVIERRAND
FROGREGRIEVE
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2 REH “SHAUG™

5 REM C H CORNS
@ LET Xm

@ BAND

PR TAE 3

7,8;"D0 YOU NEED A
NQEH:hﬁNﬂTIUN OF" ,"THE STORY? Y

G0 IHPUT 9%

7@ IF Qg="¥" THEN GOTO 118

2@ IF WE="N" THEN GOTO 128

98 PRINT AT 18,2, "HAKE UP YOUR

GOTO
ég BDSUE IBBB
3@ GOSuUEe aeea
25 SLou
48 CLE
145 GOTO

3o
158 IF X«<:@ TH!N GOTO 140
@ IF ¥=E AND ARK=@ THEN GOTO

184 IF Y=E AND ARK=1 THEN GOTO

166 IF Y ¢>E THEM GOT
136 BRINT TADL 1 B ——
T ——

“CANDALF WILL MAKE
oU_AN“ "Haﬂ&nnnv HOBBIT
YOU WERE LUCKY - SHAL
BT ¥ 2U NEXT Trme.
198 G 23
0@ IF Y<>BHLROG T
_21@ PRINT ,,TAE 9;

20

1

HT L LTAE S R
P T
Eﬁ? PRINT ., "ANOTHER GAME? (¥ O
L2de.
S

%
282 IF Of="Y" THEN GOTO 126
278 g_‘ll'-sél"aﬂ 2 TRAE 13; "ENES"

i@ad CLS
@ PRINT ouUR AIM IS TD FIM
L BHAUG ﬂHD“,“KILL HIM S0
o CAM TﬂHE“,"THE ﬁnﬂﬁﬂﬁTUNE.“
12238 PRINT SHAUG LIUES IM A N
ETLORK OF =26 » "INTERCONMECT ING ©
= Eﬂgﬂ" ”CQUE HAS 3 EXITS L

IT™
i23@ PRINT RTHERE ARE DANGERS
THO! Rl
RCS UHD CAN™

CONTAIN O
HHGIDHLLY TRHNEFOR
T You To", "HﬁUTH!R EHU! AT RAM

1a4a PRINT .,"vOU DHLY HAVE 5 &R
OUS WITH", *UHICH TO KILL SHAUG

USE" , "THEM WISELY.

lEEgNEE}NT ++ "PRESS NEULINE TO C

1BE@ INFUT 0%

ie7@ CL2

188@ FRINT . ."WHEN YOU SHODT AT

SHMAUG ¥OU*, SHIGHT BE LUCKY AND K
LL HIM.", “OR" HE HIGHT RUN_AUWAY

TrRKTRES . STHE ARKENSTONE WITH HI

HI OR HE” . "MAY ATTAC YO

1178 PRINT [, "OH, I NERALY FOREO

119@ PRINT ,,"ONE CAVE H L
ROG IW IT.","THIS IS AN
HING" . “UHIEH WILL KILL s

GHT ™

ﬁ? PgINT +»» "PRESS HEWLINE TOD ©
INFUT G%
HETUHNS
FRST

T

X

p={- -]

ONT IN

i2i@

1238

2eae

2885

2018 LET ﬂsu“ﬂcuhnzﬁnﬂpcsﬂﬁﬂ”
2020 LET Bg=Bg+"L ELR

I3 I

2848 F|

2052

2@868 G

BEA7d LET Y=R

282 GOSUEB 2588

298 LET E=R

2iead IF E=¥ THEN GOTO Z\8e

®118 GOSUB 2SO

®#12@ LET DRCLc=|

2132 IF ORC1=%Y OR ORCl1aE THEN GO
TO 2110

214@ GOSUB 2500

2158 LET BALROG=

2188 IF BRLRDG:Y oR EHLQDB-E oR
BALROG=0RC1 TH E

2172 GOSUB.

218@ LET ORE lﬁ

218 ORC2=Y OR ORCE2=BALROG OR
i

IF
DECE-URC! OR ORCE=E THEW GOTD =2

7
2200 GOSUB 2820
21@ LET DRC3I=R
2280 IF ORC3I=Y OR ORC3I=E OR ORC3
2BALROG OR ORC3=ORC1 DR ORCA=ORGC
THEN GOTO 220@

[

a0

=258 IF SHHUG!Y OR SMAUG=E OR SMH
AUG=0ORCL DR G=0RCE2 OR SHAUG=
QRC3 OR SHHUG-SQLQOE THEN GOTO 2

=53a LETUREINT (RHD #2800 +1
OBB EF ¥=E OR ¥=BALROG THEM GDT
aeaa IF ¥=SHAUG THEHN GOTO 3278
Ja3a IF TlDPGI OR Y=0RCZ OR YIﬂn
3 THEN GOT J2B2
JDES RINT ;;gg RRE IN ROOH " ;%
311ie PR;HT“TEgNNELE LEAD TO “'nl
3112’ IF RAK=1 THEN GOSUB oS@d

IF Ri=E 'OR RE2=E OR R3=E 'ﬂ'!

SRR FER L. 5. DR

LT FOL HOUVE

s o o )
O SJOEC LIR) £ QDD %) 340

A W N Gl o ) Z 0
Ziy
PR KOPNE

1 ) BF DA

L0 L

HAAW
7 ITCR = 20 450 L3 PO b £

KD TR G X0 G o (T

MAUG is an Adventure game
based on a circular maze of
rooms.

The object is obviously to find a
dragon called Smaug and then kill it.
On the way you risk being transport-
ed to other caves by Ores or catching
sight of a dreaded Balrog, which is
fatal instantly.

Having slain the dragon, you must

steal the Arkenstone which assists
you by protecting you from Ore-
porting and also warns of impending
Balrogs.

Smaug has no graphics built in yet
but perhaps that could be the next
development for interested readers.

The program requires 5K and was
submitted by Mrs C M Corns of
Enfield.

3268
TR 5 - IR

+ "SHOOT DR RUNT",

o%

IF Q@$n"S" THEN GOTO 5@
I @s="R- THEN GOTD S0
sese B Gcra 5$?asUEn QUICKLY "
S82a PRINT ELEETE
5 TAB 1=; " i
SA5@ LET O=RMD

5180 IF 0¢=.33 THEM GOSUB_E000
IF @<u.86 AND @>.33 THEN GO

S8& THEM GOSUBR &200

@
F_@5.
ETURN
R
A

me-

208
(2]

EU
fﬁ%3 a3

“yOu HMISSED, SHAUG
‘HE HAS TAKEN THE ARKE

CO0O =008

n
<

-
m
-
il
6]
=
u 0
1l
n
TS

(1]
L=
=1
=]
]

IF SMAUG=E OR SHAUG=BALROG
GOTO &13@
coOTO k.

b et il =

EODm=-nEE-ARENL

TH

ETURN

PRINT TAB 10, .
T ¥ O n g

”RRKENSTGNE IP ¥OU RETURN",

HOUT IT GANDALF WILL TURH" , =

INTE AR DBEETLE. GO BRCK AND® ,

i 1 8 L N

@G@Qﬁ@ﬂ@ﬁﬂ@ﬂg = aREEER

£ wg = g O O

HEEL0EE5E886T0CMS SN0 D

==
! .-.||.".'I.‘f =l

L ng— (2 TO )
LET R3=CODE {(A$) =37
LET"AS=Ag(Z TO )
NEXT I

LET Ag=Es

RETURM

4 0 4 D00 (3 O~
SEURNAIDEELRME S
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Dizard-1Niz

W

IZARD WIZ, or a plastic
version of it,
known as
marketed by Invicta. The computer
picks a three-digit code using the
numbers one to nine, without repeat-
ing any digits. You enter your guess
for the number—as one three-digit
number—and then press NEWLINE.

A correct digit in the correct loca-
tion will give you a ‘black’—an
inverse digit—while a correct digit
in the wrong place will score a
‘white’. There are 10 guesses allowed
to crack the code but remember not
to use the same digit more than once
in a single guess.

The program is written for a
ZX-80 but will need more memory
on a ZX-81 and needs the following
changes. In line 40 alter the way the
random number is generated and
add INT before the brackets on the
right-hand side of the equals sign in
lines 100, 110, 120, 290, 300 and 310.

Wizard Wiz is from The Gateway
Guide to the ZX-81 and ZX-80 by

is better
Mastermind

Mark Charlton, published by
Inferface of 44-46 Earls Court Road,
London W8BE]J.
10 DIM A(3)
190 LET N = N + 1
20 DIM B(3)
200 LET A(E) = 0
30 FOR Z = 1 TO 3
210  NEXT E
40 LET A(Z) = RND(9)
220 FOR'F =1 T0 3
50 NEXT 2
230 IF A(F) = 0 THEN GOTO 280
60 IF A(1) = A(2) OR A(l) = A(3)
OR A(2) = A(3) THEN GOTO 30 e e T
e Sk DAL e T0eA IV ERES) 250 IF NOT B(F) = A(E) THEN GOTO 270
80 FOR C = 1 T0 10 2E07 SEEEIN = NS
270 NEXT E
90 INPUT B
280 NEXT F
100 LET B(l) = B/100
290 LET A(l) = D/100O
110 LET B(2) = (B - 100%B(1))/10
300 LET A(2) = (D = 100*A(1))/10
120 LET B(3) = B - 100*B(1) - 10*B(2) !
310 LET A(3) = D = 100%A(1) - 10%*A(2)
130 IF A = B THEN GOTO 360
N B CHR N W
e vl 320 PRINT B, F(N) .
150 LET N = 156 330  NEXT C
160 LET W = 0 340 = PRINT. ,2A
170 FOR E = 1 .TO '3 420 Sqae
-~ L
/180 |IF NOT A(E) = B(E) THEN GOTO /210 J60 ERINT-Y0U CO5)IP LN 0L

138
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[ER0: T Lol dodi f odt Bl P il

Bop AL A0 b

L

2]
qn )
S E

ET A=
LET Bz=@
BT V=Tl
LET D=&
LET Z=T1 {1 *#32
PRINT A7 11,1i5;"<+>"
PLOT A.B
PRINT 87 C.| i
LET C=C+Z
LET D=D+]
ITF D=0 THEWN GOTD 4 = Mok
IF TNREY&="5" THEN LET C=LC-
IF D=ii AND D=168 THEN GOTO
IF C»*=231 THEN GOTDO 4
IF INKEY $="7" THEHN LET C=C-
IF INKEY%="9" THEN LET B=B+
IF B=22 THEN LET GB=0G
IF INKEY¥%$="5“ THEN LET D=D-
CLS
GOTO 1é
IF A=32 AND B=28 THEN GOTD
PRINT AT 9.14; P ;AT 1
"@g0TOo i@
PRINT AT 11,15 TEER-
PAUSE 1@
PRINT AT 11, 15, QuHHH“;RT 1
TR AT 11, i2 AY

HE GRAPHICS on Dogfight are

l fairly impressive considering

that it will run on 1K machines.
The screen becomes the windshield
of an aircraft with your gunsights
indicated by the symbols. An enemy
aircraft files on a random course
across the screen, moved inexorably
rightwards and downwards.

Using certain cursor keys, e.g.,
upward arrow, the course of the air-
craft can be altered in an attempt to
put it in front of the sights. When
that is done, pressing the O key will
fire your gun.

Program author Robert Graves of
London explained that he limited the
amount of cursor control deliberate-
ly; you cannot move the aircraft
downwards. The result is a game
which it is not so easy as it sounds.
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H=
4@ LET T=u+d
SR LET Y=71
68 LET X=T7T
S8 LET 8=R+CODE "M" Y +X+X
78 CLS
S8 LET L=X4+Y<>T+INT ([(X+Y) -T)

2@ PRINT "EHY"
182 PRINT * “AT Jd,d; “B" AND
i

118& PRINT “Ermdl™

128 PRINT AT J,HOT J4;" " AND AB
S (G-} %3sPI-INT {(ABS [(Q-ud)Y 2P I <
GRS ol

138 PRINT AT NOT J.J; " " BAND BB
S R*PI-INT (BBS Qx2PI) »C05 4

148 PRINT AT T.d:" “ AND RAEBS (9
f“WDE "Mt #xFI-INT (ABS (+COCE

1S@ BPRINT RT J,T;:"  ANDR RES (@
+) # 2P I-INT (RBS (R+4) ¥2PI) <COS5
ol

168 LET 8=RABS INT URL "“XsyzL (P
- i { % {o) i

19 “ THEN
BPRINT

=S

= Ig="R"
+T % = By AT
# LX

=

23 FPEER
At F-CODE
=R by iy
25 E)
=6&

278 e | isers

N ADVENTURE game,

Wander, uses limited graphics

which will run on 1K
machines. It is set in a circular maze
with the wusual interconnecting
square rooms. Only one room—the
one you are in—is displayed and
alternate rooms contain gold, with
your position in the maze being esti-
mated from the amount of gold in
nearby rooms.

The object of the game is to amass
as much gold as possible and find an
exit to the maze but with only 60
units of food—allowing up to 60
moves—you could well starve
before finding an exit.

If you are desperate, walls can be
clawed through but so exhausting is
that operation that it uses 10 food
units. One room is dialled at a time,
showing the possible direction of exit
and inputting, L, R, F, B indicates
whether movement is required in a
left, right, forward or backward
direction.

The letters G, W and F indicate the
amount of gold in the room, the total
wealth accumulated so far, and the
amount of food remaining.

To repeat the same maze in a
subsequent game, set R to a particu-
lar value between 0 and 1.

Wander was submitted by
Michael Orwin of London who
intends to include it in a forthcoming
book called 1K Wonders. He also
sells games cassettes for the ZX-81
and can be contacted at 26 Brownlow
Road, Willesden, London NW10
9QL.
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ZX-81 database designed to keep

an index of magazine and book
articles but it can be changed easily
for other applications. The options
available are to add a record, delete
the last entry, list the records, search
for a record and exit from the
program.

On running the program, the
screen displays a menu of com-
mands, after having asked for a title
for the index to be created. Using the
Add option allows an item of infor-
mation to be added to the index and
prompts individually for article title,
publication name, date and page
reference.

To return to the menu, enter an
empty string for the title. When
using List to display the contentsof a
file, the CONT instruction is
required each time the screen is full
and report code 5 occurs.

Using Exit offers the option of
saving the file to cassette or ending
the program. The Search option
requests a keyword which in this
version of the program is the article

SUH]ECT INDEX sets up a Mini

title. Search will also work on the
first character or characters of the
title.

The number of items which may
be stored is governed by the value of
N in line 15. A value of 350 is about
the maximum which can be accom-
modated in 16K of memory but if a
smaller number is used saving and
loading time will be reduced.

Names of publications are limited
to eight characters, so an abbrevia-
tion is required for longer names.
Titles may be of any length but the
array is dimensioned for an average
of 25 characters per item.

Subject Index was sent in by Julian

Moss of London.

1 REM 22535485252 EXRETEFFSF
e REM x SUBJIECT INDEX *
3 REM  AUTHOR: J. W. HMOSS =
d REM £ 355533 X3 FFrEL53X3E£35%5
i REM INITIALISE PROGRAM

12 REM N IS NUMBER OF ITEMS
15 LET N=352

28 DIM RE(N.3)

@ DIM TE(Nx25)

48 DIM N$(16,3)

44 DIM B%(S)

45 DIM X$(12)

5@ FRINT "“"SUBJECT?™

6@ INPUT 5%

8@ LET PTR=1

82 LET CHN=

84 LET CRrR=1

18@ REM DISPLAY MERNL

i@s CLS

11@ PRINT TAB S5;5%;"

INDEX"™

i28 PRINT AT 53.86;"R - ADD"
138 PRINT AT 6.8;:"D - DELETE L&

5T ENTRY™

SINCLAIR PROGRAMS May/June 1982
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268 IF C$;“D“ THEN GOTO Seod

ie2e REM ADD ITEMS
1@@1 PRINT "NAME/SUBJECT OF RRTI

1218 INPUT H*

ig8iz2 IF A~ " THEN GOTO 18e

i®1s PRI Jen$

l@a3a PRINT “NAME OF PUBLICATIONT®

1@4@ INPUT B%
1@45 PRINT ..B%$

1@52 PRINT EI5SUE (MMMYY ) Z?",
1a65 PRINT D
1@72 PRINT "PRGE?".,

ur e

ies@e INP

i@85 PRINT P

1i1@e IF NuT CN THEN GOTOC 1145
1110 FOR T

1120 IF Biﬂyslll THEN GOTO 1200
1138 NEXT i

114@ E0TO 1150

1145 LET I=1

1150 LET Nt(I]zBS

1194 LET EN=

1200 LET E:ICH 1J#GHR$ I

121@ LET ( 2 TO 6)=D%

122® LET RS (ER.7) 2CHR$ INT (P/25
&)

1236 REI(GR,8) =CHRS$ (P-INT (P
/256) % ]

256
1240 LET TH (PTR) =CHR$ (128+INT (
CR/128)

1250 LET TERPTH+1J_CHns (CR-INT
(CR-128) 128

12668 FOR 1:1 TO LE

a?g\LET Tf ETR+I+1J= (I

28

iag@ §ET anﬁan+3+LEN (=13

&2 LET CR=C

igga IF CR=N PTR>1N§25—251 TH
EN GOTO 9000 ¢

1295 CLS

i2968 GOTO 100

ZP0e REM LIST nnurxns

2005 LET I=1

2010 GOSUEB S002

Z@28 IF I<PTR THEN GOTO 2010
2825 PRINT “PRESS NsL TD RETURN

223@ PHUSE 4E4

2hde COT0_ 100

SRee REM SEARCH ROUT INE
F@ale PRINT “"KEYWORD?M

SB20 INPUT C%

3250 CLS

3188 FOR K=1 TO PTR A

33110 IF THIK} <>CH(1) THEN GOTO 3

129

3380 FOR J=1 TOC LEN C$-1

2130 IF T&HIEK+J) ¢3CEiJ+1) THEH GO

TD 3188

ZFld@d NEXT J

2185 FOR I=K TO 1 STEP -

3152 IF CODE T%(I) <128 THEN NEXT
I

2166 FOSUEB 5228

3165 LET K=I-1

517G GOTO 319@

Z1E88 LET K=K+J

J3ig@a NEXT K

Zi92 PRINT
123 PRINT “PRESS MNM/sL TO RETURKM
TO MEMU™
2195 PRAUSE 4E4
31898 GOTO 180
43060 REM SRAVEYEXIT ROUT INES
4381 PRINT "SAUE (Y- -M17?"
4Ql1l@ TINPUT C$
A®2B IF CHE="N" THENM GDTQ Q99
4830 LET K$"5$+"IN9
§E$@ PRINT "TYPE NEHLINE HHEN RE
ADY ™
4858 INPUT C%
4366 S8UE X
40898 GOTO 120
5220 REM DELETE_LAST ITEM
5281 FOR I=PTR- 1 TO 1 STEP -1
SAl1@ IF CODE TS(XI) <128 THENM NEXT
I
S@2@ LET PTR=I
538 LETY CR—CR i
=099 GOTO 18
EE@B REM EUBHQUTINE “EPFRINT AN IT
@@l LET R:lEB*{CDDE THEi(Iy-128 +
CODE TS(I+1l
8810 LET I= I+E
E@a2@d JIF CODE T%i{I) >=128 THEM GOT
3 85106
Sd4d IF IX=PTR THEN GOTO 3100
50560 PRINT T&(I);
8268 LET I=I+1
8a7@ GOTO Ba36@
2186 DQINT TAB B;"E";Nﬁ[DﬂDE R% !
R:313) ;" sREIR,2 TO B),;", F’-".‘S’.Zi
DE REIR, ?3*256+PDDE REiR. &) ;"""
E1r1e PRINT
2198 RETURN
200 REM ARRABYS FULL
21l PRINT “STORAGE FuLL™
se2e cOTO 4e0e
ag99 STHF
END R
A - ffc

L - DELETE LAST ENTRY
L - LIST
5 - SERARCH

X = EXIA

NAME /SUBJECT OF ARTICLE?
ADUENTURE PROGRAM
NAaME OF PUBLICATION?

SINCLAIR
ISSUE (HMMYY)7? @582
PRGE? 34

ADVENTURE PROGRAM
(SINCLAIR @5/52, P.34)

PRESS Ns/L TO RETURN TO MENU

42
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SCORE=@ OUT OF 1

I CEE B=tahE " "
& EEL B=phibE W
i LET LabE % -
15 LET CHDE Fi

28 LET

3@ LET ODE -
4@ LET

58 FPRINT “SUB CH
6@ FOR Z=C TO G4+
7@ FOR Y=COQDE *;
88 PRINT AT B.A:

il

mamnen

i n FI

IJE"H“TI

e e e Y BT B-CL,A: %
ks 2/ AT D, ¥-B, " i

+

']
T

e

98 IF P:B ﬂND B ¢D THEN LET P=P
C
188 IF INREYE="
ET P=pP+C
11 IF P=D RBRND Y=

RN P=R THEHN
THEN SOTQ CO

128 IF P>B THEN PRINT AT P-C.8;
"IAT PL,@; 0"

136G IF P=Dp THEN PRINT AT P.@;*"

i4@ IF P=l THEMN LET FP=B
1568 NEXT ¥

16@ GOTO_ CODE_ "=" 1
2e@ PRINT AT P-C,a;" ";AT D,Y-B
"BOOQOD

285 LET 5=5+C

21@ LET P=B

22@ PRINT AT D,¥-8;" “RAT

LD "SCORE=":5;" ouUT OF “;Z

&350 NEXT =

24® PRINT AT D,@+8; "GAME QUER®

SINCLAIR PROGRAMS Mayw/June 1982

gram submitted by the Lookers

father and son team. In this, you
are given a static destroyer in the top
left-hand corner of the screen, while
an enemy submarine travels from
left to right across the screen,

Using the F key drops a depth
charge and it must be dropped at
precisely the right moment so that it
scores a direct hit on the conning
tower of the submarine.

Sub  Chase gives vyou 10
submarines before the game ends
and your score is displayed on the
screen.

SUB CHASE is another 1K pro-

L]



RAFFITI is written for a 1K
ZX-80 and fills the screen with
large letters; a  32-letter
message can be fitted on to a 1K
machine with four lines of eight
characters each.
Messages are entered eight
characters at a time and if an inverse
letter is wanted, for example A, enter

it as NOT A. That still counts as one
character. To put a quotation mark in
the message, enter shift H ie (**),

Graffiti is from The Gateway Guide
lo the ZX-81 and ZX-80 by Mark
Charlton. Published by Interface of
44-46 Earls Court Road, London
Wa6E].

3% FOR I=@ TO 33

5@ NEXT I
6@ POKE 16457,118

RUN this,

2¢ INPUT A%

3¢ PCKE 16421,24

4@ IF Ag="" THEN STOP
5¢ FOR I § TO 3

6@ LET C=@

7% FOR J=1 TO 8

8@ LET X=¢f

9% LET C=C+1

1f# LET L=PEEK(16719+C)

then enter:

12§ LET X=128
13¢ GO TO 99

158 FOR K=@ TO 3

178 NEXT K
188 NEXT J
19¢ NEXT I
2¢¢ RUN

1§ REM @pgs@483pT762868606080287038485861914111
$P12131415¢p6116171880¢p14FE

4@ POKE 1642?+I,16§PEEK(1642?+2!I)+PEEK(16428*2!I)+56

11§ IF L-219 THEN GO TO 148

14 IF 1>99 THEN LET L=PEEK(1622%1)

16¢ PRINT CHRZ(PEEK(16427+( (PEEK(2xI+8xL+3584)

[4%%(3-K) AND 3 )4 (PEEK( 2%+ 8xL
+3585)/4%x%(3=K) AND 3)%4))+X);

44




AP is described as a kind of
Zmini-invaders and will run on

1K ZX-81. Intruders from outer
space approach diagonally, left, right
and vertically. A missile is launched
automatically at the invaders and
you have to steer the bomb to its
target, using the 5 and 8 keys—left
cursor and right cursor.

Ten invaders are launched and
then the program tells you how
many you stopped. When familiar
with the game try changing line 130
to IFC+H AND M =P THEN GOTO
200.

Zap is from The Gateway Guide lo
the ZX-81 and ZX-90 by Mark
Charlton. Published by Interface of
44-46 Earls Court Road, London
Wa6E].

10 LET 5 = 0O

20 LETuM-—= I¢

30 FOR 2z = 1 TO 10

40 LET € = 20

50 LET R = INT(RND®*3)

&0 LET P = 13 =-(12 AND R = 0) +
(12 AND R = 2) + INT(RND*5)

70 LET PE = "P" +("+1" AND R = @)

+ ("= 1" AND R = 2}
aqa FOR H = 4 TO 21

0 LET P = VAL P§g

(I A¥D INKEY® = "5")

100 LET M = M +(1 AND INKEYE = "8"

110 CLS
120 PRINT AT 21;'M - 1:"graphic shift
graphic spacce graphic shift fou:

130

seven graphiec shi

IF C = H AND M
THEN GOTO 200

LET i'_'l = 5 =l

NEXT N

CLS

NEXT Z

PRINT AT 10,0;LANDED:10'

S5ToP
LET 5 = § + 1
PRINT AT K - 1

Mok "o

+TAB P;
LET & = £ = 1

LET C = 20

GOTO 170

hift three graphic shift

fauars AT €, Mprkn

> Bo= 2 AND M < P + .2

B AL )
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N TRUE jingoistic fashion, Sink
the Bismarck puts the player on a
routine patrol of the North Sea.
Qut of the fog appears the Bismarck
and by setting elevation and muzzle

velocity of a gun, you can attempt to
sink the ship.

The program is taken from Peek,
Poke, Byte and RAM—Basic Pro-
gramming for the ZX-81. It is publish-

SINK THE BISMARCK

ed by Shiva Publishing of Cheshire.

Forthcoming titles include
Machine Code and Data Structuring
for the ZX-81 and The ZX-81 Add-on
Book, both at £7.50.

L4

e
vk L =

i
o
-]
AN TIHZ THEE A )

oS
PRINT AT 28-.,T=
HEXT

-8 TeLue"

E=S6
=488
TET
= L
n =
i =

L ' GLUG
= s GLUG
L] GLUG
| GLUG
N GLUG
GLUG
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i@ LET ol =

28 LET I-FI

3@ LET

49 LE Qe

s5a LET SR ]

Ed LE ]

7O LET L5

&8 CLS

133 LETN =£NT (RND 3252

i@ PRINT AT v,x;“gﬁyﬁ"

ii@ PRINT AT 5.T,;" & "

128 PRINT AT S+R.T+8; "R

138 LET U=u-8
ﬂiaa IF INREY %="@" THEM LET T=T-
qlﬁ@ IF INMKEY&="P" THEMN LET T=T4
168 IF INKEYS="1" THEM LET 8$=5-
17@ IF T<B THEN LET S5=5-8

3182 IF T3:25 THEN LET T=2S5

199 IF U=B THEN REOTC Saa

2@ IF S5=B THEN GOTO 358
33&@ IF T=xX AND S=Y-A THEN GOTO
22@ IF S=¥Y-R AND Ti»X THEN GOTC
ft i

232 GOTO 1ia

2@ LEY ¥Y=Y-5

3i1@ GOTO S@

358 LET R=R+R

28R 00TD So

oaR CLS

S18 PRINT AT 1@.11; "EESneess"
E20 PRINT AT 12,11:;R .

TAR GATES is a 1K program in
which the sun is about to go
super nova and a fleet of space
ships is waiting to depart from Earth
to escape the holocaust. The object is
to guide each ship through star gates.
The space ship is situated at the
bottom of the screen and key 1 is
used to move vertically upwards and
keys Q and P to move left and right
respectively.
Star Gates was submitted by D E
Healey of Coseley, West Midlands.
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Tily, provides a test of your skill

in estimating' distance and
angles. Play the game a few times
and you will be amazed at how
clever you become at estimating
correctly.

Your base is at the bottom left of
the screen. The invader is the black
piece. Your task is to shoot it down in
as few shots as possible. First enter
the angle of the ship from your base,
or as good a guess as you can esti-
mate, then enter the distance from
your base. Remember that the screen
is 63 units across. You will get a
satisfying BOOM when you get the
two figures correct.

S PACE SHOOTDOWN, by G L]

SINCLAIR PROGRAMS Maoy/June 1982

EINMT BT 21.G.
R A R R R R R R R AR AR
ca PRINT AT 21.1:°

2 IF K=1 THEN GO

T &4
L3

PRINT ' BCOM"

This runs on a 1K ZX-81, and the program is
copyright@ G Tily, 1981.




SINCLAIR USER

- the best
enhancement vet
for the ZX enthusiast.
Make sure you get it monthly!

you make the right choice. There will be exclusive pre-
release snippets on products which are about to hit the
market. OQur aim is to make Sinclair User invaluable and
wie will chronicle applications which are of special interest.

Each month we will carry pages of programs, Another
must for every user is our first-rate helpline service. And
we intend to carry as much information as possible
about clubs. Last but not least let us say that the best
way you can guarantee you like the magazine is by
participating vourself. Don't forget to ask us vour
queries; send in your programs - for which we will pay
£10 if we publish - and be sure to tell us if you are using
your ZX 81 in a special way. Send in your club news
and tell us of any interesting people out there in
userland. And just in case you need further convincing,
look at our forthcoming editorial plans.

Can you continue to get the most out of your ZX
without reading the Sinclair User every month? So why

What is the best way to guarantee that you not fill in the subscription order form today?
never be-::;}me bored with your Sinclair Fditorial Plans
computer: May August
The answer is to subscribe to Sinclair User .. written The Sinclair 16K RAM The Sinclair printer
specifically for owners of ZX 80's and ZX 81's. Sinclair . s O e o Ealnes ’
User is the latest monthly from ECC Publications - RIS BTSSR £
pioneers of Practical Computing, WHICH COMPUTER?, June September ’ ‘;ﬁ*'b
and Computer & Video Games. Whether you bought Disks - a look into the Enhancements for the enthusiast ’_3’_-&
your system yesterday or are an old hand, vou are :i'l'“:':,"i. s {|P';ﬂ|' cr';l","':irl;"'* et \:v‘w
probably an enthusiast for your machine. And your g Uy e L S5
biggest problem is likely to be obtaining all the July for the ZX8I Y 4 & &
information to satisfy your interest. We promise that The ZX81 memory map ,b¢\Qo \\qx @ g
Sinclair User will be devoted entirely to quenching your i & <& ,}_..‘E')Q 2

. i : Debugaing programs & o D )
thirst for information. P * O o

ok i S

As the name suggests, the content will be geared P _c\_:_a“\’ { 3 Qéo@':@@' //
specifically to helping you, the user. There will be pages & T g 3 o S i o
of information on available hardware and software. Our e 5 A0 \‘bo{\ Y /
expert writers will analyse established products to help A 0‘0 o (\b‘? O rﬁ’{b- Py /

3 B R 4 o
ECC PUBLICATIONS ’ fe-**q & *700\.3 & btw & i
30/31 ISLINGTON GREEN LONDON N18RJ ¢ ° O A P &

50 SINCLAIR PROGRAMS Mav/June 1982



Learn all about computers

through a remarkable

new language.

At long last, someone has written a book on
computers thateven AuntEmily can understand.

Thatsomeone is none other than Dennis
Jarrett: doyen of simple English and former
Managing Editor of WHICH COMPUTER? and
Practical Computing. And his book is called The
Good Computing Book for Beginners.

If you're nota beginner, don’t let the title
put you off. Because this book provides a
wonderful opportunity of clearing up any grey
areas of your knowledge.

And a glance at the chapter headings down
below may well give the impression that this
book is fun to read. You would be right. It's the
brightest way imaginable of learning all about
computers.

Theres also a complete language guide to

Your course in computers.

Introduction to the What's a personal
I introduction - computer 4 computer?—new readers
myths, why they are being start here, because this is
dispelled, and the truth ollyou need to know: what
about computers. can it do? What'’s available?
2 What goes on inside-a :;ri;; ’;2;‘3 dayeisya
swift canter through the '

heavy technology, avoiding What to look for—how to
irrelevant and/or difficult s buy a small computer, or at
ideas: processors, chips, least how to avoid complete
memory, [/0. disappointment.

3 Programmes—what makes 6 A practical glossary - facts,
the computer tick, or at opinions, references and a
least where the noise comes few personalities.
from: system software,
applications, the pleasant
and unpleasant faces of
programming.

Now read an -
recommended reading,
with notes.

Simple English.

computer-jargon mumbo-jumbo in a glossary
of terms that's as comprehensive as you'll find
anywhere.

Allin all, you'llfind this book does for
computers what Berlitz did for languages.
In 304 pages. And ata modest £1.95.

Enrol here!

Please send me ____copy(ies) of the Good Computing Baok for
Beginners at £1.95 each plus 50p for postage and packing.

Ol enclose cheque for £ made payable to ECCPublications.
Name

Address e =

Ll Please charge my credit card the sum of £

Name of credit card

Number___
Signed

MNow post please to ECC Publications,
30-31lslington Green, London N1 8BJ.
Telephone enquiries: 01-359 7481.
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LX KEYBOARD

FULLY CASED
wr« REPEAT KEY

FULLY CASED KEYBOARD £37.95
UNCASED KEYBOARD £27.95
KEYBOARD CASE E1095

This is a highly professional keyboard using executive buttons as found on top quality
computers. It has a repeat key and comes, complete in its own luxury case. This is a genuine
professional keyboard and should not be confused with toy keyboards currently available on
the market.

16K RAMPACKS ’

MASSIVE ADD ON MEMORY ;’“;“3“;95““1 |
WHY WAIT TO PAY MORE mAU ;

FAST IMMEDIATE DELIVERY S S
I Pleasesend me...... RAM pack/s £32.95 each 1
POSt to: 1 ;:easesend me..... cased keyboard/s £37.95 each i
easesendme..... uncased keyboard/s £27 .95 each
E:pésglu ¢ : Systems Pleasesendme..... kevbuardcase/sEiO.QSeac: ; ]
yae electronic | I
lenclosef.........
48/49 EmeUIh RUad | MName:. oo oh Rl T i AR L L fe T, Sl ot SO = N l
Great Yarmouth - [EAddress o mniito Dol e S e i
Norfolk NR30 3DPre:049357867 B R e e R I
All products include VAT are fully I Please add £1.50 p/p and make cheques payable to Kayde |
built and tested and come with a I Electronic Systems, I

COMPLETE MONEY BACK GUARANTEE - e e Es Ee Em o Em Em Em - s em o= owm




