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MICHAEL ORWIN’S ZX81 CASSETTES

THE BEST SOFTWARE (BY VARIOUS AUTHORS) AT LOW PRICES

QUOTES
“Michael Orwin's £5 Cassette Twois very good value.
It contains 10 stolid well designed games which work, offer
plenty of variety and choice, and are fun.”
From the ZX Software review in
Your Computer, May '82 issue,

“I had your Invaders/React cassette ... | was
delighted with this first cassette."”

F. Rubython, London NW10

"I have been intending to write to you for some days
to say how much | enjoy the games on 'Cassette One’
which you supplied me with earlier this month.”

E.H., London SW4

. | previously bought your Cassette One and
- consider it to be good value for money!”

Richard Ross-Langley
Managing Director
Mine of Information Ltd.

CASSETTE 2
Ten games in Basic for 16k ZX81

Cassette Two contains Reversi, Awari, Laser Bases, Word
Mastermind, Rectangles, Crash, Roulette, Pontoon,
Penny Shoot and Gun Command.

Cassette Two costs £5.

CASSETTE 3
8 programs for 16k ZX81

STARSHIP TROJAN

Repair your Starship before
disaster strikes. Hazards include
asphyxiation, radiation, escaped
biological specimens and plunging
into a Supernova.

STARTREK This wversion of the well known space

adventure game features variable Klingon mobillity, and
graphic photon torpedo tracking.

CASSETTE1
(eleven 1k programs)

machine code:

React, Invaders, Phantom aliens, Maze of death, Planet
lander, Bouncing letters, Bug splat.

Basic:

| Ching, Mastermind, Robots, Basic Hangman. PLUS
Large screen versions of Invaders and Maze of Death,
Ready for when you get 16k.

Cassette One costs £3.80

PRINCESS OF KRAAL An adventure game,

BATTLE Strategy game for 1 to 4 players.
KALABRIASZ World's silliest card game, full of pointless
complicated rules.

CUBE Rubik Cube simulator,
including ‘Backstep’.

SECRET MESSAGES This message coding program is
very txlp gexi jf.

MARTIAN CRICKET A simple but addictive game
{totally unlike Earth cricket) in machine code. The speed is
variable, and its top speed is very fast.

Cassette 3 costs £5.

with lots of functions

CASSETTE 4
ZX-SCRAMBLE (machine code) with 3 stages.

Bomb and shoot your way thmugh the fortified caves.

Wi MISSTIOr
E 1"'LI-|L-|LC‘- b5 By

oM

8 games for 16k ZX81

GUNFIGHT
{machine code)

INVADERS
{machine code)

GALAXY INVADERS (machine code)

Fleets of swooping and diving alien craft to fight off.
SNAKEBITE (machine code)

Eat the snake before it eats you. Variable speed.
(very fast at top speed).

LIFE (machine code)

A ZX81 version of the well known game.

3D TIC-TAC-TOE (Basic)

Played on a 4 X 4 x 4 board, this is a game for the

brain. itis very hard to beat the computer at it.

7 of the 8 games are in machine code, because this is much faster than Basic. (Some
of these games were previously available from J. Steadman). Cassette 4 costs f5.

Recorded on quality cassettes, sent by first class post, from:
Michael Orwin, 26 Brownlow Rd., Willesden, London NW10 9QL (mail order only please)
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ZX Spectrumw

20 Programs £6.95

The ZX Spectrum has brought advanced
computing power into your home, The
Cambridge Colour Collection, a book of
20 programs, is all you need to make it
come alive.

No experience required. Simply enter the
programs fram the book or load them from tape
(£2.95 extra) and run.

Amazing effects. All programs are fully
animated using hi-res graphics, colourand sound
wherever possible.

Entirely original. None of these programs has
ever been published before.

Proven Quality. The author already has 30,000
satisfied purchasers of his book of ZX81 programs.

Hours of entertainment
@ LunarLanding. Control the angle of descent
and jet thrust to steer the lunar module to a safe
landing on the moon's surface.
® Maze. Findyourwayoutfromthecentreofa
random maze.
® Android Nim. FPlay the Spectrum at the
ancient game of Nim using creatures from outer-
space.
® Biorhythms. Plot the cycles of vyour
Emotional, Intellectual and Physical activity.
Some would say this is not a game at all.

Improve your mind

@® Morse. A complete morse-code training kit.
This program will take a complete beginner to
R.A.E. proficiency.

® Maths. Adjustable to various levels, this

program is an invaluable aid to anyone trying to
improve their arithmetic.

Run your life mare efficiently

® Home Accounts. Keeping track of your
finances with this easy-to-use program will
enable you to see at a glance where the money
goes and plan your spending more effectively.
® Telephone Address Pad. Instant access to
many pages of information.

® Calendar. Displays a 3 month calendar past
or future, ideal for planning or tracing past
events.

ORDER FORM:

Send Chegque or P.O. with order to:—

Dept. G., Richard Francis Altwasser, 22 Foxhollow, Bar Hill,
Cambridge CB3 BEP

Please send me

O Copies Cambridge Colour Collection Book only £6.95 each.
O Copies Cambridge Colour Collection Book & Cassette
£9.90 each

MName:
Address: - T = —

F______q

SPECTRUM'S
SOFTWARE SETS
YOU A CHALLENGE

Each program is written in Basic for the
SINCLAIR SPECTRUM COMPUTER USER.
All games incorporate both colour and sound.
Flexible parameters intrigue both the beginner

and more advanced alike.
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Instructions supplied.
All programs have been written, tested and
proved by Spectrum Software’s own computer
experts. Prices are fully inclusive.

SPECTRUM SOFTWARE,

44-48 Magdalen Street, NORWICH, Norfolk NR3 1.JE.
N N S S S S S . . .-
To: SPECTRUM SOFTVUARE, 44-48 Magdalen Street, NORWICH,

MNorfolk NR3 1JE. I

NAME

ADDRESS |

4 " B _POSTCODE
Please send me any two of the following programs: I
[TICK APPROPRIATE BOX)

SP 101 SKETCH PAD a Please send me
102 LUNAR LANDER a the complete set I
103 MASTERMIND O of all FIVE
104 DISASSEMBLER m| individual I
105 CHARACTER GENERATOR OO programs. [

lenclose my chequelpostal order for l

made payable to SPECTRUM SOFTWARE.
Allow 28 days for delivery.

SPEB?J
- . - . . . e e . .
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AS AN ADDITIONIAL service to owners of Sinclair computers,
Sinclair User, the companion publication to Sinclair Programs, has
started the Sinclair User Club.

Membership costs £12 per year, which enables members to enjoy a
large number of extra benetits. They include a bi-monthly cassette-
based newsletter containing programs and answering problems,
and many special discounts on a variety of goods of interest to
Sinclair owners.

Sinclair User will also contain news about the club
and its activities in each issue.

The offers this month, which are available only to members of the
club, are 10 percent off the products of Kempston Electronics,
including its click keyboard, and 25 percent off the prices of games

sold by Carnell Software.

The discounts can be obtained until the end of September. To allow
new members to take advantage of them, orders can be sent with
membership applications.

Readers wishing to take advantage of the benefits of membership
should complete the form below. As the club caters for owners of
both the Spectrum and the ZX-81 it is essential that they indicate
which machine they own.

T T e T T Tt e e e i R R e e e e — — ——————— ——— — — — — ———— — — o —

MEMBERSHIP FORM

['wish to join the Sinclair User Club and enclose my subscription of £12

Which computer do you own? ZX-81 0 Spectrum [ l
Send your coupons to Sinclair User Club, ECC Publications, 30-31 Islington |
Green, London N1 8BJ. Cheques should be made payable to Sinclair User !
Club. l

e —————— . S S i ——————— — ———— S S S B e G e e — o —
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Asreviewed in 'YOUR COMPUTER March 1982

16K RAM PACK

£29.95($59.95)

Quite simply the best available
+FREEALIEN ATTACK' (7K-M/Code)
on cassette —value £5.75

Fully built, tested and guoranteed

Uses existing power supply (min 600 m.a.|

Compatible with printer.

Mo wobble problems.

Gold-plated edge connector for perfect contact with your ZX8 1.
Normully despatched within 10 daysaf receipt of your order.

With advances in Microtechnology we are now able to offer the
64K RAM PACK. Same quality as the 16K to give massive memory
ta your ZX81 with external dimension no larger than the 16K RAM
pack jabove).

JRS SOFTWARE
18 Wayside Avenue, Worthing, Sussex BN13 3JU
Telephone: Worthing 65691
(evenings and weekends only)

THE BEEB PRODUCES
THE BEST TV
PROGRAMMES IN THE
WORLD . ..

Uncle Clive produces the World's best computers
and Jack Gibbons A.1.B. produces the best
Banking Programs in the World . . .

THE PERSONAL
BANKING SYSTEM

is available direct from J.P. Gibbons A.1.B.

14 Avalon Road, Orpington, Kent, BR6 9AX.

Price £9.95 inclusive for Cassette and Users’ Manual

Specify whether ZX81 (16K} or Spectrum (48K)
PBS Bank reconciliation module £6.50.

* * * -

Also stocked at the Buffer Micro Shop,
Streatham — Microware Shop,
Leicester — ZEDXTRA, Bournemouth
— and branches of the Computer
Bookshop Group.

Anon.

Full after sale maintenance available.

SINCLAIR PROGRAMS September/October 1982



Signature

Build your own Sinclair
Special ZX-81 Kit Offer
ONLY £29.95 (plus p&p)

SAVE £20on a Sinclair ZX-81 kit. A special offer
open only to readers of Sinclair User has been
negotiated with Sinclair Research, which means
you can buy the world-beating ZX-81 for just
£29.95 (plus post and packing).

Stocks are limited, so be sure to place your order
soon. Allow 28 days for delivery. Maximum
four units per applicant.

The price does not include the mains adaptor. This is available from
Sinclair Research at £5.95, Please add this sum to your remittance
when ordering, if required. The kit is available by mail order only.

No callers please,
The prices apply to United Kingdom only. Overseas orders can be
accepted but there will an extra postal charge. The full price can be
obtained on application to ECC Publications at the address on the
coupon,

To: Sinclair User Special Offer,
ECC Publications, 30-31 Islington Green, London, N1 8B]

Please send me Z.X-81 kit(s) at the special Sinclair User price of
£29.95plus £2.95p & p.

Please tick if you require a VAT receipt O
*Ienclose a cheque/postal order payable to Sinclair Research Ltd for £
*Please charge to my Access/Barclaycard/Trustcard account no.

*Please delete/complete as applicable

Name Mr/Mrs/Miss
Address

SINCLAIR PROGRAMS September/October 1982




EARTH DEFENCE

ARFH DEFENCE is an excel- i

ient arcade-quality game for the

16K Spectrum. Adrian Tucker
of Fareham, Hampshire, says he
designed it to be equally comfortable
for both left- and right-handed
operators. He has done so by using
the multi-key INKEYS via the IN
command in lines 110and 160. *

The effect is that your spacecraft
can be manoeuvred left with any of
the keys from 1 to 5, right with any-
thing from 6 to 0, and all the bottom
row keys will operate your laser.

A series of alien missiles moves up
the screen towards earth. You are
stationed in orbit to destroy the
attackers. Each time you fire your
laser points are reduced by one; if
you hit a missile, you have time to re-
charge and you laser points are
therefore incremented by one.

You receive 100 points for each
missile destroyed but lose 50 if one
passes you. In the bottom left of the
screen is displayed the number of
alien projectiles yet to hit the earth
before the limit of five is reached
and the game ends.

The capital letters A, B and C in
inverted commas are user-defined
graphics. Adrian recommends blue
for line 95, yellow for 115, cyan for
125, green for 140, flashing cyan in
145, red then cyan in 320 and green
in 505.

1 RUN & 55¢>255) AND La:® THEN LET La=ta
2 FOR F=@ TO 7: RERD n.m.o: P -1: PRINT AT 21,53@;la: GO SUE 3C
OKE USR "b"+f.n: POKE USR "3“&f. @
m: POKE USSR "“c“+f.,.o 155 F La<l® THEN PRINT AT 21i.3%
3 BETH ;
. s 17@ GO TO 106
5,885,185, 29@ FOR a=1 TO 3@
T e BEEP PND IO IeENDsa4-12
et S i ) *‘. LR ——; =
10 PAPER 2@8 NEXT a i
210 IF p>hp THEN LET hp=p

28 LET h @ 221 PRINT AT 21,

5@ CLS : FOR (=1 TO S5B8: 232 INMPUT :"“Your scors="; {pr 1"
MK RND£3+4,255.5RMD . A75 .5 £&ND: Hic5Core ="z lhpi o e ietelete o 4
MNEXT f _ cernmanother g0 7T Oy or nl*, LINE

6@ LET 1a=5@: LET i=1: FPRINT & s%: IF af="u" THEN GO TO 56
T 21,8 "Aliens™iTHE LI "Pirauar™] 254 STOPR
TAEB 24; "laser’ 3@ PLOT INUVERSE i1.c:&5+3.4159

78 LET p=0: LET c¢c=1i6: LET co=g% 2@S DRAW INK S.6.-311i7

38 GO SUEB S&84: LET L=8 aga BEEPRP .85.12

Q2 LET i=28: LET st=INT {RRD¥= 2@9 PLOT INUERSE 1.Cc¥8+3. 159
2 +5 310 DRAY OUER 1.0, -117

93 IF _co=@ THEN GO TO Z1& —32@ IF (i<17 AND i>»>1) RAND st=cC

95 PRINT AT i.5t:"B THEN LET p=p+108: LET La=ita+i. F

1@@ PRINT AT f.ci' RINT RT 21.50;La: BEEF .1.&: PRI

11@ LET c=c+i{IN 61453E¢ 255 AND NT OUVER 1:AT i,.c:"C": BEERP .2.:3:
€431 - {IMN E3456<3255 AND c:>@) FRINT OUER 1:AT i,c:;“C": BEEP .

115 PRINT AT 1.c:“A" 1,4: PRINT AT i.c:i™ : GO TGO B5

122 BEEFP .085.,c 34@ RETURN

125 PRINT OUER 1:A8T i.st;“B"“ S@@ LET p=p-58: LET co=co-1i

131 LET i=i-1 sSa3 PRINT AT 21,15 .p: o

133 IF i=-1 THEMN GO TO SBb S@4 FOR =1 TO 5

138 LET st=s5t+INT tRHD*33—1+t3 - 5@5 IF f<co THEN PRINT AT Zi.6+
PMND 81 <-3@1 -I(3 RAND st o@; F;UE"

14@ PRINT CGUER 1:AT t,“E" SBB IF Frco THEN FRINT AT 21.5+

%ig ??INT HENgl,igjp

= i= St=cC HEN FRINT 1@ NEXT f: IF L=1 THEN RETURN

AT 1.c:"C": GO TO 206 gga G0 TC 2@

1688 IF (IN &527&5¢:255 DR IN 32 :
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10DIM A (14)
100FOR [=1t014
110IF]=7 ORJ=14 THEN GOTO 130
120LETA(])=4
130 NEXT]
200FOR]=1TO7
210PRINT A (15-]); "2 spaces™;
220NEXT]
230 PRINT
240 PRINT
250 PRINT "4 spaces™;
260FORJ=1TO7
270PRINT A (]); "2 spaces™;
280 NEXT]
290 PRINT
300 PRINT
310 PRINT "ENTER CUP NO."
320 INPUTC
330CLS
340 GOSUB 1000
400 FORJ=1TO#
410IFNOT A (14-])=0 THEN
GOTO 440
420 NEXT]

430 GO TO 460

440 LETC=14-]

450 GOSUB 1000

4801F A (7)+ A (14) < 48 THEN GOTO
200

4701F A (7)=A[14) THEN PRINT “A
DRAW™

480IF A(7) > A(14) THEN PRINT
“YOU WIN"

4901F A (7) < A (14) THEN PRINT “I
WINT

500 STOP

1000 IF A [C)=0 THEN RETURN
1010FORJ=C+1TOA([C)+C

1020 LETK =]

10301F] > 14 THENLETK =]-14
1040 LET A (K)=A(K)+1

1050 NEXT]

1060 LET A (C)=0

1070 IFNOTA(K)=1 ORNOTK=70R
NOTK=14 THEN RETURN

1080 LET A (K)=A(K)+A[14-K)
1000 LET A (14-K)=0

2000 RETURN

SINCLAIR PROGRAMS September/October 1982

finger is worn to the knuckle and

we are blinking at 50 cycles per
second, nothing pleases us like a
game where thinking is not just
something between you and a high
score. When the game works on a
ZX-80, we arereally happy.

Beancup is a fine brain-game from
Nigeria. You sit cross-legged with a
row of seven cups in front of you,
Each cup contains four beans—
except the store-cup on the right-
hand end of the row, which is empty.
Your opponent faces you with exact-
ly the same equipment in front of
him.

The display will show you two
rows of numbers, representing the
beans. The bottom row is yours and
the top one is operated by the
suddenly-cunning ZX-80.

You move by taking all the beans
from one of your cups and dropping
one into the cup on its right, one into
the cup on the right of that, and so on,
anti-clockwise round all 14 cups
until you finish. You cannot empty
the store-cups. The game ends when
all the beans are out of circulation
and the winner is the playver with the
most beans in his store cup.

Input the number of the cup you
wish to empty and the computer will
display the position of the beans
after your move and its own
response. If you have no beans on
your side to move, then enter any
number from 1 to 6,

If you can beat the machine you
are better than we are. Submitted by
Paul Morriss of Alford, Lincs.

SDMETIMES. when the cursor
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ie REM "paintpag™

20 LET c=0: DIM 9i939F: DIM xiD
93: DIM 4i9S%F: LET x=): LET uy=%

3@ LET u=255%. FOR n=1 TL o9%5

4@ PRINT AT &,.8;"ARROUKEYS MOW
E MAORKER": PRINT “ALSO S=5i 4=k
S9=NE 8=S5E": BERINT "B TO FIN A &
OINT": PRINT “"H TO HOME IN ON is
t PGINT"- PRINT “h g Point MNo."

5@ IF INRET =0 THEN PRINT AT
B.B x M. iwa™ Yin-AiM
B LET U=zu+ij=% OR Jj=9 OR i=4)
-ij=6 OR_ j=5 oOf _ j=8): LET x-x+£$
i=gi —ti=5 OR i=3 O
== 17 #4i=C—=17 1
P eid=—-33: PLOT =,y
HEMN GO TO 1008

= 10)

1860 LET xinfj=wm: LET wiays=y

118 PLOT x+in=1).u: IF n=1 THEN
LET s=0: LET c=x: GO TO 169

128 LET a=xin-1%: LET h=yin-1}
138 IF s5=0 AND w3 THEM LET r=a
: LET ==}l

148 IF s=31 THEN LET u=x

156 Dﬁnﬂgaﬁﬁ:,b-—g: IF xK—-a=0 THEM

16@ LET gin-1if=iuy=bf rinx =87

i7é IF x:xtl; RHG Y= u!if THEN N
ET d=n-1: LET =5%: LET k=
aiaa IF INHEYﬁ—“ *“ THEN O Tﬂ 1lE

199 MEXT n: LET L=r-xi1i¥: CLS

2P FOR n=0 TD L. LET t= x(11+n

218 zi t=x ld? THEMN LET d=d- &
@& IF t X ih+1} THEWMN LET h=h+1-

INT dgih? st -KEiRFTF -

ar
C~0on
i)
w0
m

PLOT s ;+r: DAL m;y{d3+1NT i
- dl ¥ T =Lt ~uidbi -y MNENT 0
PRUSE © o TGO =&

prompted to compose it when

he noticed that the Spectrum
had no PAINT—or FILL—command.
The user can draw the outline of a
shape and then cause that outline to
be filled-in. As it stands, the program
can handle a shape with up to 99
vertices but that limit can be
changed by altering the number 99
in lines 20, 30and 170.

The cursor can be moved in any of
eight directions; its position is
recorded on-screen and fixed with P,
A line is then drawn to the last P.
When the shape is complete it is
filled with H.

If CLS in line 190 and PAUSE O in
line 230 are omitted a cumulative
shape can be built-up in successive
runs, as it re-sets itself at the end of
each run,

With the two commands in, the
instructions at the top of the screen
will be removed before the shape is
filled. That is convenient if the filled
shape is to be stored as a SCREENS

Submitted by John McKeown of
Upminster, Essex.

T HE AUTHOR of Paintpad was
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VERY frustrating game has
Abeen sent by Christopher

Wysocki, of Swindon, Wilt-
shire. It is called Shooting Range
and involves firing at a range of
constantly-changing letters.

The letters have values ranging
from one for A to 26 for Z and the
aim is to achieve as high a score as
possible. A time-limit is imposed by
a grey square which travels along
the row of letters and the game ends
if it is not shot down before reaching
the end of the rows.

[t is a simple program and because
of that the movement of the bullets
from the gun is slow and only one
shot can be fired at a time. That
makes it difficult to hit the grey
square, as you have to anticipate its
position in good time

Throughout testing, our reviewer
found it impossible to hit the grey
square but still managed a high score
of 314

The gun is moved to the right and

left by the cursor keys and the
upward cursor, key 7, is used for
firing. Graphics notes:
Line 70, a shifted Q with a space on
either side and shifted 3 with a space
on either side; the grey square is a
shifted H and the double quotes
throughout have a space between
them except for line 580

SHOOTING

1 REM "GUNNER™ 278 PRINT 8T 1i.&:3
AR 26@ IF H=3 THEN LET A&(1,N#+(Z-1
L= ‘—T- iJ.=I." L :
1% E?E H;%E SRER) LE?@“IE H=5 THEN LET RF{i,N+(32+
1S LET x=@ _ *508 LET H=i9
59 FOR N=i TO &5 STEP : R LEE M=
38 LET RA${i,N)=CHR$ {INT {(RND% R
28) vi88) 362 PRINT "SCORE",'HIGH-SCOREY
48 NEXT N 378 IF S>HS THEN LET HS=3
g i 380 PRINT S.HS
SS [ET S=0 2 BB et o LR "
68 PRINT AT @.,8; "SCORE",“HIGH- S5 poren CERECEINET RO AR
O T PRINT AT 3.BIAS(1.N TO N+31 s558 ERINT “DO YOU WANT TO TRY &
} ;AT éée;a$tiﬂgiaﬁ TO N+85);AT 2 430 INPUT Z5
1,47 “AiRT 2@.Z;" 5 " . £ 24@ IF F%:3"YEST GND Thesuiyn
Nr?gé}?{ﬁg?ii.ﬂ+653=uﬁﬂi {INT (R Dﬁgg;;“uu" ANE Zg»" "N %Héﬁvsﬂﬁg
08, IC INT (BNDs4@) =12 THEN LET 458 CLs
A% 1,N+BS) =" 456 IF Zg="vES" Zg=ye
- IF A®(1.N+1)="®" THEN SOTO GOTO 5 FoPEsE ORaTease FHEN
109 TP x<s0 THEN COTO 142 98 ERINT TAE 12:cunner:
138 IF INKEVS="S" AND 7:28 THEN S2@ PRINT - 3
£=Z2+1 S FRINT T POINT OF THIS
LET Z=z-1 SEIELE By = o e
139 IF INKEV$="7" THEN GOTO 14@ "?uéE;Ljﬁny BUST NOT (o5 ?ﬁé'ﬁhg
135 & J I _AUARY .
ag2 %EENQ=E~Eﬁ 25 B ~54@ PRINT “THE FURTHER THE LETT
1S5 LET B=FESK (PEEXK 153991D56%x T R ENERE P T NERE 2
TRES ARBESE. o TH MORE THEN  “"B"7.T0 HOUE THE
15@ PRINT AT Ha2,Zsi;n = “Elo BPRINT “CURSOR KEYS AND THE
168 IF R<>8 THEN GOTO 253 UPyaRE SR I RO DR REN
19@ IF H<3 THEN PRINT AT H,Z+1; e o et
nl SERERTNT . o a e >
288 IF HB<S3 THEN LET N=g S7@8 PRINT “HIT RNY KEY TO CONTE
£ I S i T X= NMUE .. " Y e
228 R B-_lesce THEN LET 2=18S S8@ IF_INKEY$="" THEN GOTO S8
2585 LET S=5+(R-1565} R
268 LET X=9 528 COTO0 S
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and is educational, too. You can

teach yourself with the help of
an animated instructor supplied by
Dr G A Jeffery of Stanley, Co.
Durham.

Press any letter and the little man
in the middle distance will give the
appropriate semaphore signal, while
FUNCTION induces something
which looks like an attempt at
vertical take-off, but is really the
signal for Attention. 16K ZX-81,

SFIMAPHDRE has sharp graphics

18 FOR ¥=1Z2 TO 4% 4, 13; " YA 5 ia ‘iAT &
=20 FPLOT X.=ZS si8;:" wiBT .5 B
30 NEXT X 23@_IF Af=CHRE £3 THEN Frr-uNT
40 PRINT &T &.313:" LT S, 4,13 m‘ S.:4:0 OFCIAT &
14;% 0 “;AT £,15:0 N .H'r Tl L - 35 : W
ik “iAT _B.34; e i 248 TIF nq;—cn—mt "S53 e r-rr{]:i'ﬁ' T
SG IF INHEY&c:™"™ THER GOTC S8 4 15 B AT S.314:7 “IHT B
5@ IF INKEYE&="" THEN GOTO 5O 2135 “ﬁ%&"l “inT e.itst W
>3 LET RE-INKEYS 2858 IF fAs=CHEE 55 THEWM PRINT AT
S@ IF A%=CHR$ 55 THEWN PRINT AT 4,13; " "INT 5,340 O “ AT &
O s “iRT S.140 O CIRT & PR3 “SET T,i9. BT
VaAce SCET T 15 268 IF RAs=CHR$ S& THEN Pm:rrr AT
S8 IF as=CHEE =55 THEM PQIN’T &7 4,13, L oaHT 5,340 “IHT B
& ames “OHRT B,.YAIC O “:ETOS L3 "He ViRT T.iEDM
M e, TR N wadmec M ave iF ﬁﬂl‘tﬂ:‘.ﬁ 57 ThH EN PEINT &T
188 IF AE=CHEE A0 THEN DRINT &T 4,13;" . CAiHT 5,347 IRT &
& LETn BT B, 28 %G “CUAT 213, Y - i 2 B L T
B S BT O TLAE: m b 2588 IF AE=CHESE TF THEXM PF{I##T T
116 IF RAS=CrRes 4% THF_?& PF:INT f="gr o 4,13; " EE'F}‘_'_-Z AT 5.14-. = “IET B
4,15 i s o A ilT E s 13 “iHT 7,150 "
213 B0 - gl N B ORI 298 IF H =C;tl-.tt‘-?c$ 55 THEWN PRINT AT
128 IF Ag= CHeE 4D THEN PPIP-H‘ FtT 4,13; SET 5,1:;‘";:5 YiGT &
TR BRI S.i4:" G iAT JEB W &7 F.350
TRk DG ki T ~ 5 sl T e w Sed IF H!&—-BHR!- S8 THEN PRINT HAT
‘158 IF ng;—m—n:u; &5 THEM PRINT AT 4,313:" JRUIAT S.1400 O AT &
4,13;" 'PAT B.314:" O “.AT £ £ 13; AET F.35: B
A b E S - g ke e i D 3i@ IF A%=CHRE &1 THEN nnIN'r Prr
140 IF As=CHRE 44 THREN PRINT &T 4.313;:" WJHTLET Dol O IET &
4,13;" el R . el e s BT T s e L 13 g e e i o5
L - iR 2@ IF Fi$=f:ﬁr—'f§_{ﬁd TﬁEN PF(IHT =g
is? IF A%= Hng_ratg {EEN PRINT AT -f»aiﬁs - AETE -’f;i“ iHT &
3 ikl “.l- & o F‘T = ] & A =
IR = i T T, | 358 IF RA&=ChHRE$ &35 THEN m:rnrr a7
160 IF As="HEE 45 THEXN F'FEINT f:rr d4,313;" AR BLgiT. O RoRT 8
4.‘1 A b ".CFt’T 5.14\“. v r&a.: ﬂEE .;m ?-3_ >
L1810 YIET O TaAS iR 54@ IF A$=CHRE 27 THEN Pﬁi?i‘{ =T
170 IF As=CHRSE 47 THE F"FcINT = 4,13 LA RT S.340 O AT 6
4,19; " wART Soxac AT & ~15; B AT T.rE0v
i B T Mo Faolant oy 350 IF A$=CHR¢ 121 THEN 5OTO S
18@ IF —§=ﬂnng_r¢5 THEN PRINT &7 a_
4,13; " 5. 14" OFV:RT & Sea GOTOD S50
AR R U prr poRE vl g S1® FOR X=1 T4 =
198 IF ns:m—m& 45 THEW PF{‘IN‘T T 528 F‘nINT__-HT &, 35 @ R = =
4,313, " BY:HT S.3%;" ng'“ £ 14, s BT &, 1a« ok WEHT P 1E
H13:" M “iar 7,130 o i
Z28@a IF AS=CHR% S@ ‘?‘HEN FRINT AT 525 FOR_MN=1 TO T
AR T (R b 2o 00 Y A o s 0 S3@ NEXT N
13 SR AaT Yuisc R O v S5@ PRINT AT 4.,13:° YoET B
218 IF As=CHR$ Si THEH pnlm’ Fc'r 14; " D “;RT 5.15:" W= Vs &0 7.1
4,13; " “IRT S, 1480" O OY; 3 UEE B OB
i o T AT Faibl p SEQ HNEXT ®
228 IF O&=CHR+$ £ THEMN PRINT &7 S7@ GOT0 40
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19 LET L=t “ig™
28 LET C=imL "2a"
=S8 LEYT Bs=""

48 FOR T=URL “@~ ToO LRL “sa”

=
'?EZl IF RE="" THENM FPRINT 87

9@ IF INEEYS="7" RMD L =UnL
AND C=0-1 THEM LET RAf="8a"
108 IF AX=""" RBMND L =8l 9"
N GOTO 138
11®@ IF L=URL "id"” THEN GOT0

=75}

148 NEXT T

158 PRINT ~"OUT OF FUEL ™
16@ PRINT "“CRA3H"

1768 STOP

138 PRINT "SAUED:".T

5@ CLS

SS LET D=INT I(RNO#E}312

68 PRINT AT 18,5 “==—----———-o-o
—==="'H/T L -31,C=-%1)° —-+—-':RT ;
;T FYIAT L31,033; “d"; AT L3

128 LET C=C+{IMNKEYS="83"1- EINHE}
13@ LET L=L+{INKEYS="8") - {INKEY
Sy

SINCLAIR PROGRAMS September/Oclober 19682

is to rescue a sailor bobbing

around below your helicopter.
You must hook him to safety before
you run out of fuel. You steer the
whirly-bird with the usual cursor
keys and you will crash if you get too
close to the water.

A time is given for completing the
rescue. Andrew Blackburn of North
Hykeham, Lincoln, who submitted
the program, reports his fastest time
as 15. We did not manage anything
better than 30. (1K ZX-81). Graphic
notes:
60—Graphic F, inverse space, two
graphics 7s.

r l 1HE OBJECT of Air Sea Rescue



almost arcade quality. You are
in a system of 21 underground
caves filled with monsters and

TREASURE HUNT is a game of

poisonous fungoids. The aim is to

collect treasure, by running over the —-i——
asterisks, and deposit it in Cave O. AnNGg
You cannot carry more than five Roort
bags of treasure at a time and even

one will slow your progress.

The display is of the current
cave—see the illustration. You are
able to move around with the cursor 2/
keys and the exils are represented
by the areas of graphic A at the top
and bottom of the screen. It is not 41 (&
possible to return to the previous
cavern.

To protect yourself against mon- 7 /s e 206
sters and to clear a path through the
fungoids you can loose an arrow,
with F followed by the appropriate
cursor key. Remember, though, that & /3 it it
new arrows are obtainable only in ~
the entrance cave in exchange for
captured treasure. b 4 s 4

In Cave 21 there is a hoard of trea-
sure guarded by a growing serpent
which will attempt to seal-off exits. 5 & i z
Shooting a hole in it is usually only a
temporary measure, unless you also
shoot at something else, in which / 2 3
case the serpent will attach itself to
the other target.

The score is calculated by
Monsters killed x 5; + treasure cap- ; CACE &
tured x 10; = arrows bought x 4.
Reincarnation is granted if you score ENTRY
more than 50 between deaths.

A fine program, to be typed and
taped, from Paul Sherwood of
Hartlepool, Cleveland. 16K ZX-81.

20@ IF RMD:.6 THEN PRINT RT Iv3
= 3.%2 E(.’:{‘é?* 1,.Ix+1;CHRS 1382,
iSé P BT
; EET TasSvou ARE IN THE ENTR Ea PRINT AT I 2B, RT L3 E
AMCE HALL"” 51@ NEXT I
18 LET LR= 212 PRINT AT 8,1,C%,;AT 20,1 CH4;
11 LET £3= 214 PRINT AT @,317;R1;AT 28,17;R
13 LET C&= =2;
15 LET Cs= 215 LET MN=11
2@ LET ARP 228 LET HM=:%
25 FoR I=3 222 IF TIiPRI =1 THEN PRINT RT IV
S& LET _Ti(I L o o SR
S5 MEXT I 224 LET TrPRJ-a
a7 LET FS=8 225 REM HSEE S
48 LET S=8 23@ LET GEH_IMT {ﬂﬂﬁ4¢t
55 LET R=FPEEK 1639GC+2S5S6%FEEK 1 235 FOR I=1 TO DEM
6397+1 24@ LET D(I, 1) =INT (RND$19+1)}
6@ LET TR=8& 245 LET DI, 2)=INT {RNDs383+1)
65 RAND 258 PRINT AT D(I, 1 .,.01X,2); "R,
&8 LET MNOW=IMNT (RNDzS22R} 255 NEXT I
70 LET B="9BEQAFSDEICHAHIAI.UY 265 REHM RS
72 LET BR=B3+" " CUKDEKEFLFRMEHN"" 275 PRINT AT B, MH;"¥X";
74 LET B$=B3+" I00JOPEPTLMRMNS ' 288 IF IMKEFﬁ{:“F* TheEM coTo 2
76 LET BE=B%5+"LRTORBUPTUNBS3IRS"™ a
5@ LET Rl1l= 285 IF RRR=G THEM GOTD 382
32 LET R2= 292 LET ARR=ARR-1
54 LET R3=8 295 GOSUR 1o0@
95 GDTD 1308 2938 PRINMNT ﬁT 21,8 "ARATIS . Y BRR
158 CLS P A
150 REM FEE-EEREE) 380 LET HMai=h
162 RAND (PR#18+MNOLL 385 LET Mi=M
165 FOR I=0 Tu 2 31@ LET M=My (1 SND INKEYS="8") -
172 LEF BOANRIIS:Z GaPedENE TS "
= 272 315 LET N=N»11 ﬂNo INKEYS="8") -
188 PRINT AT IV, I¥%; "W’ {1 AND INKEY®="7"1 s
185 IF RHNODY.5 THENM F—‘H‘IHT BT IY - 320 LET @1=PEEK {(@+333r4+14)
1,IX-1;CHR% 1(128+RMDs2 328 IF Qix82 THEN SOThO S2aa
iad PRINT BT IV, Ix+i; ﬂ 3@ IF R@1=23 AND TRiS& THEN LET
195 PRINT AT IW+1 IX:CHRS (128+ TR=TR+1&
RMND %20 ; 335 IF Ri=28 THEMN GOTO Ia&
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@reasure Hunt

338 IF ABS {i@=hil =1& THEN
2ga.

339 IF PR=21 THEM GOTD 35S

ET DEM=3%

gig@IF AN < . 3+TR /288 THEN
245 PRINT BT Mi, Mi1;" *;
358 GOTO 288

355 GOSUB 3aaa

GOTO_34s

T

THEN LET FPR=R1

GO0TO 328
IF N=2

0000 O 00 0
B S e e e

a

2 g

3 LET PR=IMNT
4

=

R RREROWS" ;

" TR+S
F15 IF PR=21 THEN SOTO 20858
928 LET R3=DfiFRa+I-2}
925 LET RILI=CODE iR3%}-37
953@ LET RE=B${PRs3-1}
935 LET R2=CODE Rz} -37
248 LET RE=B3iPR%31}
945 LET ROIO=CODE iR3%:-37
95@ IF Ri=LR THEM LET Ri=R3
8965 IF R2=LR THEN LET R2=R3
S7¥0 GOTO _i1S5a@

REM

»21 THEM B0TO 315
=1 3

GaTO

4@ IF DEM=O AND RNLD:. .83 THEM L

GOsuUB

aze IF HN=2®& THEM LET PR=R2

822 IF PR=03 THEHN {0TO 1885

825 PRINT AT 3.,2;"Y0U RARE IMN TH
E TUNNEL"

B32 PRINT AT S,2;"BETHEEM “,LR;
OAND MY PR

83533 PRINT AT {,2;"YOU HAUE AR

i1,2; "YyouUR SCORE I

1883 IF PR=21 THEM GOSUE 3028
1885 IF RHND{4.S THEN SO3US 1z2a@
1818 LET F=IMsEY3

IF Eg=""

18260 LET Yi=h
1825 LET Al=H
1838 LET MyY=8:+{1L BND Fz3="8")~-12

R Fy="F" THEM BOT

RND F$s="7"12

1835 LET HMX=@3+11 RO
AND Fs="5")

4@ LET Xi=kXlasMx
1845 LET ¥Yi1=yYl1+MY
165686 IF ABS {1S-x1)=15 OR ABS (21
@-v1) =18 THEM S20TD 1125

1053 IF PEER (2+333Yis+Xi1i) 4282 THE
N GOTO 1a7a

Fg= a1

19055 PRINT AT Y1 ,X1;"$*;
186@ PRIMT AT Y3i Xi:" *;
1865 GO0TD 184d

1872 LET DHIY =DEM

1975 FOR I=1 TO CHIT
ies@ LET ¥=04(I,12
LET X=0(XI,2}
189 IF X<>X1l OR YWix¥i THEN

PRINT AT ¥i,Xi;"B”

LET 5=3+5

LET E(I, 1)=Ei0E1F, 32

LET Di{(I,2)=0(DEN,2)

1@ LET DEM=DEM-1

15 MNEXT L

117 IF PR=21 THEN LEY FX=X
18 IF PR=21 THEM LET FY=Y

28 PRINT AT Y1,Xi1;"™ *;

RETURN

REM Hi<h

FOR I=1 70
LET X=Di{I,2}

E0TO

1
i
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LET ¥=PbiI, 3}
PRINT AT ¥ B o 3
LET ¥=v>3SEn rm-m
LET X=xX+SGE5M (M-}
PRIMNT AT Y, »X; " IR
1258 IF X=M AhD THEN SOTO 20

"!
b

o3 o 3

LR T V(Y]

[EAECE S
Jin

(=]
0]
e}
LR

1323
BT

1385 PRINT -
RK OF CRUES.®
i31@ PRINT ‘"“GU RRE LOTEING FOR
1315 PRINT I

GOLD .’

RRE CRREFUL Vv
ouU MRY RERCH' ,
1320 PRINT "THE TREASURE RGOM, B

UT BEUWRARE: "
1328 PRIMNT "THERE BRE MOMN3ITERS

HICH WILL"™

THIS I5 TREASURE-

WO RRE IM B2 METWLIO

panit

13328 PRINT "éﬂ‘T You: EVEN TO TOu
CH THE ROQCKS"
1335 PRINT THEAMS INSTANT SERTH.

1éiéf&HIHT Z%2 sy
1342 PRINT “CROOaE
1345 INPUT FR

1350 IF PR{1 OR PRY>4 THEN GOTO 4

545

1368 LET LR=2&

159@ G0TO QIS

1585 PRINT IZ%, ..

15i@ FRINT "YOUR
Y OuR

E_ HERE.
1?18 PH{INT THE @; '

CRUE 1.,2,3 OR

TRERSURE IS
SCORE IS s S+ TR
HRUVE " ARR
WoU S0ING

SRF

“on
“RRE

1515 PRINT
AaRRO

1528 PRINT TFIE E&
ERCK IM7?",

1525 InNPUT' F5
1S53@ IF F="nNO"
SCORELD " .S53+THR
15535 IF F%="nO"
154@ LET S=253+TR
1545 LET TR=2
1S5@ PRINT “HOW MANY ARROUS OO v

THEN FPRINT
THEM STOP

eI

OU LANTZ "
1560 PRINT “THEY ARE 4 POINTS ER
e

1578’ INPUT F

1S8@ IF F#d4:5 THEN SOTO 1650

159@ LET S=5-Fi#4

156@ LET RRR=RRR*F

1561@ GOTO 1342

165@ CLS

1655 PRINT ~ YOu CANT RFFDRD TH
EM” ...

15602 GCOTO ISSa

Z220a REM

T P01 10 10 PO ) o
T e e e
Tl el ot s 12
101 i b= (200 0

)
=
o

Iaaz

Sa32
Sass

F
@ THEN GOTO 3@l1Ss

CLS

PRINT AT S.,.1; “LUNFORTUNRBTELY
HRAVE F‘ERI‘DHE e

PRINT AT 8.,1;"YOUl SCORED:

PRINT
PRINT
IF S+TRIS83+PS THEM STOP
LET S5=5-1S5

LET P3=54+TR

PRINT “YOUu PLAYED WEL i ;"
PRINT X
PRINT
PRINT

ror

SHALL DEDUTT 15
“FOR DAMRGE TO THE Bo

PRINT
PRINT
PRINT “vou
FOR I=1 TO
NEXT I

MRy COMT IMNUE'Y;
S

PF‘\INT I:IT &, B
LS

FOR I=-18 74 1@
LET RI=RABS I
PRINT TRE @;C%1{ TU Al
FPRIMT TrHRE I'HB BIN; 081 TO BRI
NEXT I

PRINT AT @,1d;,CH

PRINT AT Eﬂ lﬂ, CHi TE 1@
PRINT AT i2.,&; "' 7TRB 29;

LET LCEM=L

LET QUW=INT {RMD 4l

FOR I=1 7O i+l

PRINT AT 124X, 12+ {RMO*2Y ;"3

MEXT I
LET H=1%
LET My=-=-1
LET M=
LET H=18
LET =7
LET M=
LET-"FX =l
LET F¥=K
E0TO 265
REM ”ﬂﬂﬂﬁ“
PEEE (23334 (KMl 3UaMY) =

LET RO =#Y

IF B0=8 THEM
IF RLC=00 THEM
IF RD:L:8& THEMN
IF RO4:8 THEM
=B d:.J-H“E}'.'
LET K=K 4
SRINT AT K,
IF RNDoO .S Td%ﬂ PmIb

IF RMND¢ .28 THENMN
RETLURN

LET

LET
LEF
LET

MY =MX
M =0
MYy =@
MY =R-A0

"]T FY.
GOELIES 12900

16
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SQUASHED

QUASHED is an intriguing ver-
sion of the Break Out game for
an expanded ZX-81. Imagine a
squash court full of milk bottles and
a ball made of solid steel. Your job is
to break the bottles by moving the
bat with keys Sand Z.
A running score is kept and the
game ends when you destroy all the
targets or lose your allocated three
balls.
29 REM (L) PER GRRBMNBORSE, 1932 a7@ LET BB=RBR-1
S8 REM RESET HI-SCORE BY EM- 38@ LET BT =87-1
TERING “POKE 15514, @~ 398 PRINT RT 8TF,31;°
48 LET BALLS=3 405 IF X=1 THEN LET xJ -
45 LET HI=PEEK 158514 410 LET X=x+¥1
S@ LET BET=0 415 IF (¥Y=18)+iv =1} THEM LET Y2
55 LET BB=11 =Y1#(=1)
7S LET Yi=3GN (RMHD-R.5) 420 LET Yy 4yl
858 LET K=8 425 LET Bi=R
85 LET B=8 430 LET B=P+333¥ +¥
633$+&ET P=FEEK 1839532S83PEEN 2 44@ IF PEEK B+3133 THEM G0TD S@
e
i@ FAST 45@ LET HK=K+1
185 CLS 468 LET Xi=xla-1
11 FOR T=22 TO 3w 478 PRINMNYT AT 21,8;K
12@ PRINT AT @, Tl S@® POKE B,CODE ~H*
138 PRINT AT o, 7™ Ses POKE Bi. @
14® IF 720 THE Fﬁ;ﬂ? 5T T.8; S51@ IF X=1 THEN LET Xi=Xi%-1
S kit szg gg;g gggéi§=aaaa?ﬂ
53 - =BB} *t¥>=8BT
160 FOR T=2 7O 18 STEP o &8 v
17@ FOR I=1 TQ 231 STEP 2 S54@ LET Xi==1
i8@ PRINT RT T,I;" B S58 IF MOT (YL r»@}aiw=8T:3iviia:}
198 NEXT I ¥ [¥Y=BB) THEN BOTG S78
288 MEXT T 56@ LET ¥i=g
212 FOR T=BF ToO a8 S65 GOTO Sa
22@ PRINT 8T T,31; “}~ 57¥@ IF ¥Yi=0 THEM LET Yi=visiv=R
238 MEXT T Bl - (¥=BT)
248 PRINT AT 21,8 "SCORE & HI 998 GOTO 38!
-SCORE: “; HI 18608 PRINT AT Y.,X;"
245 SLOW 101@ NEXT T
258 FOR T=1 TQ 8RLLS 18320 PRUSE 2aa
26@ LET X=23@ 118@ IF HI»=K THEN S8OTO i2@a
BBS LET ¥= 1118 POKE 16514 .,K
270 LET Xi=-1 112@ SCROLL
29@ PRINT AT 21,24; "8RLLS: ;T 1130 SCROLL
30@ IF tIH¥£w$¢n"I"i+xﬂa~19 TH 1142 PRINT "COMBRATULATONS. NEL
EN GOTO 3Sa HI-SCORE"
31® PRIMNYT AT BT ,331;" 12082 SCROLL
328 LET 8B=B831 1219 SCROLL
33@ LEY BT=BT=1 1220 PRINT "D0 YOU WANT TO PLAY
34@ PRINT RY BB 3i1;"}" HEATIM (Y . MYy
358 IF (INKEVYS<>" 37} 3i{8T=1} THE 12530 PAUSE SE4
N GOTO 42a 124@ IF IMKEYS="v" THEM DU
36@ PRIMT AT B8,31;" 125@ CLS
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! (i
;g,
e

X
W7
FileT
- y.r

RHEMND
ZOSUE D4R
20 FOR M=9%% 70 & STERF -1
43 FRINT BT 1B.0." £ ¥ * e

= =

58 PRINT a7t 12.¢c-1:" ¥ ¥ x

=

A3 PRINT BT 4 .5:" % E ¥ ¥
*

78 IF Ccd OR L»7 THEWM LET Li=-
b 3
58 LET C=L+L1

H L ET NN TR EY g=""43" HnD Nk
= iaé IMREY E="2" AFD N353

PRINT AT Y. N-1:7 b
11@ LET Y=Y -RND-.%

BT ¥, ¥ :
14@ LET P=PEER {PEEXK 16335+256+% PAGE MISSION was written by

DEEHE A&83033 Mark Philips of Streatham,
15@ BRINT A" London, for an expanded ZX-81.
16@ IF P=25 THEM LET 5=5-10 ke Al i 2
178 BRINT AT =.1@: 0 A% Altaaal o e star ship
i8@ PRINT 8T &.13:S5TRE S+ sx" e g L
199 LET S=5+31 aliens. If you succeed you will be re-

positioned on the surface of Planet
X, ready to try again. That continues

zad

21i@d CLS

2280 PRINT A7 10,18 "FEE
=250

sSTOR i i < foraslong as the program does.
240 LET C=4 Points are scored for staying alive
%gg tg §§= 3 and are reduced by 10 for hitting an
298 LET ¥=iS alien. Both the score and the elapsed
oG LET Y=DOi time are displayed. Key 1 moves you

2868 FOR I=1i5 70O =8

Z@8 BPRINT ST I.5: Vi &7 T.3%:%c« left and key 0 moves your right. You
= can increase the difficulty of the
SA9 MEXT I ame by changing line 80 to “LET C
32@ PRINT AT ®.5; "+ SCORE= Ec +2 61g+g[RND*z_1]’* That
330 PRINT AT 2.8:“x% TIME = “; & : :
T B,2@. " xEe randomises the movements of the
4@ RETURWN aliens.
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B, "

GLIMBE

A T,
-

i
b AR

I

OUR AIM is to climb a

l 1,000-metre mountain in 10

days. If you fail to finish in the
allotted time or run out of supplies,
the trip is cancelled and abandoned.
Bad weather may hinder your
progress.

When the program is run, an input
mode will await the highest previous
score—enter O on your first run. The
display will then show the climbing
day, distance to the summit, number
of supply units from 75 to zero, and
the weather on a scale of awfulness
up to 10.

As group leader you must enter
the distance you wish to travel on
that day, the maximum being 300
metres. Remember that you will use
more supplies in bad-weather climb-
ing and that in the worst conditions
it may be advisable to stay in the
tent.

When the distance reaches O,
enter zero to obtain your final score.
That is dependent on the number of
supply units and days expended;
David Stewart of Darlington, who
submitted the program, reports tha
his best result is 251. The program
runson a 1K ZX-81. Graphics notes:
50,100, 180 & 190—graphic shifted 1.

60—graphic shifted 2, graphic
shifted 1.
1@ INPUT =
28 CLS
30 LET O=URL “idad”
4@ LET S=usL "7s"
S@ LET M=COooE “m* :
... 5@ LET U={RNDITODE “*™) 30008 -
7@ PRINT “CLIMBIME ORY "M ...
LDISTRAMNCE=";D; , , "SiPPLY=";&; , ,©
LHERTHER=",14; . . « « "ENTER D ISTRMOETD
sa IMPUT B
S@ IF AYJRAL “I@@” THEM SoTo us
L aa
. 132 LET M=M+CODE "~ 9
I 11@ IF N=LRL 311" THEM STOP 1
¥ BRI 32@ LET S=5-IMT {instd. CDoE L
o s 3 ;
 H 138 IF S<=COLoE ~ ~ THEN SO0 UR
) L ~io|a”
1 S | 14@ IF Di=CODE ~ ~ THENM {OTD VR
g 1. “ise”
| = 158 LET o=0-8
I ie@ CLS
F p 178 SOTOD URL S8R
7 1 18@ IF D<=CODE * “ THEM LET O=C
A f / Yy i < =
7 ﬁ 19@ IF S<=CODE "~ " THEHNM LET &=
A g DEE=. "
pf A “}* 5@@ LET X=INT {i{iURL "L808'" /D}
e ﬂ - 2 (VAL "“18@7 3312 JURL “10R@@aadr) oo
# A DE "G N) 1
A 218 IF X>@ THEN LET 8=
| S3@ PRIMT “FIMRL SCORE=S "% ...
' L"HIGHEST SCORE= “; 8
v | 238 INPUT B3
- S4@ GOTD URL “2Ra~
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of the South China Seas. You
are the owner of a junk trading
in general cargo, arms, silk, whisky
and opium. You area tellible ferrow.

The purpose of the game is to
accumulate $100,000 by astute buy-
ing and selling, in accordance with
fluctuating market prices.

The junk has a capacity of 50 units
and you start the game with only
5500 in the bank. An additional
problem is that you owe $5,000 to
Sum Yam, the moneylender, a sum
which increases 12 percent on every
trip between ports; you can, if you
wish, return to the rascal to repay or
borrow more.

Input 1, 2 or 4 until you have
traded as much as your nerve and
resources allow and then hit 3 to
leave for another port. Good ruck—
and by the way, watch for storms.

An 8K 7ZX-81 program, devised by
] K Moody and submitted by James
Greenall of Bishop's Stortford.

TAIPAN isa kind of Onedin Line

S

X

)
[

fy

W\

i Y

Al i v =

‘_.-3_"!’ .- f =
_hwﬂmugv
s !

THIPAN

. %

‘_ g .._..;
A\

o 7

%

B S =

—

42358 INPUT T3

GOTOD 438
4848 IFf CH="8" THEN GSOTO 4S03

YOU";TREB &; "WISH To REPAYT™
4868 INPUT t

HEN GOTO 426@
4280 LET Y=Y-14
4+@65 LET B=8-M
4290 GOSUBR 29388
41@d@ GOTO 1ab

YOU"; TRAE &; "LISH To SaRAO?
4518 INPUT 14

48520 IF Mr23%y THEN SOSU8 4508
48538 LET YW=Y+M

4555 LET B=D+M

4548 SO5u8 cool

455@ S0TO 1aa

SPR0 REH WIMN ROUTINE

S80S CLS

NS, TRAIPAN"
2a

>

4835 IF Co::"8" AMD C3:1"R" THEM
1@5@ PRIMNT BT 12 8; “HOW MuCH oo

‘I
4878 IF MLH>INT M OR MxYy OR M8 T

4528 PRINT AT 18,8, “HDMS MUCH DD

SB31@ FPRINT AT 5,5, "CONGRATUW.ATID

9828 PRINT AT 2,.3; " "vOit HRUE 3188

@ RHD CRMN".TRE 11, "M RETIRE"
2a3@¢ PRINT AT 12,7 "vOout Toos ;
ST MOUES . &

499 STOP
S9SAB PRINT AT 4 .4%; """ oRME SBRSED
ON TRRDE INT;TRE =2; "THE CHIMAR SE
AS IM THE ERRLYY,.TREB If,"i9TH CE
NMTURY "
9510 PRINT AT &.,4; “THE AIM I3 To
RCCUMULRTE" : TRER 11; "3i1a8 ., 388%"
515 PRUSE Soa
9528 CL3
a538 PRINMNT A7 @, 5i2; "TRIPAN"T
asdad PRINT BT 6,4, "AT THE S3TRRT
OF THE GRME";TRE 8 "vili HBUE 358
@ RAMND”;TAB 3 "G 3is wRM, ., THE HO
NEY LENDER,“;TRB 12; 35,008
955@ PRINT AT 12,2 "voluR HOME PO
RT IS5 HOMGE EKONGS™
9558 PRUSE Saw
9568 CLS
9578 FPRINT RY &, 4is; “TRIrPrsSNM™
9558 RETURMNM
9599 STOP
g7vaa EF@:EH STORM ROUT IMNE

=

a72e PRIMT RT IR.7, "33 STORM,.TRI
P

725 PRUSE 18

9738 CLS

8738 IF RMD4{.5 THEMN GO7T0O o773l

9742 PRINT AT 18,4 "(E It HAaure

20
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743
745
975a
ars2
9754
arvsSE

TO JETTISON;RT i12,.9; "HARLF THE
CRRGO"

PRUSE 158

LET U=Us {INT S@-L)} . 2
LET B=IMNT {521

LET B=IHT i8s21}

LET S=INT i3-/21}

LET W=INT il 2)

LE-IS- O=IMT L./ 223

CL
RETURM
PRINT AT 12, 11.*“STORHM DUER"™

.F'.T 12,15; “ALL oK~
RETURMN

STOP
REHM FPRICE FIMINGE ROUTINE
CIM PiS2

LET P{L1)=INT (RMD3I&}

IF P{i}) 21 THEM SOTGo 2328
LET P2 =183IMT (RNMNDaIS)}
IF P {2} <4S& THEN cOoTo 93s
LET Pi3) =if3IMT {RND3I00:
IF PI3! <388 THEMN BOTOD 9345
LET Pid) =1 INT 1RHND331)
IF FPid4}) <588 THEN SOTOD 935S
LET PIS =133 INT {RND3IR3R
IF PISH<1@d@@ THEN GOTO a3as
RETURM

STOP

REM LOCATION TRHRBLE

IF L=1 THEM LET LE="HONE KD
IF L=2 THEN LET LE="3INGRPO
IF L=3 THEN LET Ls="MRCAOD
IF L=4 THEN LET L$="DBRANMGKORK
IF L=5 THEN LET L%="SHRNGHR

RETURNM
FOR XX=14 TOo 231
PRIMNT AT X, &;"

NEXT X
RETURMN

IF 2:U THEWN SOSUR 193@
LET U=U-&

LET B=B-1{a3P1}

IF PE="G" THENM LET &S=538
IF PE="R" THEMN LET A=R:8
IF P5="5" THEN LET S=5:8
IF PH="{i" THENM LET U=t
IF PS=""0" THEMN LET D=03D
GOSUBR 223d

GOTOD i1a

sSTOP
BPRINT 87T 28,8, "You GMLY HPu

E'";TRE @; "SPRACE FOR ;U

1921@ SOTO 114

1826 RETURN

1999 STOP

2960@ REM SELL ROUTIME

2918 GOSUBR 22488

2928 PRINT AT 14, 8&; "LHAT DO DU

WISH";TRAB &;"To SELL?";TRE &; " i&
sAZS,U0)

zZese INPUT PS5

2848 IF P3:32787 AND FHi13°87 BNk

PH<>"S" AND PH{>7i" AND PH{27D"

THEN GOTOD 2938

s@sS@ IF P3="8" THEM LET P=Pii}

2068 IF Ps—"n" THEM LET P=Fi2}

2a7@ IF P3="53" THEM LEY P=Fid}

208@ IF PH="4L" THEM LEYT P=FigL}

2@8@ IF P3="0" THEMN LET P=PiS)

2120@ GOSUR 293a ;

2118 PRINT AT 14,3; “HDS 9Ny DO

YOU"; TBE &; “&ISH 70 SELLT™

2128 INPUT @

2138 IF P3="8" BND B3 THEMN GOTD
212

Z14@ IF P3="R" BHND B> THEMN SOTO
2128

215@a IF PE="3" AHD 95 THEN EOTO
2120

S16@ IF PEx="4" BND 23 THENM GOTQ
212@

2172 IF PH="0" AND 220 THEM 80TO
=212@

2158 LET B=B:P#8

2192 LET U=u2

Z28@ IF P$="G" THEM LET G=2-8
2218 IF Px="H" THEM LET 2=0-0
2228 IF P$="353" THEM LET S5=5-8
2238 IF PE="1" THEN LET HH=l-2
2248 IF P$="0" THEM L&7 O=D-2
=245 B> =120 THEN 30TD SOBR
2259 Gaﬁus 9932

2300 GOTO 108

2999 STOP

3908 REM BUIT ROUTIME

30QS LET T=T+1

3@1@ GOSUBR 998

3@28 PRINT AT 1¢,8; "OESTINATIOMT

;AT 16,0, "1.HONE EeMNET . TRR &; "2
.SINGRPDRE"'THE & 3. MRCHO " THAR
. BHNBK]JK"}TP«E B S.SHANSHAI
‘35}33 INPUT L
S84@ IF LL>IMT L 8R L1435 OR L8 T
HENM GOTO 3858
3I@se GOSuUR oo
3I@B@ IF RHND: .25 THEN SOSUR 9788
g@?ﬁ LET M=INT fi{31-{LEMN M3$+2X}.s
]

S2ER PRINT AT R,N; “HOUSE OF “;NB
S@98 PRINT AT 2.8 "i**ii-‘f-‘!***-’i*-‘i
*i*ii**i*i&******i*"' T iﬂ,ﬂ'"ia
****i—i—ii—***v}!i!:}&i&i'}&i*i**:F**
3192 PRINT 8T &, 8 “8ANK 27 AT
B,0: " 3UM YAN $%; AT a,9; “UNITS
L fLAT_1@.@; UL OTHT ToH :
3118 PRINT AT AS; “GENERAL " AT
S,15;: “ARMS"; AT é 1&-"oILx“-nT 2z
15 "UHISKEY™, AT &1 Tuse
3lie cosupR obaa
5145 LET ¥ =INT {i.323¥}
3ise GoToD 88
4@ea REM SUH VAN ROUT INE
i@1@ GOSUB 29
A@59 PRINT AT 14,3-"53 ¥OUi_ISH
TO . TRAB @; “BORRNMA DR REFRYTY, TAR
@: " (BsR) ™

2 PRINT BT 8,18; "TRAIPAN"

3 BOSUR oS2a

S PRIMT BT S,%; "HITH wHOM AN
I PLAYINGZ"

18 INFUT NS

s

13 CET M=INT [i31-iLEN MBIR)I2 .

28 PRINT BT @&, M UHOUSE OF " H5
25 PRINT RT E,# "a+a44*a***§1*
EEFFEFEFFFIEFIFRIFRFT AT i2,@&; "#%
*i*ii**ii*****d4&ﬂ:4*ﬂ4**#+**?

3@ PRIMT BT 4.8, BAMK i
5 a,"qUH VAN $7;RT 8,8; LNITS

1 M LAT 19 ,8; “LDCRTION: o

‘m5 PRINT RT ¢,lq,"BEHERRL ; BT
5.15; "ARMS " ; AT_8,15; "SILR" ;AT 7.,
15 CUHISKEY " AT 2_,15; "dPIum”

T =8

4@ LET EB=52@
45 LET ‘f’=5ﬁ€l%
5@ LET uU=5@
55 LET G=0

689 LET RA=@

5% LET S=@

78 LET Ui=i

* LET Q=&

6@ LET L=1

9@ GOSUER S=ZeR
o5 GOSUBR SSad

21

16@ PRINT AT 4.9;" teRT 4.,
S E TRE 25; 7 “iRAT 4£,25,8.TRE
3 AT E,E‘ﬁ, B,vRE 93"
= HT 6, "f THREB =25; o iR B
B 25_ 3_'!‘1:':8 :5, AT F.,2885;W;
BB 1EJ_; L ;AT 8,18; U, TRB ot

E-_.ES o

11@ PRINT AT 1&‘ i@ LE

126 PRINT BT 14 &; "OPTIONGS: ",
16.,.8; "1.BUv" TF&B g “E‘rbELL":T
@; "3, UIT"

i50 IF L=1 THEN PRINT AT 19.,@;°’
4. UISIT S5UM YRAN";TRB &; " {THE HG
EY LENDER)} ™

148 FRINT AT 1¢,1E;"PRILEE P RT
16.18. “GEMERRL ¥ P RT 15 27;
P(1):TAR 18; "RARMS % ; BT
17.2_-" FizZ: T8a38 18; “aILK

iAT 18,27; P {3} ,TF}E 18 "LHISKEY

% RT iR, 27; P4}, THE 18]

“OopP IuM $ 'RT 28, 27.P (5}
158 INPUT C

155 IF C«:>INT ©C OR C<1 OR C2>5 T
HEMN GOTO 158

168@ IF L<»:1 RAND >3 THEN GOTO 1
5@

178 GO0TO CxilagR

1828 REM BUY ROUTINE

1918 GOSUBR 3948

1242 PRINT AT 14, 9; "UIHAT DO YOU
WISH"; TRAB @; "'TDO Sty 7?7, TRE @; " 3.
A/S U200

1i@as5a@ INPUT P3

1868 IF PH+4:>"6" AMD P&{i>"R" RND
PHEc»"S" AMND PHEL>"U" AND PFHL>"0"
THEN SOTOD 18sa8

ia7e@ IF F'$—"E'" THEM LET P=P{l}
1958 IF Ps=" THEN LET P=P 12}
198©® IF FPE= "5” THENM LET P=FP 131
1190 IF Ps="l" THEN LET P=F {4}
1118 IF P3="0"7 THEM LET P=pPiE}

1115 GOSUB 993w

1120 PRINT AT 14 @ “vOU CRAN AFFO
Al “;TRAB @ "TO 8y 7. IMT 1B./P1)
1138 PRINT AT 47 .8; "HoW MAaNy Do
YOU": TAB @; "WISH TO BUYy7T"™

1ida INPUT &
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B

REAKOUT GAMES are very
Bpopular and also very numer-

ous. This has some novel
features which sets it apart from the
rest. It does not have a bat; the ball
travels along the bottom of the
screen until a key is hit, when it goes
up to the wall in the normal way and
knocks out a chunk. The angle at
which the ball travels can be con-
trolled by the length of time the key
is held down, with a maximum of 90
degrees.

An interesting feature is that
every so often an impact causes a
crack to appear on the wall shown by
a series of grey squares. When that
crack is hit again it all falls away,
with debris falling to the bottom of
the screen.

When a breakout is achieved it is
shown by a O at the top of the screen
and one point is scored. If the break-
out point is hit again, the wall is
blocked-up and one deducted from
the score. A time limit is imposed
instead of the player losing lives.

Breakout runs on 4K RAM on the
ZX-81 and was sent by Nicholas
Moss, of Loughborough. The grey

squares are shifted Hs.
258 SETASTE
1 SIS+ M 53 ="
N o hons e THEM GoT
SE 0 598 IF S=0 THEN 5O7TO 7i6
25 FO 95 LET E=5-3%
i@ EO 788 GOTO &78
=& LE 788 LET 5=6&
5@ PR 77@ PRINT AT S.RK:1o"
33 RE 788 PRINT AT S.H.*“
BETRE ST B oo SR S 782 IF A%{S+1. K+13—“’“ THEN GOT
9@ FOR A=0 T4 531 STERP = o 7321
iG® PRINT AT Z0,H; “ueme 753 IF _S=5 THEN ZOTD ZpoR
11? .HE'.',";I" =1 - s B 333 LE'_![nc S=5-1
17% PRINT o L. B, & S 5 0o TE5
115 B = B i IF INT IRNDES; c=1 THER
114 PRINT AT E21.E5;H 122@ ot
115 SLGU 510 GOTD 118
118 LET E=i = o 180@ LET G=G-1
453 FOD- Hel To-E2 1085 PRINT AT 21.6:6
iS5 TF Mi=® THEM GOTO 0680 i@l®d FOR Z=7 TO B ETER -1
125 LET M=M-1 1828 RRINT AT T.H;: G"
_A830 BRTNT ST 3§ N U6 1938 PRINT &7 T.H:I"
148 IF ZINREYS$<:"" THEN GOTO SO ig4@ MNEXT Z :
15@ PRINT AT 18,.N:" o i958 PRINT &7 @.H: -
16@ NEXT _X 1360 LET RA&Eii, rh+is ==
400 |-.-.1:_ -I"::E 1a7e FE‘TE’ 3.1’:
igg EEHHL=31TEENQFE¥EP -1 23QEH =5
ive t= GOTO QDD 2618 IF AEiAel Held oI
175 LET H:H—l TO 2B4D " g B
150 PRINT AT 13,%:“gv 2228 LET A=A-1
129 IF 3&F§¢$«>“" THEM GOTD S66 2830 20TO 2@1e
EEE PRINT BT 1@,¥;%n © 2@4® FOR Z=3+1 TGO R+l STERF -1
S35 Ge=Il % 20S@ PRINT AT I, K;»o"
=59 GE$G ii EQRED FORE D=r+} 7O 1%
SR L T=1g ZE7O PRINT &T D.H: Ve
5 IF INKEY &= THEMN GOTO S5S 2@S@ POINT GF DLH;w v
Ega LET T=T-% 2099 NEXT
=382 COTD SiB 2108 LET AE{Z+l. He1y=> ™
SO5 IF TR THEM LET T=08 2105 PRINT AT Z.H:" =
S85 IF E=8 THEM LET H=X-T 2118 HNEXT
S37 IF E=1 THEH LET K=X+T S128 070 1Lif
-'51-!3 IF KB OR Hizi THEMN LET =N @88 LET G=G+1
S41 PRINT AT Zi1,25; = SZR18 PRINT ﬁ? 21 .6
Ei% PRINT BT Z1.25:M @28 LET nﬁai,?+1f—“ﬁ“
gom LET Gaia @@ PRINT BT .4 o™
568 LET H=0 Z040 GOTD 115
2585 LET L=K-¥ 4P00 FOR Z=S5-2 TO INT {BNDEI15-2%
578 LET ¥=15-~ P+l STFEFPR -1
S8@ LET Z=u} : A@1E@ LET $‘_'-I-1 P‘.F_‘iﬁ—“m"
59@ IF ABS Y»Z THEN LET Z=RBS v 1@3@ PRINT ﬁT bl TR
E@@ FOR F=1 TO 1030
510 PRINT BT 1%- —HaGeN VoY 4840
E2@ PRINT AT 19- HiBex;» « E0BE
522 LET M=M- BE S =i
525 LET G= 5+u»z =@ 10
638 LET H=H+v T =T
535 NEXT F AHIA
E5@ IF A&{L.H+1="0% THEMN oOTO S030
1006 SER4LE
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g CLS

% LET B=LODE » O

A LET E=CODE “u-

B LET C=0oDE U8

& LET p=BE

7 LET E=D+C

5 LET F=LODE

g GOSUE LDODE o

13 FOR n=0 TO CDODE “s»
11 PRINT &7 E-D.n-g:™°
15 PRINT KT E.w:° %,
15 PRINT AT E.n: %"
14 IF INKEEY&="7" TREM LET B=E-

15 IF B::D THEN PRINT AT B+L.hN;:

16 IF IMEEY &="8&" THEMN LET HR=C

17 IF A=C THEW LET E—E{-.xta

15 BPRINT 8T E.neD30

19 IF“EyEahE a2 ﬁ!‘iﬁ* E+LODE M7
Y AND N=CODE =" THEMR PRINT TAD

.22 IF“Etn“hHﬁ fef THER PRINT ™

21 IF‘ N=CODE ™ {™ &¥ND 5:N-D THE
N PRINT "FEREE"

22 NEXT M

=23 RUN

24 PRINT &7 LODE “r“\F “iTARE
F. "W i TaE F:©

25 PRINT THE LoDE M ir;
26 PRINT A7 CODE

27 P
25 RETURN

o

OUR MISSION is to fly at

l wave-top height and launch

vour bomb with the @ key at a
submarine hiding in a cave. After
releasing your bomb you must climb
steeply with the 7 key to avoid the
cliffs above. Do not climb too soon,
as there is a cliff-top radar station
capable of arranging your instant
destruction,

The composer of the program,
Andrew Kelcey of Bewdley,
Worcestershire, says that removing
line 20 to 27 will enable it to be fitted
into an unexpanded ZX-81. He has
obviously limited the complexity of
the graphics and, though pleasing,
they are in our opinion capable of
improvement. You might also try to
devise a scoring line. Graphics notes:
13—Graphic shifted 2, graphic

shifted W
19—Inverse BANG.
20—Inverse SHOT DOWN,
21—Inverse CRASH.
24—CGraphic shifted E; two graphic
shifted Rs, graphic shifted E;
graphic shifted 8, two graphic
shifted 5s.
25—Eight graphic shifted As.
27—Twenty-five graphic shifted As.
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QURDHRLIG
EQURRIONS

I

\
AN

NEAT program for solving
Aquadratic equations on an

unexpanded ZX-81 has been
sent by Richard Harris of Eastleigh,
Hampshire.

The program invites you to enter
the co-efficients of the equations and
then displays the equation with the
known values inserted, followed by
the roots, It also points-out when a
negative square root occurs.
Graphics notes:
130—Graphic shifted 1.
251—Graphic shifted 2.
530—Two graphic shifted 2s.

2 CLERR
1@ PRINT “FPRESS RUN TO START Sy SR
L me TR PR EREN. . SO A 547 IF BIOODE “v THEM LET TR
a8 coLsS B48 IF CICOGE "~ THEM LET ¥=_~*
igg PRINT “RI¥}33238 i sn=n" §5§LEEIHT A "X3327; R T; N7 8%;
b T =1 = s - - i -
iia ﬂ§3¥; LRRE. W RO SR The Iegi_Ltht_aﬂa_ B} 33000E (R - 105
igg PRINTF"EMTEH a "EEE“IF LeCODE ~v THEN GOTD USL
i7s gg;ﬁr i 2S3 LET F =S98 L
}gg §Rxﬂr “EMTER & ggg §§§ﬁ§
e rhr ege PHIHT CXET I=BaP DR
RINT oy E=
288 PRIMT “EMTER o T SAER
285 PRIMT 32@ ﬂu
- Soe cany
S4B PRINT S=2@ LET £=Ra3
241 LET R3="3~ S3@ PRINT “¥X="; B {CO0E E!I“4~FH
242 LET Sm="3 “ir—"; (50R F).siConE “OAYEAR o - i
243 IF BICODE ~“~ THEN LEY NZm="_ S48 PRINT

I

55@ PRINT “WHERE Li=5SaR ROQT OF
-5

244 IF THCODE »" THEN LET Bg="- A
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BUILDER

T LAST there is a program
Awhich takes only five minutes

to key-in but which will pro-
vide you with hours of annoying
enjoyment. It is also likely to make
you very unpopular with the rest of
the family if you are using the tele-
vision set and they want to watch
something else.

Despite its simplicity, it takes a
long time to achieve the aim, which
is to build a row of = signs. Start by
pressing run and then hold down
any key until the screen is
filled with greater than signs
with = at the end of each line.
Then keep a key pressed down
to move the = sign along a line
to try to add it to the other =
sign. Releasing the key stops

the=sign.

You have one attempt at each line
as you go down the screen, the =3
inverse space showing which line 5.

I =

you are on. When you reach the 4@ PRINT AT I.d:"r=" AND INNEY
bottom you start again at the TR
top. This clever game for the ‘g‘pg BE};ETJRT -

i = 1 B = i u.; L1 an
bas_lc 7K B? was sent by Julian S8 NEXT T
Smith of Maidstone, Kent. 8@ GOTo &

SKITTLES

5 BEM “"SHITTLEE™

18 PLOT 5.1%

28 BLOT 3,18

3E PLOT I.21

48 PLOT 3.24

S@ PLOT 3,27

5@ PLOT &£.,:15

78 PLOT £.159

5@ PLOT &.2Z2

9@ PLOT £.25
1@ PLOT S9.17
%ég gtg}' ggg E WILL say nothing about
153 BLOT 1E5.1% being bowled over by this
i4@ PLOT 1Z. .E_J-"'.—_f game, or about going down
igg gﬁgTHE?." _?é = like nine-pins, or about it being right
160 LEFT AR=53 up our ‘d."ey. Itis a 1K game for the
179 LET E=28 L3 ZX-81 called Skittles but the title is
%gg EEETN;QE TO =2 STEF -1 somewhat misleading, since the
198 LET Qe=TINKEYE eight balls are steered after they are
195 UNPLOT &.F released, not before.
%gg E’FEEL:{? -‘g = They are amazingly responsive,
SP@ IF O&E="T7" TRHREMN LFT E=FE4t manoeuvred with the 6 and 7 keys
=218 IF A4="£" THEWM LET EBE=F-3 toa target of 15 pins.
ggg hETYTR;R—i [t is a highly-enjoyable game sub-
=40 NE'E.,{-I- M mitted by Philip Teakle of Bristol.
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WO GERMAN readers have
Tsent an excellent game,

inspired by a trip across the
Channel on the way to a holiday in
England.

You are the manager of a ferry
company. You have a working
capital of £200,000 and your job is to
double it. Running costs are steadily
depleting your resources, but you
make a profit of £150,000 on every
trip.

As our two readers noticed, the
Channel is extremely crowded and
one of the major hazards you face is
the frequent collisions which return
vou immediately to your point of
departure. Only a steady hand on the
tiller—that is, keys 5 to 8—can save
your time and money

A great game, which has fascin-
ated half the office for days. Take
care, or you will, as our German
readers have phrased it, “have to
declare the bankrupt”.

Channel Crossing was sent in by
Bjoern and Henrik Wolter of
Hanover,

1 CLS i 195@ PRINT BT 4,.7: % ==
2 DIn aEiE.IEV 186@ PRINT &1 159.8; ------oeoo__
= LET §=$" ——————— S~ — — — — — 1y
4 LET =2z T i
s E5iue Zbes 1398 F'RIH T 18.280;"% =
7 LET LORLRE=ZOEBED 2o h ET ﬂiiﬁ¥= = LEEE:
& GOSUE 400d 8 . i fE5dEs LEEET
9 PRINT &7 g_.iB,:‘U{}ﬁhING CRPTT 2011 Lgﬁ?s,;_g;: cEEE CEEE
aL = £ U uORCH ¥ <
“10 PRINT T 21,8 "ERCH CROSSIN 2GIZ LET AfisSi=" 1 BBOL0G
E = £ 150000 FROFIT" tgl} i ﬁg"?“ :
11 LET RE=wpv 2315 LET A&t =" CNNTF c==1
12 LET MNi=-% Ruiag] s =
id LET MZ=-% 2217 RETURN
1& SLOW 2025 LET Nl=h1+1
20 LET xX=0 2924 FOR Z=1 TD 5 STEE 2
39 GOSUE 1028 z2B25 PRI BT ZZ+3.H1:RE1T7 41
4@ GOSUE aaas O (52-N1331:RT7T ZeT+3.R.AFiTI 1152~
45 GOSUE 1S M1+1) TO =37
5@ IF Sl =x THEﬂ FOTG £ ZEH2T NEXNT Z
51 FOR =% T3 in S2@3@ IF M1=31 THEN LET Mi=-i
52 NEXT N 3932 GOSUBE 1316 §
53 G0TO 70 2A55 BRETLUEN i
£@ GOSUE ze5o B5@ LET Mo=hZel
78 G0SUE 1=60 2P6@ FOR Z=2 10 & SETER 2
58 LET WORCRF=UORCOE -S006 SE?® PRINT AT S+T+5,.0;B%i77 11 enND |
85 PRINT BT 8.208; BORCHR, » - TO S27iAT ZEL+S,.ZY-NE  SEIT7 41 T
108 IF UORCAR (=@ THEN GOTO i1=0 O Na+l)
l"@ GOSUE 153@ Z2O8@8 MNENXT =

: i
225 GOSUE 13

Io]
120 RETURRN
S i Rp—
HJB_h‘i‘ s W%
FOR K=1 T4 S
e NEXT K
14@ IF uancﬁnn—dmmaaa THEN FRIN PORE 15457 ,.555
gT a 5. . i u..m 13115; Ty FRINT _tE'"E_. an A
b AEE f i T :F(T = = MNEXT #
Siatals PﬁINT QT Red B »
145 PRINT &7 17,8 SO HE="CV THERN LET
E

IF H%="D" THEHN LET
IF HE="D" THENM LET &
FOSUE 1828

BRETURN

FOR ™M=1 74O £
PRINT AT GR+i,E-2:
FOR K=1 TO S
NEXT H®H

FORE 15437, 255
PRINT 67T A+31,E

H=2
IF Hi—"f" THEN LET E.—.g

147 PRINT AT 15,0,  EESCC NS
-

2SS0
168 IF INKEY =8 THEMN GOTD %
1229 PRINT A7

10538 PRINT HT
1@4@ PRINT HT

0 i 10010 710 0 T P00 0 T P T 1 T 0 T R O
Ca Ca G v o Cay 0 700 00 102 0 P L0 T e P
o o LG Ca-J O CR 4 o o o B COEI ED
[T T S T P S B E R T e T Y )
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HUSSING

2343 NEXT ©

2345 PRINT AT &, E; ™

2358 IF H$="L THEN LET A=2
2351 IF He="{" THEN LET B=N
2368 IF Hs="D" THEHMN L Fi=17
2361 IF H&="D" THEN LET E=2Z
2565 GOSUT 1828

2370 RETURN

4326 FPRINT WOl GRE THE MOHGaGER
OF A FERK COMHMEGNY 8ND YouU HAVE

T'
TO INCREASEYDULR WUIRMKING CRPITHL

-

AR1® PRINT
4@2@ PRINT
RINGS ¥YDU & FROFIT OF £
4@3@ PRINT

“ERCH FERRYING-OUER B
1EEEEE . "

4 FRINT “AGFIER & CRAESH YWDU RE
E’agST BRCH INTDO YOUR STRRTING H
ARBOUR . ;‘rwﬂ'
i ggg gg INT “THE STANDING CHARGES
ARE PERMBNEMNTLY AESORETIN
& YOUR WOREING CRPTTHRL.™
4@7@ PRINT =
4080 PRINT "ThHE GRME HES FINISHE
D, UHEN YO RHRWE EITHER LOST Yo

HWHOLE WORHRING CREITRL OR W
HEN YOU RAWEDDUEBELED IT.™M

49058 FRINT
4108 PRINT "THE FEREY IS5 MOUVED &
L1 ||51l " 4 w 115-\'\. (s = b\!'\.?ul % ﬂﬁ

¥ THE REYS:
“"PRESS NEW LINE TO ST
2%

1@ PRINT
INPUT

BT 2.1 “INPUT SKILL L

51

IF SLc:d
-8
cLs
- RETURN
GEPRIMT BT 17,2
a5 PRINT AT 16,2
111l@ PRINT AT =2,8:
1.8; CHR% 133
1lz@ RETURN
121@ PRINT AT R.8;
1229 LET FERRY=FPEEM I(PEEF 153233
256 *PEEK I68393}

-

8D SLcra THEN GOT

PR ppORpIPEEDR
o s RS T
0 pOa@umEnn-
&mgmhrme@-

H
Z
¢
_.,4

@ e
& - "
2

HAL A3T; AT A+

1235 IF FERRY =137 0OR FERRY =2 Trf
T3S &L

i GOTO

1238 GOosuUB

2238&

1308 PRINT A7 R+i1,8;

132& LET FERRY =PEER

2556 +PEEK

13258 IF FERARY =133

165359

{PEEHR
DR FERRY =R THE

I53SS >

N GOTO 14@@

1330 GOSUB =233a

14980 FPRINT AT R,8;0HR3 137,87 A
1,B;CHRS$ 138

1485 RETURN

1590 LET Us=IHREYZE 7 I
1S1@ IF Us<)"T"7 Al Uf432757 AN
UE<>"7" BND U428 THEM RETURNM
1528 PRINT AT R,B;"” 7;RT B:i,8;"
ASE3G IF Uump="12" THEM L7 B=5R+1
iS4@ IF UB="S"Y THEN LET B=R-1
1558 IF Uzx="7" THEM L EF A=R-1
iS6@ IF Um="85" THENM {ET RA=RAsl
157@ IF B2 THEM LET B=2

158@ IF Br28 THEM LT B=29

15982 PRINT AT B,8;

1E8@8 IF PEER (PEEN 1S3ASS3+0S53PEE

¥ 1832392

{28 THEM LET X

i8la@ PRINT AT A21.8;

le2e IF
¥, 153399}

PEEK

128 THEM 1T X

=1

==

VPEER, 18398 :20S54PEE
-

163@ PRINT AT R,8;CHRZE 137.8T 8+

1.6;CHRs 133 r i

1640 IF X=%i THEN cSO5UR 22380

185@ IF ¥=2 THEM D58 2338

18851 LET ¥ =0

1663 IF iHBE="T" RAND Br=1i7 =3M0 B

2@ RAND B424! DR {H3="0" AND g1 =2

SEND Br7 RMD B<11} THEM SQSUB 17

1655 RETURN

175@ LET WLWORCORP LUOROAP 2 1Soams

1752 PRINT BT 2,28 ORCAF;

17558 IF H3="C" THEM d0TD 1772

176@ LET Hz="0*

1765 GOTO i3as

1778 LET Hz="0O"

15908 RETURM

2005 LET PAfriiy =" 1 I » TDD o

2007 LET Pai2) =~ 3118

Zea7 H {2 =" 3 4 ¥
Falatalutaia] ) 13!

SINCLAIR PROGRAMS September/October 1982

27




K

i

HERE WAS a good response to
Tour request for Spectrum
programs. Hurkle is a hunt-
the-monster game on fairly tradi-
tional lines and will provide a relax-
ing introduction to the mysteries of
sound and colour.
The display presents you with a 10
x 10 grid, within whose nexus lurks
the eponymous monster. You are
required to enter your guess for the
monster's co-ordinates with “y-axis
ENTER x-axis ENTER". The com-
puter will then tell you in which
direction to head to close the range
on the elusive creative. Submitted by
Max Renby of Croydon.

1 DEF Fi 2ixi=nslZe=o

5 BRIGHT 1: IF‘ 5 EORDER ®:
PAPER @: CLS

6 G k=3

190 FOR x=5%8 TO 170 STEP 12
28 PLOT x.58: DEAY £.120
38 FLOT 56,x: DRAEU 120,05
40 NEXT =
8@ PRINT IMHK Z; DRPEER £,8BT 18,
B 2 4 = & iHv
86 FOR z=0 TO =21
=17 PRINT INK E. FRPER D AT 8.4
JMI1IGY AT 3,4 BV AT B 4. "BV HT B
- 5 "d.“;FtT 2.4 vbv
as RRNDDHIHE
1808 LET c=INT {(RMND%3L1i: LET d=1
NT lRNQ*li:: LET ci=FN 2icy: LET
145 LET 4.
G9=3¢3
141 IF 95 THEN GO TG 22
145 IF g:5 THEN GO TO 220
146 INPUT i INH B:"Input gaur a
yess .} . ak. . bE: IF ags="c> O %=
4" THEN Gﬁ T iaE
147 IF q>1 THEN PRINT AT 15_89;°
: FLOT INK &5a:bs PRI
NT AT ig.e:"

187 IF as="" DR b&="" THEN GO T

O 1486
188 LET a=UAL i{a®i: L B=UAL i

ET
bs] IF a«® OF 3:10 OR bl OR B>
THEN GO TO 148

}159 LET a=FM =aiay:
158 PLOT INK %:a3.%

LET b=FM aib

161 EF .5.%
%Eg IF a=ucl1 AND b=dl THEM GO TO

188 PRINT AT 5.843.- “Morih FIN‘E&
b¢tdl; “"South * di.“uabt (=3

ND arcl;“East" AND a3cCi
GD TOD 140
g%g PRINT AT 15,.6;"You hawe 5ad
Lt,-_l exhaus taed Yyodur fiva2 guassas
he Hurkia sias agv,."“ivioiv Maidg

=25 PLOT FLESH i; IME &4;<1.d31
258 PRINT AT 21.b; “Asain® iu

nl

238 RERD a: IF a=-99 THEN RESTC
RE : RERD a

231 READ &: EBEEF a,b

239 LET a$=IMREY$: IF ag="" THE
N GO TO =0

24@ IF agii)="y™ THEH GO TQ s
250 PRINT “"Goodby 5TO

508 PRINT BT 15, E “HELL dsne*fa
u took “ig:™ AT S

sS1@ 0 To 225

5'3'3 DHTH 5.3@_1 1_\2_\ IE’_‘SJ .5;12_1 1,1.&_3;
1,0,1,2.:5,5::5.8,3,8,2,35,%,5,3,
I A O T = e e = i O - = P — i e
D5,y a2, L, B, T T 258, .5
P = S - I B - B R G, IR SN N
,@8,1,8,1,-5,5,0, -55

T2 PRINT ™ This 15 the game of
‘Hurkle’' . Inthis Samsa it is wour
djob to finda hurkia Lthat i35 kig
ing on 3 18 by 1H gorid.hen asks
d inPpUt Yowrguyass for the kusrkis
s coordipna-=-£2s5,™

TIB PRINT T OLE WaEY A REE Zea
ssed them corraciliy you will b
g given the gir2ciion in which
he hurki=s tigs fiom ywour Last
auess .

7a2@d PRINT “"Sood iarck .M

TAM BRTINT. . BERTHT. "kl and ke, Yo
he wad.¥ou mush inPUL 2ach
cordinate saparataivii.2.2 AND p
ress enter & &Nk prass antay
740 INPUT “"Prass antars fo start

a%
_‘53 RETURM

28
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ALPHABET

students—so if you can’t read
this,
runs initially in FAST mode, then the
screen clears and displays the alpha-

ﬁl LPHABET is a teaching aid for

read on. The program

bet in random order.

The student has a laser base and
has to blast the letters in their correct
order. The distance of the laser from
the letters is decided by the level of

difficulty selected and the laser is
moved with the usual keys 5 and 8.

The program was sent by P Styles
of Rotherham. It runs on an expand-
ed ZX-81

135 IF INKEY3="3"
LET 8=B+PI/PI
i4@ IF INKEYS="@"

H‘:"ﬁl‘r
THEN B0TO 208

1 REM %33R L P A B E T2 ise GOTO 110
2 REM #3P. s‘r'fLEq 19323 2909 FOR T=19-M TDO B8 STEP -1
3 CLS 219 FRINT BY T.B:2: "3
S LET A=CODE "= FEE PRINT BT 7. .B22;" ~7
7 LET B=CDDE "}" 258 HNEXT T
8 FR3T 232 LET Y =531
g LETYT R=38 233 IF C3I{Y)i>CHR3 R THEM GOTOD
38 oI CHi=2B!} 4
S22 FOR B=1 TO 25 255 LET R=R+1
TUS&K&ET DE="ABCODEFGHIJELMNOPRRS iSB PRIMNT AT 21,8788 Y, CHRE: R
- 33
35 LET U=INMNT {(RNDx26}+1 268 IF R=654 THEM GOTO 320
42 LEYT CH(e) =D3 i) 5319 GO7TO 1@
45 FOR W=1 T -1 3200 IF Mr»=5 THEM PRINT AT 1.8,
48 IF C$Hia)=N5ill) THEN GOTO 34 “NOW TRY IT RAT B HRRDER LowEL ™
52 MNEXT U 35S LET HM=M-4
53 HEXTYT 2 33@ FOR C=21 T4 1 S7EF -5
54 BL0OW 3480 FOR Jd=i1 TO 286
BS FOR =1 7O 26 358 PRINT RT O, L$ld‘
56 PRINT AT &, i+*,ﬁ$£*a 355 PRINT BT G,d 2
B7 NEXT Z 368 MNEXT J
PRINT AT 15 ﬂ,“EMTEH LELHEL 378 NEXT ©
2-19 [(1=HRARDEST) 386 RUN
59 INPUT M 387 LET B=CDDOXE “
ER LET A=R-M ¢@a PRINT AT i @& "vwili MISSED T
&1 PRINT AT is.8s; " HE ";CHR% tRY;” wdU 887 ";R-38
i 418 PRINT RYT 21.8; "PRESS HMNEWLIMN
A8 LET AB=" = E TO STRHRT RBERIN"
1318 PRINT AT + 93 429 IF IMNEEYE.x»CHRE 118 THEN B0
128 IF INKEY 5—"*5" NG Br@ THEM TO 420
~ET B=B-FPIs-FPXI 425 CLS

B<27 THEM

43@ LET A=CODE ="
44@ LET B=CODE “§-
458 GOTR S8
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gambling game in which two

coins are held on the tips of the
first and second fingers and
then spun. Bets are laid on how
the coins fall, usually whether
odd or even.

TWOS UP is an Australian

T E Newham of Worcester Park,
Surrey, who submitted the program,
suggests that the game has real pos-
sibilities as a fund-raiser if the four
possibilities of head-tail, tail-head,

head-head and tail-tail are taken into
account,

"Odds of 5-2 against a correct
selection should earn a fair per-
centage,” he writes, “though it might
be wise to have either a fixed or
maximum stake—otherwise a sport-
ing gent from Woolloomoolloo
could arrive with a pocketful of
tenners and clean out the school
fund.”

A neat game for two people with
excellent graphics—16K ZX-81,

1@ REM “TWOS W

28 REM BY T & NoWEiHSAN

S@ GO0TO Sew

E@ CLS

78 FAST

i@8 LET L=4

11@ LET C=3

1280 LET M=RHhD

13@ IF M:.S THEM GOSUB 40

140 IF M:=.5 THENM GOSUE 458
158 LET L=<

158 LET C=19

178 LET N=RND

189 IF N<.S THEN GOSUB 40@

18@ IF H>=.5 THEHN GOSUB 452
2ea LET B=16

218 LET B=22

22@ GOsUBR 2aa

23@ LET A=48

240 LET E=22

250 E0sSUB_3a@

26@ GATO S28
Z0@ FOR F=1
318 LET P=Fa#FPI 10

328 LET X=R+14z:CDs P
S5@ LET v =B+1i4%3IM P
S4@ PLOT X.,¥

35@ NEXT F

S50 RETURN

ﬁel-\E?i'.Zl PRINT AT L o™

&

TR 3I6@ STEFR 1@

41@ RETURN

160 RET UI'-'.'N
sea SLou

S18 PRINT RT 2.86;
S U

T

45&‘1 FR INT ~"RT

Sa2a PRINT RT 4,8;"

NNIES
S4@ PRINT AT
ETHER THEY F'I—'&LL.‘

“"THIS IS "“"TiUD
I SPIN THO PE
BET ON UH

S5@ F'RINTF I.-THE .;F’;% 2
#rf

S6@ PRUSE EBB
S7@ POKE 18437 ,288F
58@ PRINT AT 15 s;

Ev oM ol

S59a F"F.“INT AT 17 .57

B e aa il
&8 SLOW

TO
O 5636

51@ PAUSE 1S58

526 POKE 168437 ,255

536 PRINT AT 2@.,7;
SPIN® _ 3

548 IF CODE IMEKEYS:25G6

65@ IF INKEYE="3

YOUR MOM

cRRESS ST

THEM GOT
coOTD S

30
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HAZARDOUS
CROSSING |

RY TO out-think your ZX-81

by playing Hazardous Cross-

ing. It is a pleasant little game
which will fit into the 1K version but
will take some time to master.

The aim is to travel from one line
to another, moving in steps follow-
ing the grid as shown. The player
must start at the top on the F line and
try to reach the A line at the bottom
by moving from one grid point to the
next.

The problem is that the computer
is lurking somewhere in the grid and
must be avoided if the safety line is
to be reached. By playing the game
for some time it is possible to learn
the regular movements of the com-
puter character,

To allow the program to fit into
1K, Michael Woodruff of Accring-
ton, Lancashire, was not able to
include graphics, which means that
a grid has to be written separately, or
you could use the one we have
shown, using a coin or a counter to
check your position.

It is important to input the grid
references with the number before
the letter or the move will not be
accepted, nor will impossible moves.

If you do not believe there is a
computer figure moving in the grid,
you can enter two lines 54 and 99,
both PRINT CS and the moves will
be shown following your moves,

In the printout the graphics are in
line 50, a shifted 4 and, in line 65,
shifted 1.

18 LET W=5GNM P11

15 LET U=H+4

=28 INFUT E

25 IF Pgilly o+ "F" THEWN LO7T0 URL

5@ PRINT F s
38 FEI"E-Efoe D4 i3
A8 LET L=CODE P§ily

45 LET B&=LHRs &

5@ LET Cs=UCHRS$ {INT (REND:CODE
Ya " HECODE TETIY #THET

54 PRINT L6

55 GOT0O QAL “ias5v :

68 LET ZI=iF-Lirif +{iP-O=4 +{0C=F
I AND RHDAURL Y .5V #iPE U 108 /i
D RMDcUAL “.5" AND C(=LODE “a“) -
{

=
C-P>13) —{{C~F=U}1 -{D=F) AND RND
AL “.B%1 —iP§ 1333 o ARl RND oURL &
S RAND Cr=U00DE VSTV
5 IF Z:000E “* % THEW LET Z=CO
78 IF Zc-~i THEM LET T=-1
75 LET LC=C+=Z
ng =2, IF CCCODE "1 THEW LET £=C5
85 IF C>CODE “4“ THEN LET C=00

3D LET D=D+i@-D:3F — (D=5
95 LET C#=CHREE C+CHEE D
99 PRINT C%

1860 LET Le=LHR$ P

185 IMPUT P&

“iég" IF LEN F&orld THEN SO7T0 UsL
115 IF ABS ({CODE P&V -5 :4 OF
AES (CODE P&y &) ;3 THEN GOTO

AL "iag"
i28 CLS
L2125 IF Pe=Ce THEN GOTO WL “aiss

i13® IF pPgsiz =g
T+ & ¥ A" THEM SOTO M50

135 PRINT B¢
14@ LET P=CODFE g £33
145 LET G=00O0F Pty
158 LET C=CoO¥FE L& {4y
ig2 Lot BIECEE 1S
[¥ 1) ')
1685 PRINT “3 @ >
178 PRINT &
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LYGHTEN,

FTEN we receive letters from
computing novices asking for
straightforward games which
are as much exercises in program-
ming as arcade-style diversions.
Lightning is an uncomplicated
program using 1K of a ZX-81, con-
taining most of the more common

functions and producing a moving
display under cursor control.

Drive your car left and right
across the screen with the @ and 1
keys and hope that you are not
struck by lightning—a kind of
meteorological Russian roulette.

PRINT BT 5.,
LET L=
LET A=i5

s
e

-
0
H
=
—
o
af
o lnle
44"
Wrer)

IF INHKEY ﬂi"‘“
IF INREY ="
IF C=B+2 OH

-~ p
B
W m
a8 &

= MO s b O0
MU
“REnaed

m
=z

cL
GOTO AL

FRINT AT
" STRIKES"Y

L1

el )

PRINT HT H.E;“ ccCRAESH:
3,8 "rou

5.\\
o

R-I.l

g™ THEN LET B=E+
1> THEMN LET &E=5-
L=5+3 OR C=6+4

SURUVIVED

s?
o 1,6
S

; <

95

P
ﬁ?.*'-s'o

[
-

£,99
,:

-

{,

*
%/

9,

99
‘& 99 93- ,sfh't

ROBABLY the most frequent 1 REM “ROCOUNTS™
i 55 WBHT
Pcriticism of personal computers . RO FERENT RREUS SR EEE S L
is that they are toys for 26 INPUT & -
big boys and of no practical use. 538 PRINT .‘ERP?»JT raE iﬁf PQE'EE”_.
: ; 4@ PRINT 1=28", ,"8=25", " 5=3T
Mark Up shows that an unex- oS A=EE" L E=18H",
panded ZX-81 can be of use in busi- ai’eRINT Fe? S. 1% "PERCENT™
S, a5 ¢ rans of i i S@ INPUT
e peed S8 IF Bii THEN LET C=REl.Z0
el . . S3 IF B=2 THEM LET C=R#i1.2%5
The program, submitted by David =54 IF B=3 ;Hgﬁ LEE:.;'_ :;.=ﬁ*1.333
Eddison of Manchester, can cal- 5% IF B=4 TH i C=hel .50
culate VAT and operates with a Eg éEEB’_"S THEN LEY C=R:a.00
choice of five pre-determined mark- 62 PRINT “IF TERD URT INPUT &M
up rates, including, for the especially &3 PRINT “IF WRT RRTED IMPUT 1
greedy, a boost of 100 percent, B4 INPUT U
It is straightforward enough, 65 IF U=1 TrREM LET C=C¥1.15
though Eddison reports that when- 8& IF ‘-}=GHT§§HTQEEEH_T{-_‘% v
ever INPUT appears in a PRINT gg gﬁégﬁ D_I U T
statement he saved memory by Q@ CLS
entering THEN INPUT | after- 188 LET E=L0.D
ke Qe PN, 11@ PRINT “RETRIL PRICE IS £%;E
; i1z2da GOTO 1@

32
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HRUENURSERESE

E FEEL that many of the

eduudlmn games sent to us

1gnore the crucial place of

good graphics in the interest of the
young learner.

True or False is a program for

teaching multiplication. The
authors, Neil Pick and Rae Bryant of

to accompany the didactics with a
lively display and a line in cheery
patter.

The operator has a very limited
time in which to judge the displayed
arithmetic as true or false and to
input 7 or 5 accordingly. Error or
delay will advance a decrepit-

further towards a brick wall. There
are three levels of difficulty and a
running score for every correct
answer, Graphics notes:

24—Inverse space, graphic 7, inverse
space.

100—CGraphicF, graphic G.
670—Inverse GOOD.

Harrogate, obviously worked hard looking automobile further and 680—Inverse BYE.
o 2 ; AND M. 21 PRINT “DIFFICULTY? {1-33-
pIC}i\ REM EF BY L . B8RYRANT 1] N 22 INPUT P -
g =,8; "
S RLTAN 25 PRINT AT EE,B;'“’-“
4 PRINT 26 PRINT AT 21,0 % B-
S LET R=R+1 27 PRINT AT is.&a; -
6 IF R=2 TH = o
7 SOTO 3 Ehene gg gEEE;EETTFEHBGGTD as
8 PRI ST 3,0 - Pe— a,8; i
A e 30 Egﬁg 57 ga ol -
9 PRINT’ =T .3 B TTHE 31 b B = § o
NS HITH R cHR HE Sane sEex 32 LET 0=0+1
1@ PRINT 23 IF cna-a THEN PRINT AT 17,S;
“DONT PRESS YET.
1l PRINT “BEING DISFLAYED ON T 34 IF O{26 THEN PRINT AT 18.8;
HE SEREENLS T EeTE Saiee Y TSN e e e e e e it s D A R T T -
iz PRINT T g
35 IF DO=25 THEM PRINMT AT 17 .8;
13 _PRINT ”"IUEN AMSUER T
S e 7,
m‘?? 36 IF D=26 THEN PRINT AT 17.5;
15 F‘HIIET "'!."E!Uﬁ' = 2 » HOIETE “"PRESS HMHOW."
R.YQU RRE e 37 GOTO 24
15 PRINT e S8 PAUSE 4E#
17 Th 29 mﬁsﬂ‘r AT 7,315 %
PRIMNT “OOOoM. - a8 PRI i i i
T A i L GH.TO PLAY,USE KEY 35 PRINT AT 18 34, 3=
18 PRINT m 42 PRAUSE 45
TELUE , 43 PRI!‘IE ;—E-a #
ig9 F‘F!INT e rininty] Bl 44 PRUS
ED IT:" D LUDK L IVOULL NE 45 PRINT “1.."
20 PRINT s b =
T
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47 CLS

16@ PRINT BT 1,34i;D," X
s OEEsF;

i7a@ IF P=1 THEHM PRUSE S@
172 IF P=2 THEM PRUSE 128
175 IF P=3 THEMN PRUSE 158

e e

ai EﬁINT AT &, =5; T
48 PRINT AT 7.5;'"H B
s@ PRINT AT 8,5;" B &
S1 PRINT AT 2,5;" B -
s2 PRINT AT i1e,5; B E =
S3 PRINT AT 21.5; R N
sS4 PRINT AT i2,.s5; "R =
SS PRINT AT ia,s;“H 2=
S5 _PRINT AT i4,5; "IIEENE B
57 PRUSE i3a
S8 TLS
S8 LET S=1
60 LET A=6
61 FAST
Eﬁ FRENE ﬁ}: B ————
53 F“!_?INT AT 311.,&; B =t
64 FOR U=S TO Pi
65 PRINT BT U,2e:§"
B8 MEXT
67 FOR B2=11 TO 21
68 PRINT AT ,3i7;“§"
69 NEXT @
7@ IF As3=21 THEM PRINT ST is,
@; “BUICK TURN,
71 IF A+3=2i THEM PRINT AT i85,
2;: "YOUR GRING ore~
72 IF A+3=21 THEM PRINT AT a7,
@;: “THE RORD."
73 IF RA+3321 THEN PRINT AT iag,
@; "OH,NO.YQURE GSDING
74 IF A+3:21 THEN PRINT AT ig,
B;“TO CRPASH. "
75 FOR I=@ TO =@
786 PRINT AT &,I"."
727 NEXT I
78 FOR J=8 TO 21
72 PRINT RT ,28;".~
88 MNEXT J
81 SLOU
S8 PRINT BT 7.9;
97 PRINT AT .5 “Hi
98 PRINT RT 9.8, 8 A"
58 FOR C=8 Ta o
108 PRINT AT C.27; “igm-
11@ MEXT ©
120 IF A+3=27 THEN SO0TO 308
iZ3@ LET D=INT (RNC$ (P18 1
135 IF P=2 AND D4=i® OR P=3 AND
C¢=28 THEM BoTO 13@
14@ LET E=IMT iRMNC# P31 +1
145 IF P=2 AND E<=12 DR P=3 AN
E{=28 THEM GOTO 14i@
1S@ LET F=INT (RNDI2)
155 PRINT AT @, 18,
.155 PRIMT AT i,1d; "B";RT 1,24; "
1S7 PRINT AT 2,10; -

18@ LET RI=IMNKEYZ

208 IF A$="S" AMD F=1 0OR A=
BND F=0 THEN SOTD 208
218 LET B=Pi3

215 SAUSE 2%

217 CLS

22@ GOTO &1

238 PRINT AT 8.8; “SCDRE="
24® LET S=531

25@a PAUSE S

268 CLS

272 GOTO Si

388 PAUSE Sa

3@1 CL3

302 LE} U=

ey ae

JaE IF U=l THEM GOTD J=2&
385 LET U=ifsl

336 GOTO 383

31@ CLS

314 FOR I=1 _TO pJ

315 PRINT

316 HEXT I
20 PRINT

3 E__FHINT AT
348 FPRIMNT BT

8,8;“
id,8; ~
I1.8; "

:m =
S .
- .
2 FRINT AT 12.6;" B R B BE B
A5 pﬁIHT RT i3.,8;" t B E B
R e il
3I7@ PAUSE 12@
388 LET T=o

PRINT
41@ L =T+1

428 IF T=22 THEM GOTO 248
438 GOTO 408

is5
IRMND #3832
RN 2B

4d4a FOR X TO
45@ LET K=IMT
46@ LET W=INT
IF Wi=1 THEM GOTO 4588

480 PRINT AT 4.,.#; B

49@ MEXT X

sS@n PARIISE Sa

Si@ CLS

S28 LET N=2&

S3@ PRINT AT 11,;-};“£“

i2,M; o

S5@ PRINT AT i3 @

IF M=8 THEN bﬁTE nma

S78 LET MN=N-2

S75 CLS

S8 GOTO S3a

588 PRINT AT 18 ,M;
INPUT A3

=Y ER

.._‘__1. m..

THENM SOTO 39

658 PRI AT 7,8; "WELL,I HOPE ¥
ou HAUE Enuuvﬁb

668 PRINT “youn oRAME.

661 PRINT " I(PRESS A KEY.) "

sgg EEESE 4E4

& 5

67@ PRINT ?Eﬂiafia;"ﬁﬂﬂi"

&75 PAUSE
SB@ PRIMNT 2T i@, i0; EEEam-
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your score

N CLEARANCE, the ecosphere
Ifights back. In the game for the
Spectrum, you are a mad axeman
steering yourself round a forest with
the usual cursor keys and increasing
by destroying
arboreal paradise—one point for
every tree felled.

As you cut, vou are enraging the
giant squirrel whose habitat you are
destroying and simultaneously pen-

the columnnumber, the game ends.

Crowborough, Sussex.

ning it in a smaller and smaller
space. The wrathful rodent appears
at unpredictable points within the
dells and if its position is the same as
yours, either in terms of row or

An entertaining program making
use of the colour, sound and user-
definable graphics of the Spectrum,
and submitted by David Bryant of

NEXT &
1@ BORDER R: PRAPER R IMK 7: ©
48 FOR 2=1% TO 2@t
PITEFTTLEEIELELLE
ET
y

BEEFS .BR2R,. 8.

HEXT B

w=@: LET Z=22: LET Xx=1:

L=

=1: LET &5=-1

FOR a=08 TQO 4 . !

6@ LET =3 {IMKEYS="8"3)-1INKEY

INKEYS="6" THEM PRINT BT

INK I;".

INKEYSH="7" THEM PRINT AT
“ THEM FPRINT AT

Ing. g .
THEM PRIMNT BT

adus

*
5
S

-

-
IMNKEY RS
X ,0; TMNIK 1:%.°
éa'IFﬁgngéys="a"
i g
B’ ET y=hs TIMEEYS="2"} - i INKEY
LSmas
®=_2 IF yoa=231 THEM LET % =32
Z6 IF ij:-R THEM LET =R
77 IF x¢=1 THEN LET =1

78 IF MH>=E28 THEMN LET M2
8@ PRINT AT M .%; %" i
81 IF x=z AND w=3 THEM 80O TQ &

g2 IF RTTR 1, ,3)l=F THEM LET ==

541

86 IF RATTR i, »3-11=1 "AMD ATTRH
(% ,4y+1}=1 ORF BATIR (xN3i,5}=1 BN
ATTR (x-1,3) =1 THEM LET E£=£5-1

a7 LET z=x: LET w=y

88 PRINT PRPER &; IMN &;3F 21,
i2; "SCORE="; &

Q@ NEXT a2

18@ LET c=INT iRrND3I8222. LET o
=INT (RNDFI3} 2 P
11@ PRINT FLASH 13T ¢ 4 @ .
128 IF x=c OR w=d THEN =0 SuU8 1
=1}

12@ FOR i=8 T S@&: MNEMT i: PRINM
T INK 4:;87T C,d;"%"

142 G0 TO 53

220 PRINT FLASH 1; PAPER 2; IMNH
@;AT 1a.,1d; " HE ©G0T wDisr o
EQBTPRIHT PRPER =2; FLASH 1:RT N
LG

240 FOR a=4 7O 1 STEP -1i: BEEP
«5,8: MEXT &

258 INPLUT "“"RBoRlhEfr E2BET? ;233
268 IF a%ii} =""g4" THEM SLi
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T0MB

ERE IS a program which is

essenual for all club secretar-

ies who do not like drawing
the numbers in the tombola. All you
have to do is to enter the lowest and
highest ticket numbers and the
number of winners and the com-
puter does the rest.

Although short, it includes checks
to prevent incorrect numbers being
drawn. One problem is that when
there is a small number of tickets
and a relatively high number of
winners, there is a danger that it will
repeat numbers. No doubt some
readers will be able to find a way to
deal with that.

It was sent for the ZX-81 without
the RAM pack by R S P Humpleby, of
Heckmondwike, West Yorkshire.

Jg-Jo e ame

i
AR SEREY

s
W&
REE

=
5
il ]

'.3

b g
min
[ ]

o

INFPUT
FRINT
LET E=
IF E«5
PRINT
STOPR
FRINT
IMPUT
LS

IF L:E
PRINT
iF €%
PRINT
GOTO 2
PRINT
FOR D=
LET F=
EBERINT
NEXT D
STOP

CLE
PRINT

GOTD =258

30LA

"LOWEST TICKRET Mo, 70
ﬁHIGHEET TICHET NO. 7
=
E-f+1

So999 THEM GOTD 126
"TEO HARNY TIoDHRETSV

RO MANY INRERSTT
!:;

THEN OO oTE
YTHE LINMING®

THEN GOTD ZBR

CEERRETF T IS BV

i@
“TI'E.H.ET‘: AEE £&

i T8
IMT iF’NE ¥E}

e i o = 2

“JIUIET NOT ON“
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GAME which could easily
A become addictive has been

sent by T V Cook of East
Molesey, Surrey. It is called Cramp
because as it progresses you run out
of space on the screen.

The aim is to travel as far as pos-
sible without hitting your own trail,
which is shown as a thick black line.
The black square producing the trail
is controlled by the cursor keys and
the game becomes more difficult the
longer it proceeds; the screen fills
quickly with the trail and the square
moves faster,

The two methods of escape are to
hit * when it appears, which sends
you to another clear but smaller
screen, or to go off the screen, which
causes a diagonal line to appear
across your path.

Once loaded, the instructions are
easy to follow, with three levels of
difficulty from one to three. When
your turn ends, the score is shown in
the top right-hand corner.

To help with the graphics in line 6
and 7 there are 32 shifted Fs; in line
2000 there are 13 spaces; in line 3000
15 spaces; in line 6000 and 6005 four
spaces; and the grey squares in line
7025 are shifted Hs.

LET L=0
GOSUE G808
E=8

i
2
3 LET
-
=
&

FOR W=2 TO 208
IF B>1

NEXT
* U AT 16,161 "
B39 7F¥+371

QR ANOTHER GARME®™
20878 IF INKEY&="C*

THEMN BRINT BT W,318:™

IF X=225 THEN PRINT AT 4.15
2@  LET ZZPEEK 16396 +256:PEEXR i

?%%EIF L=31 AND X=75 THEMN GOSUE
25 IF X<:vE THEM LET L=0
S@ IF IMREY&="5" THEM LET C=-%
62 IF INMKEYS&="6" THEN LET C=53
o 7@ IF INKEY$="7F" THEN LET C=-%
8@ IF INKEY$&="5" THEMN LET C=1
83 LET Z=Z+
= 85 IF PEEK Z«<»8 THEN GOSUE 4ABR
87 POKE Z.3125
82 LET.Rréia
X)) = : 35
SBeg ErsX THEN GOSUE
91 IF B:>45 THEN GOTD S
lea@ LET D=11
l@ie IF B>15 THEN LET D=7
1@1lS IF B:»280 THEN LET D=5
1282 IF & IFHEM LET D=5
1225 IF B:537 THEN LET D=0
ia3@ R J=1 TO D
1235 NEXT
124@ GOTO S@
28ea@ PRINT AT &.1;™voL DIED
5CORE—"‘E
=2@81@ FOR F=1 TO 56
2820 POKE Z-C.0
203@ POKE Z- C.21
2@35 POKE Z-C,136
2248® NEXT F
2052 CLS
20660 PRINT AT 12,8; "PRESS CONT F

THEN GOTO 1

GOTO 2076
STOPRP

PRINT AT @,.18&. ™
PRINT AT &.8:"%

3020 LET E=FEEH 1E£536+SS56FEEN 1
SZ97+INT _ (RND£65S9) +58

3838 IF PEEK E«<:0 THEN GOTO IS808
384@ IF PEEK E=0 THEN POKE E.E2Z

3522 RETURNM
48908 IF PEEK gt}llﬁ aMD PEEX L
Qo

23 THEN GOTO
4@15 IF PEEK Z=118 fND CO=1 THEN

LET Z=Z-32

4220 IF PEEK X=118 AND C=-1 THEN
LET Z=Z4+3E

4230 IF PEEK =23 THEN GOTOD 4
4@31 IF L=51 THEN RETURN

4@A35 IF X=75 AND L=31 THEN RETUR
™

450 aMb BLI258 OF 4884 &

g& B(SE@ BR E-Tag THEMN GOSUE ¢
S@ed RETURM

50@8 PRINT
t1 e T

UHAT SKILL LEUVEL
BEaE PRINT * S IS THE HARDEST

6@1l@ IF IMKEY$="1" OR IMHKEY &="a
_DR INEEYS="3" THEHN GOTO 68358
ZOTO EG16

THEMN LET

IF IMNKEV$="1" N=TZ
IF INREY$&="2" THEN LET N=i%
LET X

IF INKEY &="3"
568 RETURN
72" LET I=1
raaa PRiNT |aT &, 1,

705 FOR L=1 TO_S6
@il IF HEN

THEN

7640 NEXT
7045 PRINT AT 9,1:™

7ea5e RETURNM
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O EASE the problem of gener-

I ating graphics on the Spec-

trum, Mark Bateman of

Wolverhampton, worked out this
program.

When run it displays a square

measuring eight by eight. The pro-

gram is user-friendly, giving full
instructions to obtain the necessary
design.

On finishing, the design it is print-
ed in the top right-hand corner of the
screen.

1 REM GRAERFHITC GEMERRTLOR
Z REM £ Mari Sateman
B2 BORDER 4. PRHPER 7. IMNK ©: T

1
LS
28 PRIMNT BT ;,ﬁ‘"UHER DEFINELD
R

GPHPHECE EEMERATOR "~ IMK E‘"

3@ PRINT AT 4.,3;"You are oniy

lowed to define characlesrs oh
tetters s 1o w.

48 IMNPUT "ﬂhi

nt 1o _BEe i

S8 IF &34 - ﬂP %0 "n” DR LEM

at
the
i3
§>1 THEM PRIMNY BT 3.8, FLASH 3i;
78"

h LE1lEelr <0 Qow

b B -4

M

Frof in inpuic. 80 TO 48
6@ CLS : PRINT AT 5,11; "123458

7B FOR ¥=1 TO 38

88 PRIMNT AT Six. i@

a@ FOR @=3 T 8 .
188 PRIMNT AT Si+x . 3iday; Inx &; K

118 MNEXT 2

128 POKE USH B
138 HNEXT =

i4@ PRINT AT

IE,1; "hen 5 EQuass
e fFLashes hHhil & 1o ieEave & SpEL
&, Hit any Olher" " £ i bhiGCE
;n.“‘" Entler B when Charac
ter Fihished."™
15a INPUT "Whifh oW o0 4HOW Wik
h tH WOrE GRS
168 IF rs<4"a” R 73787 OR LENM

FE>1 THEM IMPUT “"Inpul BLRES1 be =
n integes bBElwWEENn B ahd S.7;r3:

GO _TO i15&

i7a
ise
AT 2,1

2
208
i@
228

LET r=VRL 5%

IF r=02 THEN PRPER 7:
;" Finished ctharstlier is

+sEHRE COLE 32471

LET &=8
FOR w=1 TQ &
PRIMNT AT S27.18%3;

FAFPER &;"'I”

=230
24
S+,
8
-85®
266
=292
o9
318
S=Z@

e,,anzgl 2 Olhermice uﬁu Giher
IF dg="8" THEM PRINT AT 2,3

R .

36
"Unahend&d": B TD ASH
348 INPUT - Do Qhw wanil 1o 48
fFine ancihesr cherfractier?
S aw
345 IF ag="u4" THEN B0 TO i@
358 IF E3<27nT THEN INPUT “Ansm

Ef BUST BE 49 OFf B33 BR TO G4

PRLISE @&
IF INHEYS="R" THEN
ig+y, PRPER B; " ":

PRINT AT S ,.1i8343;
LET E==+2% 8-
FOME U3R B3+ -3%,=

G0 TO 1is@
INPLUT "Th smend thi

PRINT
80 To ag

FLAasy i,

PRINT AT
s TR 25

PRAPER &;

E Charec

g OFf o}

aa

SINCLAIR PROGRAMS

September/Oclober 1982



Merseyside, a short routine for

the ZX-81 allows you to scroll
sideways. A good deal of care is
needed when entering the listing, as
the first line is so long that if
mistakes are made it takes a long
time to correct. Our reviewer
discovered that, which is why
causes in the first line is spelt caues.

The first line is only to show what
can be done, so it can be shorter; and
the spaces are not limited to the two
sets of five and 20 shown in the
listing,

Once entered and running, the
scrolling can be stopped by pressing
BREAK and then it starts again
when CONT is pressed.

FROM A A Ryan of Wallasey,

i
(=

3
E

I,ﬂ 1=

L. 2 v - T o
ind IHF OF TEXNT T8 S£hBi}

DEUAYS.IT COULD BEE USEFUL TGhGIE

FLFP‘."' INETELIT‘TIC}N IF GROGPHICSE

O

HGRACTERS &RE USED THEY OO D BE
THE BERSIS OF f GHMES PROGRAM —-=

—_—= —-= i —=

g sl il
IN THIS CRSE THE FGF!: MNENT L

O0PF COULD BE OMITTED 70 INORERSE
EPEED. THE ESTRIRG E-H{?ULD EE EwnD
ED WITH A SYrEGL URICH voU DD MO
T WISH TO DISPLAY. (IN THIS CHASE
AN_ASTERISKY MWRICH LAN BE IDENTI

FIED

RS THE EnD OF TRE STRING oo

LSS0 PREWENT ERROR =

'E“
LET MN=1
IF ASiMN+31="2" THEN &5OTD 3

PRINT ST 1B.0:5BE{N TO Nesd:
FOR X=1 TO 4 ¥ By

NEXT X
LET bk=hki+sd
GOTO 138
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é sliethan

= &

g RN,

e

=] ol 28,0, 328,
128, ; 15 ;h,iea o, 0.
0,50, 50,50,

i@ nﬁwonwxzé LET u=p@: LET =
 _2° BORDER 1: PAPER §: INK @: ©
L=

2B PRINT AT 8,12; "RMARTE"

4@ PRINT AT i, 1: “PLERSE MRIT.
LLTLT YBUR MRZE IR eeing cENERaT
D

58 DIM s{u+2,T+21

58 LET ¥M=2: LE Y=g: LET Cco=1

TH LET 3id. . y)==2%

98 LET uUp=R: 17 4= LET (1=
@: LET ri=22: LET E2um=@

128 IF X2 AMND g fy-31,3) =88 THEM
LET up=i

118 IF Niti+d BND ixN+i,.g) =0 THE
N LET dn=3

1280 IF 4a2 BMND By,

o ,94+d) =8 THE

=3t = THEMN

iy
L
@
=
m
urf
5 ak
H
+
=
b
3]
o

iAMDa Tuprdn+itlar

IS8 IF up=1 THEM LEF sumk=Sitksd

i6@ IF sudm=Ch THEN LET siv-1,31}
;g—:+tx—23§:; LETYT M=x-3i. 230 TR .

178 IF di=1 THEMN LET sum=SsumB+1
158 IF sum=Cch THEN LET sixai_ gl

SY=1+i{X=-2342: LET x=xai1: S0 T o
2
19@ IF i1=1 THEM LET sum=cpmal
208 IF susm=ch THEM LET s, g=-31
;g-1+{>€-:=_‘—.=-ii-z.- LET y=y-i: BO 7O =&
2ia IF rt 1 THEM LET sul=cums3
228 IF suk=th THEM L7 2 ,33%1
1¥2: LET y=y3l: &0 To o

Hy
=y 14 (X-2) %
)

238 LET pp=aix,
=IMT IPP-¢3+E
=L =i =21 %232
=3 THEM LET ®=x-3: LET

THENM 20 TO

2482 LET
258 LET y
262 IF 4=

U=Z+1
278 IF x4ia2 O w3112
=15

288 CLS: : BEEFRP 1.4
298 PRINT AT 3.1 "¥YOUR MAZE IS
READY . """ YOQUR LOCRTION I THE
HMRZE"™ "~ "' I3 SHOUNM BY TLLHRS 14
6:; .77 USIE THE CURSOR KEYS ToO
MOUE." " " " ENTER BOTIOM RIGHT HPAM
D CORNER" """ " E¥IT TOP LEFT_ W~ v
THE CLOTCK {ILL J3TRRT RS sSaom. -~
" RS THE HRAZE HAS BEEM DRSEM. © - -
" Hil anY REYW 10O SiaW 1he EETE
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ARK BATEMAN of Wolver-
Mhampton called this pro-
gram Amaze and that is
what it does. On RUNning, it
designs a maze which the player has
to negotiate. The amazing section is
the setting-up of the maze, which can
take between three and five minutes.
The design is based on a complex
algorithm which results in a differ-

ent maze each time.

When the maze is solved, the
player has the option to keep it and
start again and try to beat the earlier
time, which is displayed on comple-
tion. It is also possible to end the
game, ask for another maze to be
drawn, or have the first one printed-
out.

The route through the maze is con-
trolled by the cursor keys working in
the usual directions

—

388 =2) #FZ+Ym-=1) THEN LET A =m-31

218 CLS 48@ IF INKEYX="8" RMND 13 ixm,ymd

3280 FOR %=2 T i =[(Xm=2) ¥2+yh OR EiNE . 9B+1}=iNw-2

330 FOR y=2 Tﬂ =31 }EZ4UMm=1} THENM LET 9M =4kl

34@ 49@ IF xm+432 0OFR BBI02 THEN DO T
-

IF S ih, 3245 iN-2%37+y-2 AND

- 3 O 43
aé—’f— y-1 1} {::jr.x g}f-u”u THEN PRINT 5$BGLET 11=PEEX BE3672+2SB4PEEK
353'IF’gfrfyt1%?%11??figiisaur SI6T7SH+ESSOBSPESE 20874 : ;
3ix-1, ERN —2} 3z - -1 THEM PRINT Egéggtg‘éségggg‘gi giggz-}-ESE#PEEH

AT x-1,4-1; DLIER 1;0HRYE 144

sa28 CLS BEEFP .25 40

3B@ NEXT g
Q78 NEXT =
8@ PLOT &,8: DRAL 232 .8
380 PLOT =248,8:

A: GO TO Ssa
419 BEEP .1,18: POKE 23874 .8 P
OKE 23873.8: PﬂﬁE 2887282

428 LET XB=u33i: LET uyk=7+1
A3 PRINT RT Wk- I . 9®m-1; DUER 1
CHR 146
448 PRAUSE &
445 PRINT RT axm-~-i.yw-1; DUER 1i:
CHR% 1486
450 IF IMEEYS3="5' 8SMD fzi{ixm, g%k
SIXB-2) $T+30 -2 OFR B INN 9% - Ji_iwﬁ
-2) #Z+Um=-1t THEM L ET uﬂ*um—i
468 IF INKEYZE="8'" BMND Zixvm.uyB}
=(xXm=-1) #Z+uk-1 ORF arxm+1,ymk=¢xm
-2} ¥Z +4m-1}t THEM LET xm=x®+1
478 IF IMEEYH="7" AMND {zix®m 9%
=INB-3)#T+3n-1 O aivk-1.498B2=f{M%

S3@ IF t1<¢12 FHEM LET 1i=t2
Sd8 LET taim=131,/58
S5S8 PRINT RT 1. .I1."CONGRATLILRATIO

HNS."*"" " YOU HRUE FINISHED THE &
ZE TN T R TR B "stdm; " B
ERTINDYS, = % 2 R g e @
TR REET e u & TR TRY THE
MAZE AGRIN"""" = TR DESIG
N ANOTHER MAIZIE"" """ =2 T &

oFY LAST MRICET
S58 IMNPUT "ihsl & ShGWs Eelects

an" ;2%

S78 IF s3="@" THEN STOP

s8@ IF 25="1" THEN =0 TO 31
s9R8 IF =E:="2" THEN SO TO 28

ePe IF =8="3" THEN LET co=1:. &4
TO 3182

Bler INPUT "your Sepiefliicn musil
L€ an integesr betitween @ gnd 3.
2%

E2ad GO TR 578
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ATTAC

i@ LET e=1: LET b= i e =
LET t=2=@ 2 & 5F B
1@ LET Cc=i8: LET £=29: LET d=5
1608 PRINT AT 21, 8; I e
170 PRINT RBT &8, 5; g
188 LET 93 =INT {RMO3IR} I8
1832 BEEFP @.89 .20 .
185 PRINT ﬁ?p;iﬁ%"g¥ 5 EF EHH
Eys="p" THE? h 3 PR - B
- FIEF INKEYS="0" THEM PRINT 82T

ig9@

e [

131 LBRD, —32 :

SP@ IF u=C PBND £=d THEM GO TOQ ¢

18 PRINT AT ¢ . d;"."
gEB IF INKEYS="p" THEMN LET C=C-
3: LET d=d+1 YR
240 IF =4 THEM G0 TO £i8
258 LET e=£-2&
260 IF e=b THEM B0 T 4100
278 G0 TO 185

488 LET =2=4+1: FRINT AT 4y, e=31;"
HMX Y BEEP @&.3,-28: PRUSE =z
418 CLS LET 1=1=B: IF 140b TH

EN GO TO 182
448 PRINT BT 1i8,11; "0a%e Gwer”™
458 PRINT BT i2 .11 "5¢f&re=";=
468 FOR f=-i2 TQ Iwv: PEEF R.82

f: BORDER RMD:E#7: MEXT F- BEEP 2.
—a7: STOP

1888 FOR F=22 TO 7

1@81@ READ €3: FPOKE USSR “373F,c9
1828 NEXT f

1838 DATA &,8,23,53,255,2855, 127,
S,

1%:1—9 FOR f=& T2 7

iBS@ REPD cCg: POKE USRE “n-

1068 NEXT F. = et
1872 DATA 14,28,58,254,555,248,2

1258 RETURN

OCKET ATTACK is yet an-
Rmher spin-off from the Sinclair
Programs R&D industry. | Sells
of Enfield has updated a program

printed originally in our May-June
issue.

He has Spectrumised D E Healey's
Rocket Attack games, composed
originally for the ZX-81. The game
involves a squadron of 20 planes
heading towards vyour missile
station. Pressing P will fire the
missile. To destroy the plans you can
either hit them directly or leave the
missile in their path. Your hawk-
eved reviewer only managed 12 out
of 20. Graphics notes

160—Three graphics 8s, lwenfy-nine
graphic 3s.

170—CGraphic6.

185—"ab" as in graphic mode.

440—1Inverse video "Game over”.

42
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SHARD

oi00TER

N ES

A

You are

play is the strong point of the
Sharp Shooter program from
Paul Naylor of Tyldesley, Greater
Manchester.

confronting a posse of lily-livered

represents the deputy badge on their
trembling chests. You are armed
with a Colt ten-shooter (what?)
which you fire with the P key. When
the gun is fired the outlaw falls into a
very effective crouching position.
Manoeuvre the cowpoke up with

PECIALLY pleasing dis-

the black-hatted villain

bounty hunters. An inverted O key1anddown with A.(1K ZX-81).

1 LET N=RIrPI

2 LET D=uUlL "2\~

3 LET R=5

4 LET H=3IMN FI

LET S=H

g LET ToIMT (RNOIURL “177)M

7 LET M=INT {RMNDIINT PIt

a8 IF M=i RMND Tad THEM LET T=T
i 9 IF M=RL “E” BND TeAmL 38
FTHEM LET T=73f

ég PE?NT AT T,SIN £I; WY 'Hgﬂfr

n-T-'g AT R e Ml 0T D
She oL AT B33 »Y,D; " ;
i ¥ o rll“
ﬂTag+gﬂ_xm§E?é4yé¥" THEN BOTO R

e (AT R

Rapi, Db e

qLﬁaaPRI“T ® AT BiIMI PI. 0
Te.AT _RALUAL .i;HfTQ s I

'.E ;:Gq F = _5ﬁ§_

EPEQNPRINT AT AN, F, -
Z@ MEXT F”-_“
ET S=D40:
gg li;: Bapi=T THENM LET H=HM
1@@ IF S=URL 1@ THEM SOTO iR
it 11 .l
11@ IF R+N=T THEHN SOTO /gL ' g
12@ IF IMNKEYFH="1" mhd S2>3353I8 PI
THEN LET R=R-M
i3B IF INBEY I ="7" RMD Satimf 377
THEMN LET R=R+M
4@ GOTO sl o~
. 158 PRINT AT RAM,.8IN PI;~ HITS
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version of the lander programs.

It will fit the unexpanded ZX-81
and, when run, displays a space ship
being launched at the bottom of the
screemn.

SPACF‘, CAPSULE is a simple

It rises to the top and then falls
back to earth. As it does so, the land-
ing pad is moving and the player has
to manoeuvre the craft to land on it.
If after a few attempts you find that
too simple, delete line 100 and it
becomes almost impossible.

The graphics are, in line 50 the
graphic shifted 3, two inverse spaces
and graphic shifted 4; and in line 60
shifted T and Y and two shifted Hs.
They are repeated in lines 60 and
170. It was sent by Colin Healey, of
Workington, Cumbria.

2 oIM Ev23ad
13 LET RB=IMT (RN
1S5S PRIMT BT &,i%; TSTORE=";8
2@ IF A=a THEM 25078 ag
SRl LET C=IMT {Z33103886
4@ FOR 2=08 TO @& SFTEP -1
S8 IF B=1 THEM SOTO SO0
B8 GOTO iag
S8 LET C=IMNT {I231S3RM}
S FOR 8= T =238
iga PRINT RY C.B;" &
31318 IF IMREYIZ="ET THEM SOTS 209
i288 NEXT B
138 GOoT0 i3
288 PRINT BT C. B "
21@ FOR E=C TG 28
=228 PRINT BT E B21;7"8R1R"
238 PRINTY VBT £.8331,." ™
248 HMEXTYT £
245 PRINT BT =R . 831,789
246 IF Ei{Bi =31 THEM IDOTD 3o
247 LET ‘EfBl =31
258 LETYT Go=G+1
255 IF G=28 THEHM BOTho 2
268 GOTO 18
388 CLS
_3i8 PRINT TRER 2 "vDil CR\ASHED O
228 PRINT TREB 7, "RMNOTHER S0 FPRE
5 NALT
338 PRINT TRE 12;:"yolUu LAaNDED -
348 INPUT IX
3I5@ IF Ig<a»"" THEM SITOP
368 CL3S
378 RUM

44
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PATTERN

\

example of what will surely
become a very common type of
program for the Spectrum. It is a
method of generating abstract
colour patterns under the control of
the cursor keys, producing the kind
of patterns which might once have
been called psychedelic.
Read it, run it, change it. It was
submitted by M | Levers of Barn-
wood, Gloucester.

PAT'I‘ERN MAKER is an early

1@ INFUT

CBOrdEr T B ;
R Bis THEN o3 8 a0 IF bimm
IPUT "Papesr? :p: IF p:@
P%g EﬁEﬁTEU o 2 C F
UY "IRR?V;i: IF i4m OR &
+9 THEMN 80 TO 30 *
4@ INPUT “Brighi1? :&: IF £431
AND s<>@ THEM B0 TO 48
8@ IMPLUT “Y-ppsitlign?”;x: IF o
{@ 0OR x»255 THEM BC TO S ]
7R INPUT "“V-LREi1inn?7 -u: IF 3y
(B DR yiiTS THEN S0 To TR _
8@ LET 3=INT y3: LET x=INT X
Q@ BORDER b. PAPER B. CLERR 4:
BORDER £: OUER 1: CLS :
11@ PLOT @,8: ORS x 3
1oe pPLOT 25S5.i75: DRAW -3 ,-9
i3@ PLOT 55,8 DRAM -3 .3
140 PLOT B, 175, . ORSM ¥, -

15@ LET x=x+{INKEYZ="3" 1BND N2
553 = (INKE‘J"Q:"SI" Fk!‘ii‘r xnh

1880 LET Yy=y+iIMEKEYS=
TE) — [ TNKEY="858"

i7R GO TO dia

T ORAND 943

D gl

RICK CATCHER is a smash-
Bing game. You are protecting a
greenhouse at the bottom of the
screen from the destructive atten-
tions of some Dennis the Menace
figure. He is hurling bricks at your
charge and it is your unfortunate
duty to catch them.
You can move by means of the
cursor keys 5 and 8 but if you fail to
stop one of these projectiles, the

game ends and the enraged owner
emerges, clutching his head.

A neat game for the 1K ZX-81 sent
by Grahame Chidwick of Grimsby.
Graphic notes:
210—Graphic 7; graphic Y, space
graphic T; graphic A.
505—Graphic T, O, graphic Y;
graphic 2, inverse space, graphic 1;
inverse space; graphic T, space
graphicY.

1 RAND &
4@ LET T=1i%S
5@ LET ti=&
158 LET uU=&
égg tgg $=1ﬁT LRND £SDY
ST+ {ZINHEY =5 &GND =
T T T e
JEg AT 28,.T -
i TEy SUUAT uL B 1
258 LET u=l+i
25 IF U:2@ THER GOTO 408
242 LET H=RHND:FHD
245 CLS
25a GOTo 158
488 IF T«iF THER LOTD SHE
4085 LET =i+l
=08 FR =y -5 p
5@5 PRINT AT 1iE5.8." “IHT 19,8
; b ' "_-i aT 2&_- 1_-..!.;'“.: Frépg%,‘@ﬂ " ﬂ
PRINT &7 PR = o= - R
g%g PRINT &7 L%.4:" «THE OUNER™
=5@ PRINT AT 18, 13 "GANE OUER
SE@ PRINT AT L2, 12 “SCORE=".W
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| ALPHABETICAL
o SORTIN

/
*.J[‘ Ff‘ 953@ LET A=1

+F
ggse IF R$ELAY PREIES THREN GOTD oo

LPHABETICAL SORTING is a 356@ LET B=B+SGN B
Aneat il b e §78 GOTC (B:D AND 3530) ¢ 13628 A
into alphabetical order. Alter
the numbers in lines 9540 and 9770
according to the number of elements
in AS. For example, if you DIM AS
(100.15), the number in those lines 375
should be 100. 378
Michael Horton of St Edmond's g:}?‘gg EE‘EOE 1 T 3100
Junior School, Canterbury, who sent
the program, says that it is the fastest §§§§ E‘,E%’” HEir)
sort of which he knows for the Q&1 FEETU'RH
ZX-81.
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"~

i LET &A=3 :
2@ LET J=288 E DDINOT often print
33 LET HK=18 pace Invaders games but
49 LET =6 because this is so neat and
53 LET X=INT iERDFIE? 2 et e -
BRI rane 3:[::1&%; 1fthtsc_:::;| lus}lllKnimL.hme_we
70 IF A=21 THEN GOTO 2E8 cided to give the old routine
880 LET ¥=38 anotherairing.
g PRINT &1 H.D.oRBEs 13E;nRE it i g FOiE oS L .
b S TR = & Ptffeet r_wf 20 }{‘ ships is attacking
100 IF J¢B THEM GOTH 156 you,” writes C ] Barnait of
118 IF INEEY&="T" THEWN L ET H=H- Worcester. “You must destroy at
B AL, ; least 15 of them or be destroyed.”

120 IF INHEEY$="5£" THEN LET X=H+ The cursor arrows move you up
13¢ IF INKEY&="5" THEN PRINT AT and down and the 8 fires your laser.
H.__- E_, TEEEREEEEEE "]" ‘5'**%'*'***“ Everl‘rtinlgynu muveorfireyou use
1490 IF INKEY&:"S" THEN LET Jd=Jd- one fuel unit out of 200. If you
15@ LET ¥=¥-1.5 destroy all the ‘X’ ships, the amount
160 IF Y¥=3 THER LET G=G+el of fuel remaining is displayed.
17@ IF =5 THEN GOTO 240 e bk el

18@ E i =0 THEN OTDH S8 7

o@ IF INKEYE —“g“ D h=N AMND Y

{Ei THEN GOTS = 4,

200 CLS <

218 GOTD 98 %7

228 PRINT AT X. Y+i:LHEE 1BS 7s)

=230 GOTO S&

248 PRINT “DESTROYED™

=58 SETOP

268 PRINT "W a3Inv

2768 PRINT “FiFET LEFT=":.2
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it
aiplalls
2345
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fu/ﬂ///'éfﬂ}};}”f

OLLOWING our program for

Compound Interest in the July/

August issue, we are proud and
privileged to present a method of
calculating Discounting—i.e., com-
pounding in reverse.

The program will tell you how
much to invest to earn a given
amount in a certain period. Stay with
Sinclair Programs and you will
always have money to invest,

1@ PRINT "SMTESR Qﬁ{!{.ﬂ‘i? F}EL"EI’?H
BLE IM X !ELSHEEH‘ 0F YESRS

15 INPUT

=28 PRINT

28 PRINMT g2,

38 PRINT
- 35 PRINT “"ENMTER MUUIBER OF YERR

48 INPUT '

45 PRINT

58 PRINT Vv

SS PRINT

B2 PRINT “"EMTER RRTE OF INTERE
5T PER Bhikitis”

65 INPUT R

72 PRIMNT

75 PRINT R

a8 CLS

SE@ LET PU=Ms1/i313R/71880 34

oS PRINT “"QIWUEM "R PERCENT
OF INTEREST FCREMNMLUY, THE FPRESENMT
UALUE OF £7; M, " IM 7.%¥." YERRS
Isc 2" ;P

48
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.eyesight. The aim is fo have a

row of As along the bottom of
the screen. To do it you press key 6 to
stop the As as they come from either
side and then fall to the bottom of
the screen. If they hit another A on
the bottom the game ends.

A Lander was sent by Gavin
Cheshire, of Leighton Buzzard,
Bedfordshire. It will fit in the
unexpanded ZX-81.

T HIS IS short game to test your

1@ LET C=1F
2@ LET A=3i4 180 PRINT AT Zi.f/;° % ,
S8 LET E=1T 178 FPRINT AT C.E: VW . 7THE E: g
4P CLS (TABR B UIIV
58 FRINT AT 21, F!,:? 2 : 183 LET C={+3
60 PRINT AT C.E: /" .THE 5: "I 19@ IF C=1% AGND B=fA+i THEN GOTO
“";TRB B.VILI" =220
78 LET C=04-1% 2e@ IF C=060 THEN GOTO 258
8@ IF C:@& THEN GOTD AD 218 GOTOD o
g9f LET D=INMT {RND:I? +1 228 PRINT AT 16,10: "8 IrLE SBT
198 IF C=1% THEM LET D=0 2,3; "PRESS MN,L FOR ﬁ‘NC‘»’I‘HER o™
ii® IF =1 THEMN LET H=H-1 535 INPUT F=¥
128 IF D=2 THEN LET A=H+1 o468 RU
138 CLS : 250 Pn:m‘ ﬁT 10, 10 SRR | o7
14@ IF INHEY E="S5S" THEN LET B=E- @,5; "PRES oL FCJF{ FMNDTHEND GO
=50 INPLEII r-qa;
115@ IF INHEY $="“£> THEMN LET E=E+ 2R ELIMN

SINCLAIR PROGRAMS September/Octlober 1982



o
]

L Up Uour own colours
here
1@ FOR g9=1 7O 1B STER =
28 LET t=gsFI, 50
SO LET al=ElsLOS ¢
40 LET a2=10#£5IMN ¢
5@ LET aZ=10£C0E b
B0 LET ad=ERBe5IN &
7@ LET a=0: GO SU5 118
5@ LET d=i%i: &GO SUE 118 TEM un
draw
2@ MNEXT
188 LET d=06 GO SUE 1318
18S STOR
112 PLOT 127,58
iza GO SUE =8
130 DROV 0.ED
148 GO SUE &8

REM dvaw wairticsais
D FLOT IMNUERSE 4127 +ai,.E0+al
: DRAW B,E&

16@ PLOT INUVERSE 4;:1Z27+ai-as , 60
+a2+ad: DRBW B, 5D

178 PLOT INWVERSE 4d; 127 -a3d . 585+3%
: DRAW B, 5&

188 RETURWN

1539 REM draw boLbiom ov
209 DERL INUERSE
INUVERSE d; —-a%,a%:
i=al,-a2: DRAY
=1& RETURN

tap

g4:iail.az2: DREAW
2 DO IMNVERESE =2
INWVERSE d;a4d4,-as

UBE ROTATE is an interesting
Caltempt at producing three

dimensional moving graphics
for the Spectrum. The shape display-
ed is simple—a cube—and is shown
apparently rotating by being first
drawn, then re-drawn in the back-
ground colour, and finally drawn
againin a fresh position.

The composer of the program is D
Noonan of London N.19, and he
believes that the principles involved
are not really suitable for more com-
plicated shapes but says he is very
interested in any improvements
which might be made to the pro-
gram. So are we.

LUBE

A

What is the best way to guarantee that you
never become bored with your Sinclair
computer?

The answer is to subscribe to Sinclair User,
written specifically for owners of ZX-80s,
ZX-81s and Spectrums. Sinclair User is the
latest montly from ECC Publications —

pioneers of Practical Computing, WHICH |
COMPUTER?, and Computer & Video I
Games. Whether you bought your system f

yesterday or are an old hand, you are probably
an enthusiast for your machine ad your biggest l
problem is likely to be obtaining all the I
information to satisfy your interest. Sinclair I
User is devoted to quenching your thirst for |
information. |
As the name suggests, the content is geared
specifically to helping you, the user. There are
pages of information on available hardware

and software. Our aim is to make Sinclair

User invaluable and we chronicle applications l
which are of special interest.

e e —— —— — — —

Make sure you
get it each month

Can you continue to obtain the most from
your Sinclair without reading Sinclair User
every month? So why not fill the subscription
order form today? Send it to Sinclair User,
ECC Publications, 30-31 Islington Green,
London N1 8BdJ.

Owerseas rates: Europe £18, Quesde Europe £29 (Including air-mail postage) Cheques should
be made payable to EEC Publications

Subscription Order Form

1 wish to start a subscription to Sinclair User. |
understand that | may cancel my subscription at any time
and you will refund the balance.

] I enclose a cheque for £9 for 12 issues (U.K. only —
including postage).

L1 Please charge my credit card.

Card Name
Address

No.

Signed
Date

-—-————————1

I
I
I
I
I
I
I
I
|
I
I
I
I
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THE ZX BOOK CLUB

DUE SEPTEMBER 1982
written by the man who helped write
the documentation for the ZX Spectrum:-

LEARNING TO USE only
THE ZX SPECTRUM
COMPUTER £5 : 95

by Robin Bradbeer. 100 pages fully illustrated.

This book has been written specially to help new and prospective
owners of the ZX Spectrum to easily understand the operation and
full capabilities of this amazing new microcomputer.

*  Provides clear descriptions of the hardware and functions,
describing use of the new keyboard, command keys and editing
facilities.

Explains simple programming using Sinclair BASIC.
Describes graphics and colour facilities in detail.

Includes many programs, including animation.

Appendices cover technical details and a glossary.

ALSO DUE SEPTEMBER 1982 — and also by Robin Bradbeer:—
LEARNING TO USE THE  only

E,fxﬂogb?n grgllt}gee%};ggﬁes fully illustrated. £5 [ 9 5

In the same series as the Learning to Use the ZX Spectrum, this new
book follows the same format, style and content and will prove an
invaluable guide for new (and experienced!) ZX81 owners.

Other bestselling titles:—

Byteing Deeper into Your ZX81 by Mark Harrison

20 Simple Electronic Projects for the ZX81 by
Stephen Adams

Mastering Machine Code on your ZX81 by Toni Baker
The ZX81 Pocket Book by Trevor Toms

READ-OUT PUBLISHING COMPANY LTD
8 Camp Road, Farnborough, Hampshire, GU24 6EW Telephone: 0252 510331/2 Telex 858001 GOWER G

------------—-_ﬂ
READ-OUT PUBLISHING COMPANY LTD [ )

8 CAMP ROAD, FARNBOROUGH, HAMPSHIRE GU24 6EW. L] Phiade rasiev sty copy lasiot

24 hour answering service. Telephone: 0252 510331/2 L Le:;";;g to Use the 2X Spectrum
i -

= _— e e = [] Learning to Use the ZX81 (@ £5.95

Name

[ | Byteing Deeper into Your ZX81
{0 £6.45

= T []120 Simple Electronic Projects for
Make cheques payable to Read-Out Publishing Company Lid =it

’ the ZX81(w £7.45
I?TWIUSE my Lheq“emrf """ e N . = [ ]Mastering Machine Code on Your

ZX81 (w £8.50

Please dehit my Access 1

|

I Address B [_|Please send me copy/ies of

Signed ("] The ZX81 Pocket Book (@ £6.95

Numoer (T T T T T T T TTTTTTTT] owe. Sk P




KAYDE Electronic Systems
ZX80/1

ZX KEYBOARD WITH
REPEAT KEY

Fully cased keyboard ........ £37.95
Uncased keyboard £27.95
Keyboard Case £10.95

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

KAYDE 16K RAM PACKS

The 16K RAMPACK simply plugs straight into the user port at the rear of your computer, It is fully com
patible with all accessories and needs no extra power and therefore it will run guite happily on your Sinclair
power supply. Itdoes not over-heat and will not lose memory atall. As you may know some makes go down
to 11K after being on for a while.

This 16K RAMPACK is very stable and will not wobble or cause you to lose your programme. [t comes fully
built and tested with a complete money back Guarantee.

KAYDE FLEXIBLE RIBBON CONNECTOR

Stops movement of RAM PACK and other accessories 12,9
(Not needed with a KAYDE RAMPACK) e bay D

KAYDE 4K GRAPHICS BOARD

The KA YDE Graphics Board is probably our best accessory yet. It fits nearly inside your ZX81. It comes
complete with a pre-programmed 2K Graphics ROM. This will give nearly 450 extra graphics and with there
inverse makes a total of over nine hundred.

The KA YDE Graphics Board has facilities for either 2K or RAM (for user definable graphics) 4K of ROM or
our 4K Tool Kit Chips that will be available shortly. All the graphics are completely software controlled,
therefore they can be written into your programmes. Here are a few examples: A full set of space
invaders — Puckman — Bulits, Bombs — Tanks — Laser Bases and Alien Ships.

NO EXTRA POWER NEEDED

KAYDE 16K GRAPHICS BOARD SOFTWARE

Peckman: The only true ZX version of the popular arcade game.

Centipede: “In all | think this is the best presented moving graphic program |'ve yet seen’” Phil Garratt,
Interface.

Space Invaders: The best version available anywhere,

Graphic Software can only be used with a Graphics board.

Centepede "In all | think this is the best presented moving graphics program |'ve yet seen’ Phil Garratt

Interface. E"Ol.-
3D/3D Labyrinth. A Cubit Maze that has corridors which may go left, right, up, down.

Peckmen (the latest addition.in 81 games).

WHY WAIT TO PAY MORE
FAST IMMEDLATE DELIVERY s r_._.______________‘

Post to:

Dept SU |

Kayde Electronic Systems Ltd |

The Conge |

Great Yarmouth lenclose £

Norfolk NR30 1PJ Name I

Tel: 0493 57867 f.DE,DT Su) I Address I

Don't Forget you can always order | ]

on the telephone with your credit card | |
I

All products include VAT are fully | Please add £1.50 P/P for al hardware and 50p for all software.
built and tested and come with a Flease make cheques payable to Kayde Electronic Systems er

COMPLETE MONEY BACK GUARANTEE e e e




