‘1“!' \. .ll
FOR BEGINNERS
™

>
~ N
L

/ PE TGS AW
4 FRAT B E ARG
POt

/mwn R A R W W gy,

lus SNAKE, TWIGGY,- PLONS,
GANBSTERS and mam




o
et 0
&
\gcr\-ﬁ‘“%w A
aafd o i
o\la ﬁB@E.
A&




Managing editor
Nigel Clark

Managing production editor
Harold Mayes MBE

Design
Elaine Bishop

Program Reviews
Rebecca Ferguson

Group advertisement manager
John Ross

Sales executive
Frank Humphrey-Gaskin

Editorial/production assistant
Dezi Epaminondou

Managing director
Terry Cartwright

Chairman
Richard Hease

Sinclair Programs is published
monthly by ECC Publications Lid.

Telephone
All departments
01-359 3525

If you would like to contribute to any of

the Sinclair User group of publications
please send programs, articles or ideas
for hardware projects to:

Sinclair User and Programs,

ECC Publications,

196-200 Balls Pond Road,

London W1 4AQ

Programs should be on cassette and
articles should be typed. We cannor
undertake to refurn them unless a
stamped-addressed envelope is
included.

We pay £10 for the copyright of each
program published and £50 per 1,000
words for each article used.

© Copyright 1983

Sinclair Programs

IS3N No 0263-0265

Printed and typeset by
Cradley Print PLC,

Warley,

West Midlands

Distributed by

Spotlight Magazine Distriburion Lrd,
1 Benwell Road,

Holloway,

London N7

01-607 6411

Cover Design/Illustrations
Ivan Hissey

SINCLAIR PROGRAMS  Ocrober 1983

7 - LET'TERS

7 ERRORS AND
MISHAPS
15 TRICKSTICK
COMPETITION

BEGINNERS’
SECTION
ZX-81

19 KONG LEAP

20 SCROLL
SOW SOW

21 SECURITY

SPECTRUM

19 COLOUR CHANGE
21 SIGNALS

ZX-81

10 FROGGER
13 PHOENIX ATTACK
25 CHASER

28 PANIC

32 GOBBLE TRAP

35 TWIGGY

41 CODE BREAKER

48 WEREWOLF LAIR
51 EMERGENCY STOP
34 DOORS

gviLo

SPECTRUM

8 SNAKE

11 OVERLOAD

22 PERIODIC TABLE
24 WIMBLEDON

27 PARACHUTE DROP

ribr T 1F oy
% 30 PROGRAM OF #
& . THEMONTH =
o REBOUND folhs

33 GERMAN TESTER
36 HARD LINES

38 BRICK-A-BRACK
39 DEPTH CHARGE
42 GRAND PRIX

47 PLONS

50 GUIDED MISSILE

53 GANGSTER

To help with entering graphics characters we have adapted a system of writing the characters for the ZX-
81. We indicate inverse characters by the letter i and graphics by g, so that an inverse letter W is shown as
iW and the graphics character on key 6 is denoted by g6.

Spaces are shown by sp and inverse spaces are isp. If some occur together, for instance a row of six spaces,
they are shown by 6 % sp and where there is a combination of characters ¢ach one is divided by a colon,
thus sp:isp:6% gb means a space followed by an inverse space and then six characters on the 6 key.
Where whole words are written in inverse letters they appear in the listings as lower-case letters.

In the Spectrum listings, letters to be entered in graphics mode are underlined, while other graphies
instructions are underlined and take the form shown above, with the addition that inverse graphics

characters are represented by the leters “ig".



Play in the big league
— with only the best,
newest programs!

We've searched for briliant new program sources throughout
the U.K. and North America to find an exciting collection of
new games — and business programs — many of which
cannot be bought by mail order from any other source!

Every month, we'll be adding to our catalogue to bring you the #£8
best of new games, new business, educational and household.
software. And the good news is — we’re specialising in
programs for your Sinclair!

With our special new deal — you just CAN'T GO WRONG.

* A free offer every month [this time it's a free blank
C20 cassette with every two games ordered]

* A money-back guarantee if you're not entirely
satisfied with your purchase — that’s how confident
we are about the quality and value!

All you have to do is look at our first HOT selection, then order
quickly to be among the first to own these games of skill,
inteligence and excitement (fast delivery is another of our

specialities — so you could be using these new programs
SOON].

FREE BLANK C20 COMPUTER CASSETTE
WITH EVERY TWO CASSETTES YOU ORDER!

Remember there’s no limit to the number of free
cassettes you receive if your order justifies them — so

why not get together with friends or user group g
members and share the freehies?

UARANTEE

confidence. If you are

ith complete con _

ofo?emwely saecisﬁfd w:ﬁ :h:s(ﬁﬂ:%: of
return

dya;‘;rgramrﬁfﬁﬂ provide a replacement.

GREAT VALUE! TREMENDOUS SELECTION! PLUS A FREE
OFFER EVERY TIME!

Fill in the order form right away — we’'re guaranteeing fast
delivery, quality and satisfaction [after all, we want you to
come back for more!]

The Software Workshop, Yew Tree, Selborne,
Hants GU34 3JP
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Here’s a whole NEW selection of
the latest games, the best-value software
for your ZX-81 or Spectrum.

ZX81 Software

2.14 Meteor Storm

Spectrum version of the ever-popular

1-01 Stock Market arcade game. 16K or 48K RAM £4.95
Buy and sell your way to millions! 015 Star Trek
16K RAM £3.95 Popular space program brought to ife by
1-02 Football League excellent graphics, 48K RAM £4.95
First drision fun for the soccer il Froogger
enthusiast, 16K RAM £3.95 2-21 99
1-03 Test Match Manoeuwre the trog across the road
M_I:-:.J EeSs . adctm avoding heawy traffic. 48K RAM £5.95
abch your wits alongside the
superstars, 16K RAM £3.95 E_UEEU JEIT‘EZU Badllruuns
= uide the balloons round the maze

1-1 1 Arcade A‘thui_"l ] without bursting. 48K RAM £5.95
Overtaker/Missile Man/Space Fighter/ =) Arcadia
Pilot/Greedy Gobbler/Extra Terrestrial, -23
1K £4.95 The expert's version of the popular

‘Invaders’ game. 16K or 48K RAM -
1-12 Avenger g £5.95
Avoid missiles and bombs to become the 2-24 Golf
ruler 15K§AM £4.95 TEB fg:?:‘tq of golf handicap games. £5.95
1-13 Protector 48K .
Defend your own ship from oncoming 005 Test Match
attackers. 16K RAM E4.95  nore exciting than the real thing!
1-21 Football Manager 48K RAM £5.95
Manage your tearm through a hectic 2-26 De rby Day
league season! 16K RAM £5.95  1his favourite has to be a winner.
1-31 Comp-U-Share 48K RAM £5.95
Investment management program for 2-27 Rescue
unit trusts, shares and loan stocks. Rescue the Princess from marauding
Complete documentation included. £9.95 patrols. 48K RAM £5.95
16K RAM - 008 The Orb
1-32 COI'I‘I[J-U-TE.I Discover the Orbin the depths of the
Accurate personal income tax calculator temple but watch the monsters.
for B2/83 tax year. Full documentation 48K RAM £5.95
included. 16K RAM £9.95 559 Jackpot

The harmiess way to take onthe one-

armed bandit. 4BK RAM £5.95
Spectrum Software 2.31 Foothall Manager
012 Avenger See 1-21 under ZX81. 48K RAM E£6.95
{See 1-12 under ZX81]. 48K RAM £4.95 2-41 Comp-U-Share
513 Sentinel See 1-31 under ZXB1. 48K AAM £9.95
Guard your mother ship against. alien 2-42 Comp-U-Tax
attacks. 48K RAM £4.95  See 1-32 under 2X81. 48K RAM £9.95

- O O . O O O O . D - I O O O O O O O O O O O O O O O S S S O . .

,Tn. The Software Workshop, Yew Tree, Selborne, Hants GU34 3JP

! | wish to order the following programs. | understand that:

* | will receive a FREE blank cassette with every 2 programs ordered

* | can return products within seven days if not entirely satisfied and
receive a full refund or replacement programs to the same value.

Ref No | Gty

Title

Price

1 Postage, packing and handling: add 45p for the
ifirst cassette, and 25p for each additional
:cassette. Non-UK orders add extra 50%

1l enclose a cheque/postal order for

[
1 Name

Total

: Address

:[Allow 28 days MAXIMUM FOR DELIVERY)

——------------l————lll--l




LYNDENHURST LTD A]. I.AST....

From MACQUILLAN ELECTRONICS Comes

Any Spectrum M"NI[:H“N

M AG I c W 0 R M THE ONLY INDISPENSABLE ADD-ON FOR

SINCLAIR ZX81& SPECTRUM

£4.95

IHAH programs first time every-

time via V.l'.f LEVEL METER.
SAVE via isolating push-button.
RECORD speech by built-in MIC.

AMPLIFY Spect rum ‘Squeak by
buitt-in AMP. & SPEAKER.

RESET crashed programs with
power ON-0FF switch.

MHMTDR tape contents.

Accept the challenge of guiding Magic Worm
on his journey to the secret cavern. Use your
skill and nerve to overcome the many
obstacles you will meet along the way.
Complete the dangerous journey into the
cavern and overcome the final challenge of the
bottomless pit and the game is yours!

CUE program start etc.

Please send cheques/P.0.’s/cash to ALL FUNCTIONS W/THOUT DISTURBING A
SINGLE PLUG!
LYN DENHURST LIMITED, Saves time temper & worn socketst ONLY E14-95 plusE1-00p+p
38 ASHLEY ROAD, LONDON N19 3AF From MACQUILLAN ELECTRONICS

72 MERE ROAD., WIGSTON, LEICESTER.
Overseas orders £5.95 per cassette.

- % . "
2% 8l model has tapetremore’ switch - state model when ordering,

GAMES AND PUZZLES

16K SINCLAIR ZX81

4
el THE
POCKETBOOK
e
i
NUMINUE
You are a Knight of Camelot, The computer breaks and For the ZX8l, three  The tape of the book. 9 The traditional game with
searching for Merlin’s lost shulfles a two by two col- adventures - black and IK programs and 10 for superb screen presenta-
treasure. On your way vou oured square, whilst you white text. Magie Moun- 16K including Ski run, tion. Score points by
will discover the Witches' watch the moves it makes, in, Pharaoh’s Tomb,  Alzan, Jaws and Wumpus.  making the two ends add
Tower, rescue a Princess You must then unscramble Greedy Gulch,  Superb £5.00 to a multiple of five or
held by the wicked Wizard 1L Lo re-assemble the onginal vilue for money.  £5.00 Book available separately three. The first one 10
of Trill. £4.95 squares, Machine coded. £5.95 reach 72 points wins.
£4.95 £4.95

Send SAE for full List.

Dept P FREEPOST EM463 (No stamp) i
PH[PPS ASSOCIA I E 172 Kingston Road, Ewell, Surrey KT19 0BR f—
Telephone 01-393 0283. 24 Hour answering. ey
Prices include postage (outside Europe add £1.00 per item). Access and Visa cards welcome A%
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TETTERS

I HAVE recently bought
your August edition and
when my mum brought it
home I snatched it from her
bag and guickly set up my
Spectrum and switched on.
As my eyes whizzed through
the contents they fixed on
one  particular  program,
Specvaders. Without wasting
a second I pressed RUN and
ENTERed it. Would it
work? Five minutes later [
had my verdict. What a great
game; I must write to Sinclair
Programs and tell them my
views. Congratulations to
Tim Shaw, author of Spec-
vaders.
Ian Simkins,
Stockport,
Greater Manchester.

Cricket

IN the July issue of Sinclair
Programs the program Crick-
et has a serious disadvantage.
Key 8 can only be useful on
an average of one in five balls
whereas key 5 can be useful
on average for four in five
balls, so it is policy to keep

the finger down on 5. What is
needed is a signal to tell you
when key 8 is needed. Then
when you play you have to
wait for the last possible mo-
ment before missing a key so
as not to miss the signal.
That brings an element of
skill into the game.

To equate the duration of
the signal to the choice of
skill level it is necessary to
change all the ‘ds’ in lines 12
to 17 because another wvari-
able ‘d’ appears later in the

program.

I suggest the following
alterations:—

ds in lines' 12 1o 17

changed to Is
Line 135 IF n=10 and y=16
THEN PRINT AT 13, 17;
k. PAUSE 7*(4—6)+ 10:
PRINT AT 13, 17; = *
A Ferguson,
Middlesbrough.
Worm game
IN Sinciair Programs March/
April, 1983 edition The

Worm Game says that the
best score was 150,490, I

have scored 151,105, which

would be a new record and I

completed stage 7 successful-
ly.

Stephen Harris,

Chilwell,

Nottingham.

Labyrinth

I AM WRITING to inform
you of a few errors in the
program Labyrinth listed in
the August edition of Sinclair
Pragrams. On running the
program it is seen that when
looking west or south a mir-
ror image of the correct view
of the image is seen — i.e.,
the left-hand side of the
image appears on the right
and vice versa. That is cor-
rected by altering the follow-
ing lines from:

560 IF a(x+d,y-1)= THEN
GO SUB (i*10)+2110:

GO TO 580
580 IF  a(x+d,y+1)=1
THEN GO SUB
(i*10)+2110:
GO TO 600

830 IF a(x-1,y+d)=1 THEN
GO SUB (i*10)+2060:

GO TO 850
850 IF a (x+ly+d)=1
THEN GO SUB
(i*10)+2110:
GO TO 870
560 IF a(x+dy+dl)=1

THEN GO  SUB
(i*10)+2060; GO TO 580
580 IF  a(x+d,y-dl)=1
THEN GO SUB
(i*10)+2110: GO TO 600
830 IF a(x-dl,y+d)=1
THEN GO  SUB
(i*10)+2060: GO TO 850
850 IF a(x+dly+d)=1
THEN GO ~— 3UB
(i*10)+2110: GO TO 870
I should also like to know
if you pay anything in addi-
tion to the £10 paid for the
copyright of programs pub-
lished in the magazine.
D C Hill,
Stourbridge,
W. Midlands.

® Thank you for your im-
provements to Labyrinth. On
the question of payment the
only extra amount we pay s
the £20 for Program of the
Month.

ERRORS AND

MISHAPS

TE[E END of line 700 was omit-
ted from Invaders—August,
page 8. It should have read:

700 PRINT AT 4,0; “32*sp)”

Labyrinth—August, page

labelled wrongly as a 16K Spectrum
program. It uses over 12K and is only
suitable for the 48K machine. On the
48K machine the “£” signs in lines
1100, 1110 and 4050 should be altered

to the hash sign “#".

Poker-August, page 35— was diffi-

cult to read in places.

30—was

r(l)=r(1)+1

3030 NEXT i

SINCLAIR PROGRAMS  Ocrober 1983

Lines 3000 to 3045 read:
3000 DIM n(13): DIM e(4): DIM r(9):
LET r(1)=-1: LET s=0
3002 FOR i=1 TO 5: LET
n(v(i))=n(v(i))+1: LET
e(t{i))=e(t(i))+1: NEXT i
3005 FOR i=1 TO 13
3010 IF n(i)=2 THEN LET

3020 IF n(i)=3 THEN LET r(2)=1
3025 IF n(i)=4 THEN LET r(6)=1

3040 FOR i=1 TO 13

3045 IF n(i)< =1 THEN GOTO 3060
Lines 1704 to 2502 read

1704 NEXT m: GOSUB 1050

1705 NEXT i: RETURN

2000 DIM j(5): LET 1=1

2001 RETURN

2500 FOR i=1 TO 5: IF j(i)=0 THEN

GOTO 2502

2501 LET f=7: LET p=3*i—-2: LET -
x=i—1: GOSUB 500: GOSUB 559

2502 NEXT i



16 GO SUB 96680 GO TO 160606
20 DEF FH ac¢ d=INT <<{PEEER 23672
+256HPEEK, RUeVAHERSICPEEY 23674
HOHE
@ LET sa=fA:
48 PAPER &
L%
S3 LET t=8: LET ==8: LET a=18"
LET b&=18: LET fH=""« LET z=1+ |
ET m=%: LET ag="g": LET h®&—-a% - [
IM 20350 DIM <6353 GO T 178
S LET £=IHT (RMHD%23+1: LET d=
IMT (RHD¥LS 243 LET emIMT ¢RMDE2
T
7a IF SCREEMS
Lo To S8
# IF SCREFHS
M GO TO 68
9 IF SOREFH®S
HEM L0 T &6
168 IF SCREEHS
M GO TO &8

119 IF SCREEMS
HEH GO TO &4

1260 PRIMT AT
AT d+le:
AT cd+2. e
e

160 PRIWNT AT d,es”

; " " -: F‘!T' fi+:_:: i E’ .: i [ L

178 PRINT AT B,12;
KE";: FLAZH &

1200 PRIMT AT 2.8;"sjasasaaaaaaa
43332383323333333343" y

1989 FOR n=3 TU Z6°
i THE BHR%Z: "a" ;AT
T n

20 PRINT AT 21,8:"a332333523323
333333333232333333333" E
=18 PRIMT AT . 1: IHE (O "SC0RE :
"IAT 1,11 IHE 1:"TIME:":AT. 1.2
i IMK 2iss;" BY "icH:

ot POKE 23674, 255 -
25 POEE 22673255
GO TO 2ea

4@ LET z=z+1: IF
T AT =izi,dczi;" "
m=r+0 1 FIHD w2250
256 LET f=FH 3¢ i:
it IF tr=1260 THEM G0 TO &66
2e0 BEEP 681,406
278 PRIMT AT a.hk:

LET kht%=a%:
n L1}

288 IF IHKEY$-""
2o LET af=IMKEYS:: IF a%<-"g" A
M a%<>"?" AMD 3% »"E" AMD afd »"
m0OTHEH LET as=hE

480 IF 3%="S" THEM LET
ET c=2

#3168 -IF as="g"
ET c=03

LET cm="Hakbodq"
IME 1 BORDER 1 O

5 e B L

THi=H

W

Lol e

N it

THE

(0 o 1 0 e it LT

] gy
L d'l':? P =l i "

Loz, o420 T

clo@i IHE RHDEA:
LHE PR ; S 4 e
IME FHDE4; "$=E 0 T

"iAT i, e
RETLIRH
FLASH 1 "=SHA

PRIMT AT
me 2l tat

T 'lr_"
HE,

e Lon Pt K "
e L'!!-.'..- fieE ]

FOKE
L L I T T s

z=m THEH FEIH
EET ==1 = EER

FPRIMT AT 1.1
THE RMCkd s g
FRINT HT sz ld,dCz 0

THEH LET b%—a%

o] bt ORI

EERN T

a=a4] - |

2y 1F
ET e==1
=360 IF a%="g"
ET c=8

md LET LET
350 IF SCREEMS < a.k i="9g"
0 T 464

3660 IF SCREEMS
L TO 7EA

et 5 T T | R
GO s &6

a8 PRIMNT AT a.
2aE L0 T 248
418 PRIMT AT a.boCHES
423 LET ===-1- IHK 1-
0@ STEP =1i: LET s==+1:
SonEa: PRIMT AT 1,752
d+i.e+lin: MEXET

4468 L SUB 1686 PRINT AT a,biCH
FE C1AS+c 3 FOR n=@ TO 26 HEMT
n: GO SUHE E8: GL TO. 2448

EHR FOR n=e@ T 328 STEFP -1:
B odaw: HEXET n
=ES PRIMT AT 2.6;
25 "CEAME DYERY

=18 IF sz THEW PRINT AT 2.@:;
FLASH 1:"HEW HIGH SCORE": LET ==
=as N T EEE

G D TO ESA

Ea0 THPUT "InPut uwour name"ich:

iF LEHM =%>7 THEHM G0 T 20

EERA THPUT "BMOTHER (GO ¥ IF

=" O cEa !t THEM GO T 48
SR

as="7"

THEN LET a=a—1: L
THEH EET= la=hasl §

e Ny N Eod ]
THER 1
] (13

L B THEH

THEH GO SLE 166

b CHESE ¢ 14540
(i I R Tl
Fam =4 T

BEEF .
PRINT AT

B=E

FLASH 15 THK

LG
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ARIOUS NUMBERS appear on
the screen. Running over a num-
ber will add it to your score. Your
brightly-coloured snake is controlled
with the usual cursor keys. Do not run

playing area.

circultous.

over your tail or hit the edges of the

As the game progresses your snake
becomes longer, making your path more

Morrell, Warwickshire.

|

13243
FH
103443
PiHlT

e th

=4

T

-t: (| '_-_'-I

LI=E

i1

TEG

FRIMT AT
718 FOR n=43@
HE¥T
1860 BRIGHT L

AR

A khiCHRS ¢ 1454+
T 1 STEP -1 : BEER
Lo TO 54
FPAPER &:

THE

=

=

ot O

PRIMT

1 "SHAKE" ;

PRIMT AT
i1 S i
LAEG PRIMT 474" In thia 9ame ca
1leed ~SHAKE>

SR T

<
b

=

@ doe
¥ Ppoints

[
L

T

[ I
e

"

187Aa PRIMT
ol | 4 gt ]

el
D O

bt | it

A

AR, A

o e A
A R

1493 PRIMT £4:"Press a kew ":
SE e

o212 BEIGHT 13
a i 15‘:5 1 ——— T
5,81 " INSTRUCT IONS"

ud 4023
1]

-

Fil

et e e e e P S i B s

won hawve to hit
bnwes to lnceed
by fhe amount o

d1aP laved 1in Ek

A.rn

Thiz Snake whick 9
Witk the curzor k
Will s=lowlys arow

longer, "

o]
F

=ac BT desit LET =8

s i 1

FEEP

reid TR @ STEF =T
PRINT AT .0 =6
PALSE A HEWT

FCf:

m

1125
W
ExT
{146
1150
‘ ",
116
1
fea
bz
A=
14
1176

szl f

i
I

WE
1230A
Sl
LA

Frik:
[ HRE®
TLIEH
119, [~
dia

» 1 EE 1A,

FOR
A T EE

w=f TO @ STEP
PRINT AT

-1+ BEEP
o+l.o+lin: M
(i

PRLISE 164

FoR T 21

ik PRIMT BT w.8
HEXT n
PRIWNT AT 7.0
Temil 1n this
Miafkladed on
cords, within
wie to 9t as
Pozsibkle, a
ke precarded, "
PRIMT " 14 wou kBite woue
i ':!.'.1'"16" fence then the 23
0 0 O S
PRL=E 3"
STHR
RESTORE
f=a TO 7:
I E T R [

Thetr e %
A meE LTl
the =zcreen |
this time 4o
larger =core
Figin score w

iz A4
5
=

oo TO 2A8
FUR n=144 TO 1493:
READ a3 POKE USR
HEST £+ HE®T w: RE
CATH

2,16,8,186,93,16,8.16,

4, 124,130, 156, 132,

ot e o b Sl Y
155,129,866, 66
4, 183, 189, 94, 36
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Snake was written for the 16K Spec-
trum by John Williamson of Moreton
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BROCKLESS of Rushall,
M Wiltshire responded to our re-

quest for more machine code
programs with this Frogger program
for the 16K ZX-81. The rules are as
normal; move your frog with the cursor
keys, around the lorries, on to the logs
and into a frog home at the top of the
screen. Machine code controls the
movement of the lorries and logs, mak-
ing them substantially faster than in a
Basic program.

Line 1 should contain 79 zeros and
line 2 should contain 29. Start the
program by entering RUN 2000 to
transfer the machine code from lines
2000 onwards into lines one and two.

] 1 REM Ga0008@0pL8ddubosadataa
HUGELEEEHEEELUAHRREEEHGERRERREBMERY
(BTG T TElE S8 Ts (8 T (S SR TR TETA TE[ETEIETRTA |5
2 REM 990006500680 208806065E8064
BOEE6E
3 LET F=32
4 GOSLE 560
48 LET S=0
&8 LET FH=8
78 LET =1
#G LET A=1g
85 LET E=135
98 PRINT AT A,B:
91 LET =E=CHRS LISE
9% LET C=R
97 LET D=8

16599

188 PRINT AT A.B; "%"
113 LET E=C INEEY&="5" 3+ 1MKE"Y
H="G" )+ A +2 R CA=E I~ A=4 ) )

128 LET A=A-2%CC¢ INKEYS="7?" 3=¢ IN
KEYS="E" 3+ A=203

144 IF B<@ OR B>31 THEN COTO 93
5]

i46 PRIMNT AT C.0D:X%:AT A.B;

147 LET P=USR 16536+USE 16599
145 IF A=18 OR A=28 THEN COTO 2
5]

1568 COsh

165 LOTO

178 IF P<>CODE "¢ 1% )" THEM GOTO
955

1868 GOTO 600

iUUE T3 ¥ AMD (P4

290 1R CPg
MEOBE "C 122"y THEN GOTU 9932
RETLIEN
RETIIRH
i IF P=& THEM RETURH
4923 GUTO 9949

SEE LET CS="¢
Sl LM B 1

5602 POKE 1ed418,0

SB5 LET L¥="¢%Kisp: 1% 4¥iap 1%

F2¥ak 0"

dfrspr1¥r4Riap 1R 4KL1sP 1R EXLZP
g

518 1IF F=2 THEMW PRINT AT 8.0;:L%
528 PRINT AT 1,0)06; "¢ 3%ak %1 >
RS T 3RS 4R d XAl 3K S
b= PR e -1 0L SR b L= § S
¥ah4Xid r2kah: Gk ol Y CE: gk
kL > Skah DKL > 9%ah  PXL > Ekeh 2"
530 PRINT Cs"11i1zi1i112idiiia
tit11ditii1iii1" ;6

B4l PRINT " (3%12prg&d

C2kispP ' 9ED (e h $E1-RE-T-5) "
BE;" (ad 2¥9ar Cod:i2¥aad L%~
ol 2%90 ) Cad2Xan ) "B
"ot gg2Kisp COE 2Kigp )

(A6 Zk1sp ";B%

556 PRINT CRKga  9d) 3
k2T RE-To B CE¥aa add "B

%) 32%1+ 0"
568 IF F=2 THEN PRINT C%: "< 2%ah
WWragsd 8okl hacared 2¥ah i leve 1 5k

bt GG " COS¥Sh 230 1880k 8¢ PRakh 107
Kok "
578 PRINT (%
S7S SLOW
520 RETURM
G648 REM 3 frof home
LET FH=FH+1
PRINT AT A.EB1"R"

LET S=5+16

PRINT AT 2&2.16:%

I FHL >3 THEN GOTO 28
FUOR T=1 TO &4

IF HOT USR 1653¢ THEH

HEXT

P PRINT AT 9.8:L%

LET LE=L+1

PRINT AT 24 L

LET FH=8@

COTU 26

IF B>31 THEM LET B=2

IF A< THEW LET A=Q

1098 IF IHKEYS$<>"" THEHW COTO 1@@
a

1691 PRINT AT A.B:"Cix)";AT f.B:
e I

1616 IF INKEY®="" THEN GOTD 1881
1615 IF HOT A THEM PRINT AT A.8;
pap o

1626 LET F=F-1

1621 FAST

1825 GOSUB S04

18436 PRINT AT 22.%:F:AT 22,1615

AT 22.24;L

1848 IF F THEN COTU 88

1858 FRINT AT 23.12;"GAMEC gh ) UVE
R.."

1868 IF IHKEY$="" THEN LUTO 18680
1878 RUN

2698 FAST

28681 LET AS="Z2A0C4019237EFSASLFZ
SPEZETV2310F9F 1778020ERC21 1£3060
ER1C 101 194600ER2C0B2461 1EPBGG

ES2CDDE4231 1 6BHIMEAZCDDE4G] 180018
EG1LDE2461 1CEGLOEAZC0DE2481 131020
ES1CDDE4ACa"

2685 FOR A=158514 TO 16592

2816
HE15

LUSUE 2160

MEXT A

| AS="2ADE4AG4EAEEACIZFRC4
PETEFSG61F 2EPEREPTRRIGF3F 1776
D2BEBC 3"

ZE17 FOR A=ieS99 TO 16627

2819 GOSUE 2106

284560 HEXT A

2335 PRINT "MACHINE CODE FIMISHE
Bl

2037 SLOW

2040 STOP

Z189 POKE A, 16%CODE AS+CODE ARG 2
—A47E

2165 LET A%=A%3
2118 RETURH

Tl X

10
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AANGER
RAOACTIVE

[\

LET pd=0: LET l&="
G0 LET =c=@

11,23:" ATOMIC
PLOT 182, 4%:

DRAK =175.8° DRAW 8,-179

1"23223333338385.a3 338" :

5@ FOR a=2 70 17
MK 5;"a3asaaaaa

PRINT AT a.1

£l FOR a=13 TO 26 PRINT AT a.
1; IWE Si"3aa3zaassssarsgasarsas’:
MEYT A

7R LET Points=1006: LET »=10:
LET u=18' LET xi=INT ¢RMOEI -1
LET 4i=IHNT ¢ RHI#¢3 =1

BE PRINT AT 4,»:" ": LET o=y

LET ow=yy

2% PRIMT AT 1,22:"PTS:";painta
POV AT 322 "SCR: e AT S,
22;ULIVES: " UHC TO LY ;AT 7.2
Zi"HI:";hi- IF d=1 THEN PRINT AT
9,23: FLASH 1 IMK 23 PAPER &;"
RED ALERT"

G LET m=wdwi: LET w=y+ui

21 LET xx=xx+( IJH E5278=3251 =01
TASES3): LET wumuu+t IN 4915
¥ =0 IN S7242-254

i IF wwdl THEM LET xve=i

SINCLAIR. PROGRAMS

ator being tested has suddenly
gone critical and started to
Overload. The only way to stop it
exploding is to catch the radioactive
isotopes in a lead container. If you
touch the highly-radioactive lining of
the reactor your lead container will melt
and one of your three lives will be lost,
You gain 1,000 points for each isotope
vou catch but lose 10 for each square of
the lining the isotope melts.
The game was written for the 16K
and 48K Spectrum by Daniel Negus of
Rednal, Birmingham.

3‘ NEW ATOMIC power gener-



ARVGER
BRI e TG

4 IF 320 THEN LET xx=28 515 LET xi=l sactive and 1f wou move the

9% IF w44l THEM LET wu=1 520 IF wi==1 AHD RMDO>.S THEHW LE lead container anks Ehe limi

S5 IF 2ud20 THEN LET vu=2@ T 9i=wi+l INT CRND®2+1 5 GO TO 5 nd the container will melt and

7 IF ox=xx AND ovy=y4 THEM GO A wou will loze one of wour thire
T 188 530 IF wi~i AND RHD>. S THEN LET e lives,"

98 IF SCREEHS C(yy,;wxi<>" " OR wimgi=C INT (RMDEZ+13r GO TO 54 111 PRIMT AT . ovER 13 i@
Ped=1 THEH LET pe=G' PRINT AT ov, @ i D s i T Gl Pl SEGB SR AM o LS
ox;" " PRINT AT aw.xxi; FLASH 1. 53% LET «41=1 toPe wou catch but fhis ia e
"ol LET l=i-{+ FOR s=28 TO -28 S48 GO TO 185 weed by 10 for cack square of
STEP -2 BEEP .085,a° NEXT a* IF 1308 REM Instructions & UDG's T e e R el e
1=0 THEN FOR a=-13 TO 20 BEEP , 1865 FOR a~USR "A" TO LSR "CV+7 5 PRINT AT 17,85 OVER 1% 1¢
9% 3 NEXT 3 PRINT £1;"PRESS AN READ o POKE a,d' NENT a AR s Ll i ol
Y KEY TO PLAY AGAIN..."' PAUSE B ifig PLOT @,4: DRAW 255:8: DRAW A ooy teace 1 Ti6s. 10 Hpe e

CLS GO0 70 2 3,175 DRAKM -255.8' DRAW B.-17% S suncturcd the 10B@ pte

93 PRINT AT ou,ox1" " 1628 PRINT AT ©,8; INVERSE 15" A 111 drop rapidly, "

108 IF SCREENS Cy,x)<>" " THEN  TOMIC OVERLOAD @ 1983 " (198 IF THKEYS="" THEN £ T 13-
LET Painta=points—-10: BEEP .B5,1 1650 PRIMT BT 2,06; OVER 1:" A A
| oo TO 580 new atomic Power Generator bein 1 ld46 BEEP L,5,18: BEEP .5,28

18% IF ~i=8 AHD 4i=fB THEM LET x a tested has suddenls gone crit 1198 FOR a=2 TO 28- PRINT AT 2.1
1=THT CRHD¥3D=1 LET 9i=INT (RHND ical and i1s starting to oEr "

3 =1 laad. " L T . T
186 TF el >3 THEM LET Points=pai 1648 PRINT AT 7.8 OVER 1:" Tk 1172 PRINT AT 2,13 IMVERSE 1;"CO
nta—18 e only wad to Prevent the Qene NTROLS"
17 IF pointesd—0 THEWN LET pef=1: ritor from exPlacding 1s tr o 1186 PRIMT AT 4,8 OUER 10 w -
LET Points=—18@8 LET »=18' LET  atch the radicactive L1zt mewee RIGHT . b3 2z =
=i PRIMT AT 1,22:"PTS-0 i rPez moviang randomly about  the mur’, :_[,':,'_—T' (=
GO TO 28 Jenerator. The lining of the S e e
116 1IF #d=1 THEW LET »—1- LET o preattor wss desi1oned to P A
' ent the i1zotoPe from bres o PQ%HT AT 9.8; OvER 1w e
IF »>=28 THEN LET x=28: LET Fing oukt of the reactor bk e rl;3C|r.n11;a Flmas tp it
t tactoPe 12 anly =lowed b t sepending kews at the same  Eime
TF w<—=1 THEN LET w=1+ LET d he 1iving and can sat thro (63 To b6 Eouarde fhe TOP  RICH
ugh at! > T roener Press ‘MY and ‘P sime

IF 4>=20 THEN LET 4=20° LET 108G INPUT “". PRINT £1:"PRESS A 1,00ener 0o
NY FEY TO CONTTHUE" 1190 PRINT AT 15,8: OVER 1:" Le

118 PRINT AT wu,w "c':AT woxs 10469 IF INKEYS="" THEN GO TO 1@ 1179 PRINT A < B
IVER 15 THK E;rl—?—” i a9 |.-"||-r‘l = zoatope — T 1IME 25"k

119 IF w=yy AND w=wx THEN BEEP 1670 BEEP .%,10° BEEP .5,20 e e
«2: 18 LET sc=z=c+paints: PRIMT A 1866 FOR a=2 TO 20 PRINT AT a.i T e T ¥
U s s Ul gl 3y 1260 IF THKEYS-"" THEM GO TO 120

128 FOR a=1 T %5: MEXT a e HERT & e

136 GO TO 89 1850 PRINT. AT 2,00 OVER. 14 F e S i e e

588 IF xi=—-1 AND RMD>.S THEN LE cakch the 1sotoPe a lead cont o7 o’ CU BrER Anootge NEST L
T wr=wi+CIHT CRHD¥E2+13r GO TO 5 asiner must be maneuversd abew EETHRM 7
26 e it" s oS T .

518 IF xi=1 AND RND>.5 THEN LET 1109 PRINT AT £.0) OVER 1;" Yo 1720 DATA 0,127,127, 157,127,127,

Himvi=CINT CRMDF¥ZD+1 3 GO TO 52 ) must awvold the lining of the ! 1220w ! Lo, 0, B

(€] reackor A 1k 13 kighly raci TEHL AT R
12 SINCLAIR PROGRAMS Ocrober 1983




THREE TYPES of alien appear

on your screen—a large ship, an

orbiting alien and a descending
alien. Move your laser base left with 5
and right with 8. Fire with 1. You gain
50 points for every orbiting alien de-
stroyed, 100 points for every descend-
ing alien destroyed, and you lose 50
points for every descending alien which

reaches the ground. Each time the
orbiting alien succeeds in crossing the
screen it will begin again, slightly
lower.

Once it is three-quarters of the way
down the screen you will run out of
time. The game will also end if a
descending alien lands on your base.

The ship can be hit only when an

| ATTAL

asterisk appears in the top left-hand
corner of the screen. That means that
your super laser is ready for its one shot
of the game. The ship can be destroyed
only by hitting the graphic A beneath it
by pressing 0.

Phoenix Attack was written for the
16K ZX-81 by S McQuillan of Belfast,
whose highest score so far is 12,200.

GLTO 5
SAYE “PHUENL® ATTACE"
LUSUE 2508
LET HI=f
18 LET SC=8
15 LET L=5
w8 LET G=8
48 LET T=1
48 LET B=15
58 FOR F=G TO 12
S5 PRINT AT F.@85"C32%isp 2"
68 MEXT F
78 PRINT "(4¥isp: 2499 4Xi3pP )"
B@ PRINT "C12P:2%92:25%8h 2499
12p 3"
98 PRINT AT 6,18 "< 11kg? 2"
91 PRINT AT 1.,8:;"¢(813 00 0 0
00 ca2x"
2 PRINT AT 2,83
a7 gw 1 H¥3w 2"
168 LEYT Y=INT (RHLC%27)+2
118 LET ¥=5
158 PRINT AT 19.B;"C(1sPp:al:9pr: 1
sp 2"
174 PRINT AT X.Yi"(ay @t)"
1680 PRINT AT X.Y:"(2Xisp "
2@ LET B=B+< INKEY®="8" AND B2
Ti=¢ THEEYS="5" FAND B»8)

= CF e

"Ciap 1 5keqd at

=18 IF INKEYS="1" THEN GOSUB 135
3

228 LET ¥=x+il

258 IF =19 THEM GUTU 2088

278 PRINY AT L.T:"C1isP a9l 922"
288 LET T=T+1

798 IF T=27 THEN GOSUB 288

288 IF Y<17 THEW PRIMT AT 3.,1%;
Mg gk o

310 IF IHKEY#="8" THEN COSUE 19
518

328 IF Yr=17 THEH PRIMT AT 3,13
I asE "

A58 IF SC=1808 OR SC=1858 THEN

LET S=5+1
455 IF S=1 THEH PRINT AT 4.8;"

460 IF HM=128 AHD (B+1=Y OR B+i=Y
+1 OR B+2=Y) THEM GOTO 3826
S66 GOTO 158

e PRINT AT L.T)"(3%isp 2"

318 LET T=1

926 LET L=L+2

3938 IF L=19 THEN GOTO 3808

958 RETURM

1868 REM shoot at mother shif
1683 IF 5<1 THEN RETURN

1935 LET M=18

1818 LET H=B+1

1826 PRINT AT B,8:"Ciap 3"

1828 LET S=-300

1858 FRINT AT HM,H: "Ce55"

16595 PRINT AT M. Ni"Cisp )"

1678 LET M=M-3

1698 IF M=3 AMD Y>=17¥ THEN RETUR
]

1435 IF M=2 AND Y417 AND HCXS T

HEN RETURHN

1168 IF M=3 AHD N=15 AND Y417 TH
EH GOTO 4660

12686 GOTO 1656

15865 REM fire

1518 LET M=13

1528 LET H=E+1

1558 FRINT AT M, H;"{@e)"
155% PRINT AT M.H)"Cigp 2"
1578 LET M=M-1

1585 PRINT AT X.¥i"(av: 9t

1558 PRINT AT H.Y:"<(Zkiap )"

1688 IF H=Y+1 UR H=Y THEN GOTO 1
S0

16168 IF N=T OR H=T+1 THEN GUTO 1
oEe

1628 LET X=x+1

1638 IF H=1€ AHD (B+1=Y OR B+i=Y

+1 0OR B+2=Y) THEN GOTOD 3208

1658 IF X=19 THEN LOUTD 2088

16660 IF M=% THEW RETURN

1756 GOTO 1558

18608 PRINT AT L.T:"S8":AT L.T:"¢

a¥isp "

igig LET T=1

1828 LET SC=5C+30

198 GOTO 1358

1988 PRINT AT M.Y¥:"loo":AT H.Y¥i1"

rd¥Lap "

1918 LET SC=ZC+10608

1998 GOTO 188

2086 REM missed one

2620 LET SC=SC-54

283530 1F SC<8 THEN LET <SC=0

20568 GOTO 188

25608 REM start

2565 FOR F=8 TO Z1

2516 PRINT "¢ 32%1z2p 0"

2528 HEXT

2529 PRINT AT 1,5%:"

ttack 7l

2530 PRINT AT 2.5 "out of desP 2

pace falla”

2548 PRINT AT 5,4:"the alienz wh

ich wouw must"

2558 PRINT AT 7.4 "destrowry t

o destrow Bhe”

2550 PRINT AT 2.4 "orbiting alie

naver head"

2573 PRINT RT 11,4; "hovers the a
1ien mother"

2588 PRINT AT 13,4 "shiPestrow
it to end the”

2536 PRINT AT 19.4:"alien Plot

ove with keys"

2608 FRINT AT

shoot with 1

Flhoenix &

17,4,"5 and 8 and

2618 PRINT AT 24.8)"%cod luck"
2628 PRINT AT 26,8 "(1@¥1sp )"
2630 PRINT AT 19,8 "900d luck”
2648 PRINT AT 19.8:"C10kisp )"
2653 [F IMKEY®="" THEM GOTO Z&18
2668 RETURH

3388 REM same aver

3910 CLS

2326 PRINT AT 5.8u"¥ S C ORE %

HI SC0ORE X"

20922 PRINT "EREkedretrit iornn
ERERERR R

9825 PRINT AT 7.5:5C
9638 IF SCO>=HI THEM PRINT AT 17,
S5 "MEW HILH SCURE"
% IF SC>=HI THEN INPUT B8
2050 IF SCreHI THEW LET HI=SC

@60 PRINT AT 7.12:"% ":B%:"..."
iHI

2980 PAUSE 200

3098 CLS

2198 PRINT AT 1,3;:"WE., THE ALIEH

S:; CHALLEWCE YL TO ANDTHE
R GAME." =
=118 PRINT AT 3.4:" PRESS AHY KE
¥ TO RESET"

3126 PRINT AT 7.5 "...IF YOU DRAR
0 :

2138 IF IHKEYS<>"" THEHW LUTO 10
F2ea LOTO 2138

2848 STOP

4608 REM mother shir deztroded
4918 LET SC=5C+1008

4828 PRINT AT 9,3;"bonus’ 1ooo”
4926 PRINT AT 11,4;"alien Plot d

eabproded"

483% PRINT AT 12,7:"in this zect
o
4248
4050
40355
4857
4358
4860
4865
437
A48T
43E4

FUR F=1 TO 30

LET H=INT (RN[¥Z33+5
LET A=INT <RHDX24 +8
IF X223 THEN LET M=195
IF A>24 THEH LET A=19
LET ¥=INT ¢(RHD¥4 3

LET B=IHT <RHL%4)
PRINT AT Y.H:"(gtrouwa"
PRINT AT B.A;"<iap 2"
PRINT AT Y.A:"(a8)"
4898 PRINT AT E.H¥:"d(gra"
4188 HEXT F

4118 FOR F=32 TO 14

4115 PRINT AT F,2,"(23%i1spP )"
4117 HEXT F

4128 PRINT AT 2.5 "do svaou wizh £
o B0 to"iAT 18,4 "another sector
I fasnk"

4138 INPUT Z%

4135 IF 2%="Y" THEM GOTO 428k
4158 CLS

4160 GOTO 38649

4206 PRINT AT 8.5 "(24%1ap 2"
425 FRINT RT 18,4 "(27%1sp )"
4214 LET R=12

421% LET B=15

4220 PRINT AT 7. 18; "wart drive"
42368 PRINT AT A.E;"(H3%k1sp 2"

4248 LET A=A-1

Az45 IF A=7 THEM GUTO 4308

42568 PRINT AT A.Ba"(al rar "

4268 GOTO 4230

4238 REM new sector

4318 PRINT AT A, 18 "(2% 18P 19< 19(
Qi ad i aetg e 2xisp 0"

4326 LET S=8

4330 IF RHD<=(.5 THEWN LET S=1
4450 LUTO 56

SINCLAIR PROGRAMS Ocrober 1983
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BARGAIN-HUNTERS
READ THIS!

Whatever your model of Sinclair computer—you can get
HOURS of fun, intellectual satisfaction and education for just
95p per month!

A bargain?

That’s Sinclair Programs magazine—the fat, glossy
magazine that's PACKED with original, tested programs for
you to load and run.

With Sinclair Programs every month you can build the
library of programs that suits your mood: in recent issues
we have challenged our readers with programs to test their
skill at Sharpshooter or Laser Cannon . . . jolt their brain
cells with Quadratic Equation or Monster Maths . . . or take
a practical turm with their own word processor program or
graphic generator.

That is just a fraction of what you get from Sinclair
Programs. Each month we have 40 programs for owners of
ZX80s, ZX81s and Spectrums. But make sure you don't
have to hunt TOO far for your bargains—Sinclair

Programs always sells out quickly, so order —~=3R
yours TODAY from your newsagent, or fill  _ —= EﬁﬁSPoﬂ
in the form below and we will send _ _ - 796~ 00 rice
it direct to you, e "'ﬁtﬂ‘w{ﬁl jgsues LA
= T alio e —
every month;_ | == COPOI o ogra®™® o T —
W Al to: = ginc credtt e HErOES e e 0T L0 R Sierii

(ECONCOECORCONCNCNC NN /N R/ N_/R[]

siaits anpwin -~ £.1,000

£2,000 TO BE WON IN
TRICKSTICK CHAMPIONSHIP (&'

East London Robotics in association with Sinclair Programs announces the first Trickstick contest. We are looking for
the person who can achieve the highest scores with the new joystick system. The people to achieve the 32 highest
scores will take part in the finals in February.

Prizes: 1st—£1,000 IF

2nd—£500 i

Two runners up £250 1

For full details fill in the coupon and send it to East London Robotics, No |
11 Gate, Royal Albert Dock, London E16. 1
The Trickstick is compatible with any software that can be :

1

1

1

I

]

1

controlled by the Kempston joystick. As well as direction the player has
control over the speed of movement and turn. Up to eight people can
i at ance” Tha Hirsr: coadnet il N6 playad ax <lngles ut' Futars
championships will include team events. Post this coupon to East London Robotics, No. 11 Gate,
Royal Albert Dock, London E16.

) my i) Imj ) ) m] W) e

HON(OEOE(EEEE/E /NN

) ml iml im) m) mf im) iE) E) i) (W) E] iE) IE) I



THE TRICKSTICK.
A REVOLUTION THAT RUN
AROUND ORDINARY JOY




iy

S RINGS

STICKS.

You know what it's like when there's someone dosing in fast and your
Joystick won't do what your brain wants it to.

it won't let you loop or curve the way youd like, or arc and spin at the speed
you want.

You can't get away quick enough, so what happens? ZAP!

With its revolutionary light sensitive controls and own interface, the Trickstick
lets you go where you want, at the speed you want

Mot just up and down or side to side, but round and round in any sized curve
or loop you need to build up really big scores.

And the Trickstick is easy to use. All you do is pass your thumb or fingers
over the controls and your craft responds.

Immediately.

And because the only moving parts are the firing buttons, the new Trickstick
will last far longer than old fashioned joysticks.

Best of all, for £28.00 (+ postage), you get a Trickstick, a spedial training
program and a chance to enter The National Trickstick Championships.

Up to eight people can play simultaneously.
For the very first time, you can now play with up to seven of your mates.
With our specdially written game, you can either play against the computer,
against one friend, in teams of two or three or however you want.
Just by plugging in extra interfaces to each

other, up to eight of you can loop the loop and battle it out. All at the same time.
So if you thought computer games were already exciting, wait until you get
your hands on a Trickstick.

Revolutionary new software.

Developed espedially for use with the Sindair 8 Spectrum and fully
compatible with standard Kempston software, the Trickstick makes your existing
software even more fun. :

But because it's so revolutionary, it's actually made possible a whole new
aeneration of software. :

The first of this new generation is Attaktics, a brand new game which really
brinas out the full potential of the Trickstick and is available for only £7.50 when
you buy your Trickstick.

So fill in the coupon now. And start running rings around your mates before

they start running rings around you.

Please send me (state number required):—

[ Trickstick/s with training cassetteat £28each £ [ IAttaktics at £7.50
(witheachTrickstick)f____— [ Attaktics at £10.00 (without Trickstick) £

Fostage 65p. lenclose Cheque/PO.for £ made payable to East London Robotics Ltd.

M',.lﬁccesrs‘g Visa i ismtljmm

ADDRESS

t Dock, London

S ERe I s Ltd,, Gate 11, Roya EASTLONDON
. SR A 35 Isa erdering:

. ST RUBIMIES
despatch to phoned Access or Visa orders



*can

ag

Your spa eshlp must survive by
destroyinp asteroids that plum

. through space at you. Your aim is
to shattgrjand re-shatter the
cosmic débris, while destroying the
nasty littlg flying saucers.

you combat the

48K SPECTRUM ONLY £5.95
The real 3-D tank battle game. You
must travel across the flat plains
and battle with the enemy 3-D
tanks, supertanks and flying
saucers. Includes a battle readout
and radar above youg sights. Full.
3-D explosion, burning, firing and

moving effects.

16K/48K ZX/Spectrum
£4.95

16K ZX81 £3.95

You are doomed to ream

through the haunted maze
until you are eaten alive by

the ravenous ghost. Similar
to the classic arcade game.

e

t’_’-'

r

16K/48K Spectrum £4.95

16K/48K Spectrum £4.95 16K/48K Spectrum £4.95

16K ZX81 £3.95 Fight the invaders asthey .- 16K ZX81 £3.

This full colour, hi-reselution drop, line by line, to In this high speed arcade

(Spec) machine code eventually land and destroy  game, you must blast

program is as excitingasthe you. This classic arcade through the alien's force ?

classic arcade game. There game includes nine levels

are nine levels of play in
which you must defend
yourself against invisible
Galaxian fighters which
swoop down to bomb you.

All the these games are
written in machine code —to
-bn'ng-ynu the best quality in
SINCLAIR GAMES
Artic Computing Ltd,
Main Street, Brandesburton.
Driffield YO25 8RG

WARNING: These progr

are availabe on request.
T

orderis for ZX81 or SPECTRUM.
Access and Barclaycard weicome.

Name
Address

| Sﬁmj SAE (99< 6in) for FFIEE catalogue of our wide range of | programs J

*Dlaaca Aolat

and four variations of play.
LTD's terms of trade and Eomdmonsofsale Capies of which

To: Artic Computing Ltd, Main Street,
Brandesburton, Driffield Y025 8RG.

_ field avoiding the fighters
and bombers to destroy the
Mother ship.

ams are sold according 1o ARTIC COMPUTING * B

B Y S TN G e feemy] O ey

=,

Please supply_
*Cheque for total amount enclosed ©
*Access/Barc

and P.0's made payable to Artic Computing Ltd.” |
Dealer enquiries welcome. Please state whether your

laycard No.
[ e gt =T | [ )
i< |

= Aar Aamnlasts ses seoeli oo bl



Lo 16 LET S=HOT PI

28 PRINT "SCORE";AT VAL "2".VA
L "2¥;"C1 2 TAB NOT PIL;"¢ai:43xy
spraq 3" S TRE MOT PI:"C2¥92 18P ' 2%
12" THE WAL "1"i"(eq: a7 ' Burap ]
2" TAE HOT PLi"C32%akh"

28 LET B=YAL "31"

43 LET ¥=VAL "&"

&% FRINT AT HOT PI.VAL "&";S

7B LET T=NOT PI

168 PRINT AT S5.B3* *

1164 IF E=7 THEN LOTOD 350

128 LET H=M+1

133 IF THEEY$="?" THEN GOSUB 26
a

143 PRINT AT S.B:“A"IAT 3.5i" 4

1548 LEET TwT+1
164 IF M=38 THEH PRINT AT S.31;

178 IF ¥=30 THEH LET X=5
186 IF B=++1 THEH STUP
126 CGOTO 169

228 PRIMT AT 4.B;"A"

288 LET E=B-1

243 PRINT AT 4.8B+1:" *
278 RETURH

A00 LET S=S+MAL "40"=T
218 PRINT AT S, M+1:" ¢
B2 LUTO WAL 25"

OUR AIM is to reach rthe box
beside Kong the gorilla as many
times as possible, as fast as poss-
ible, to gain points. You do so by
skipping along with the help of key 7.
Kong resents that, though, and tries to
kill you by rolling barrels at you which
you must leap or die.
Kong Leap was written for the 1K
ZX-81 by S Lancaster of Newcastle,
Staffs.

LACING this routine at the be-
P ginning of your 48K Spectrum

programs will allow you to
change the ink and paper colour and the
bright and flash mode without the usual
CLS command. Select the colours you
require by POKEing 32509 the ATTR

number you require. Thus to call-up

La s
="

. Sl

6 CLEAR 32%00 yellow le;t_ers on a.rcd backgroux_}ci cr:t‘cr
20 DATA 33.9,86,6, 32, 197, 6,24, R
=l 3, ] 1 j;f 25, 16 % :i:']- 4 1lu;-:" 2 L, 345:“ =il For readers not familiar with ATTR
S8 FUR =322988 T 32516 an explanation can be found on page
48 READ n: POKE f.n 219 of the Spectrum manual.
58 HEXT § Written by C J Barnatt of Fernhill
Heath, Worcester.
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PATCH OF fertile ground ap-
pears at the bottom of the
screen. Your seeds go flying

across the top of the screen. Press S to
sow one. Your aim is to sow as many
seeds as possible. If a seed falls where a
flower has already grown it will kill the
flower which will wither away to be-
come soil again.

Sow Sow was written for the 1K ZX-
81 by David Knight of Newcastle-un-
der-Lyme Staffordshire.

"PRESS ML T STARTY
ALSE WAL "

1@ DIM ACYAL "2et )
20 PRIMT AT nL, AL M
4B FUR F=VAL 28"

i1 LET =\AL
BT F=F:F=Ei"SEELS LEF

£6 FPRINT AT 0, F:CHRE 196
70 IF INKEYS="3" THEW GOTO 156

£6 PRINT AT OLR:UHRS &

98 HEXT R

188 NEXT F

118 PRINT AT YAL "1a".YAL "5 ;"
YOURE ALL SOWN LP"

128 STOP

138 IF RCRY=YAL "1" THEN COTO ¥
AL "Z2aE"

166 PRINT AT YAL “"21".RiLCHRS 23
170 LET ACR I=F-F

ige PRIMT AT GLRICHRSY &

1989 COTO VAL "1og"

208 PRINT AT YAL "21".R;UHR® 31
210 LET RtRI=F=F

22ty LOTO VYARL 186"

T
PP Attt
ﬂ"" L . U

"SIMNCLALR

=R 16514

1 REM 66 1
FOKE 16514, 245 o
POKE 16515,14
POKE 1:516,18 3 EAML
POKE 16517.281 4

HIS SHORT routine, submitted
I by D Jones of Liverpool for the
16K ZX-81, scrolls the letters or
symbols contained in the PRINT state-
ment in line 2 from the bottom to the
top of the screen. Enter line one of the
first section of program and the follow-
ing POKE statements. That will then
become line one of the second section of
program,
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was written for very young chil-

dren to use by A Tvaun of Chris-
tian Malford, Wiltshire. It should be
accompanied by this story.

When Katie’s little brother, Dawid,
was given a magnifying glass and a
torch for his birthday he became, poten-
tially, the greatest sleuth since Sherlock
Holmes. He developed a passion for
invisible writing and codes and, when
he borrowed a Morse code buzzer, he
practised his dots and dashes as if he
had not a moment to lose. After all, one
of these days or nights, he would prob-
ably need his Morse code in a life-or-
death situation.

Of course, not everyone can appreci-
ate the dedication of our young secret
agent. On the contrary, his family were
nearly driven mad as Dai bach buzzed
away in the corner, like a little dentist
with a drill. Katie was not one to
discourage her brother but she was wise
enough to step in before her father gave
a poetic rendering of the Welsh lan-
guage. She devised this program to
satisfy everyone in the family.

UL

TIIIS SHORT Spectrum program

16 BORDER @+ PRFER 1+ INE ¥+ L
L&

24 PRINT AT 1,18 "S1GHALS" » "Pr
&z5 = for zhip, 1 for land”

38 INKE 8¢ PRINT AT 15.35:"C153
G TAB 2S5 "Cisp M TAB 25:YCisp 2"
JITRE 25;"C12p 2"

48 PRINT AT 19.8:" . (19Z19]

sy b VT S R e e e 2 192 18P 1
e

58 IF .IMEEY&="" THEN GO TO S8

68 IF IMEEY®="2" THEW INk £ P
RIHT AT 18,5:"%" L0 TU &4

78 IF IMKEY®="1" THEM INK 7' P
RINT HT Ll&,=5;"Cysp 3" L0 TU 74

B L0 TO 39

ﬂ:‘.':l-'».

JUDGE of Mold, Clwyd has

S devised Security Devices, a ma-

chine code routine to protect soft-

ware from unwanted users. Enter the

first section of program, RUN it, and

then enter the list of numbers one by

one, working horizontally across the
list.

Delete lines 2 to 7 and use the REM

SINCLAIR PROGRAMS Ocrober 1953

'Q'
:;.-. \ {W ;’f [ ¥ }Jh'g,/////

statermnent as the first line of your main
program.

Adding lines 9997 to 9999 at the end
of the program will mean that, once
LOADed from cassette, your program
will not RUN until your ZX-81 receives
a signal at the EAR socket. Meanwhile
the BREAK key will be disabled and
the screen display will be random.

SEDlLIIP%H_

DEVICE

1 REM GOQAGEEE066EBE0MHN
2 LET #=16514
2 OIMPLT A
4 PUKE %.A
5 IF A=281 THEH STOP
& LET M=¢+1
VOEETR 3
9997 SAVE "PRUOGEAM HAME"
FUae RAML USE 1e514
Qg RN
] | S He
P T LT N B )
187 48 2
247 241
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v PORL
LS PUKE :
106 PRINT LM "PERIODIL TABL
E'SAT S 18 "BY AT Zal3a"CoiEDE.: ™
118 PRINT AT 1é.:4:"Thizs pr

1= glesianed”’ AT 11.4;"ka
den  lears about" AT 12,¢
er-tndic Tabhle,. There" ;AT
2 wngtructions throwak;
"the Program to tell
sraThow ko ofepate
"FRESS AHY kKEY TO
a

126 LS

=t chonse

TR e

PRIMNT 2"  Haw Wow, mo
ubiich Partol the
am 9ol wish Lo use. bFen -
awe decided from thelizt b
Press the number by the one 4o
wank and 4ou will get the part
qou reduire,

(el alel

Lo,

18 RRINT v g 2
enk. A R et e E A S
uwn through the whole table. "’

4 Encd the Progrsm, "
14 LET a%=IHKEY$S:' 1F as~"1" (UR

a2F="2" OR a%k="3" OR aF="4" THEHN
GO TO WAL a%skingd

=0 GO TO 146
1688 CLS PRIKNT *4" Enter the H
AME or “SYMEOL of thoesl ey

wish to know about and pross th
e ‘ERTER! kew,"’'" Don’t foraet f
oogse 3 cafaital letter ot the b
gdimang of eackh  HAME o G [ 0

18168 INPUT nk Flk h=1 T 16323 R
ESTORE 4298+kL%Z: READ Ji%.3%° IF
nHE=J% OF nE—z% THEH CO TO 116G
1926 HEXT ke CLE PlRIRNT 420 Tine.
re 15 no such element, " GU TU 1

115

118968 READ & CL% PRINT **" Ele
manizes ol t d N S minee] ot = s gL e

Atomic number = ";k' 7" Ma
epc= Uaas it Humbier of L
okt " Himber of pewbtons

P Number o e2lectons -
1112 PRINT '" Another elc
W7

1126 IF IHEEY$®="a"
s

1126 IF IHMKEY®-"w" THEN OO To 12
5]

Tiq4a G0 T 1126

2006 CLS PRINT ““" Yoo will w
oy be tested on the clements,

o will ke asked 3 number of qu
esb1ons on each cle-mont."'" Do
n“t Foraet to Uze a2 capital
e For- namcs and zambolz, Rl
enter how Far coun the Rableauai
want to be tested on and
= 'ENTER! .

THER CO T 16

Pros

~3B18 INPUT nd: IF ne<dl ORF pels160%3
THEH G0 TU Z2@1@
2620 Cls PRIMT
on =ach ¢lement
o UP onE bBY - one.

uyl be Printe
After answerin

e¢ss'EMTER’ . !

2 4 qQuestion Py
2834 LET rn=INT (RND¥ncd b+l REST
ORE A4998+rn¥2: READ +%,s%.3°' PRI
HT ¢ "y AE " Symbia] -

2E40 % THEN CO SUE 2360
0O TG 20%d3

2645 G0 SLB 2218

2058 PRIHNT " Atomic number - —=";
Gl SUB 22660 IF q9$=STR% rn THE

M GO SUR Z2366: L0 TO 2

2@55 LU SUE 2213

2HER PREIMT 7*" Mas=s number:-—"

(e I = iF A%=2TRE% a THEH L

0 SUB 23688: GO TO 2676

2855 GU SUB 2216

2872 PRIMT " Humber Protons: ="

GO sUe 2 IF 9E=STRSE »n TH

EM GO S L0 T 2866

2075 40 SUR =31@

20208 PRINT **'" Humbcr Hewkrons =

i+ GO BUB 2288+ LET oP=a-rn: IF

95=5TRE of THEN- L0 SUE 2365° L0

T 208

G SHE 2318

PRIHT “*7" MNumbier FElectrans
=" GO SUE 2286 IF 9%F=3TE%
THEN 6 ¢ G LOOTO 2160
P9 Cn SUR 231

2188 PRINT *'" FAnother test YoM
211G IF THEEYS="4" THEHN GL TO 20
20

2120 IF INEEY®E="=" THEHWM 40O TO 12
2]

2188 Co 7o 2118
2200 INPUT 9%
TURN

24988 PRINT " RIGHT":: FOR 1-1 TL
56 STEP S+ BEEFP .025,1° HEMT 1
RETURH

2318 PRINT " LWRONG":
RETLEH

2900 CLS PRINT **" You now 9e
t zach element Put on the scree
n oane by ane. """ How enter the
atamic number €oul wWizh ko atae
£ and Finzh at."

201a INPUT "Start "ist: IF =t4i
THEW CO TO 30104

PRINT " ";q8%;° RE

EBEEF  1:—1

BE12 INPUT "Finish "ifa:
B2 THEH GO TO 3812

3014 IF sk>f1 THEN L0 TO 3616
J015 LS PRINT **¢ Press ‘17
if wou want to Preozsa key after
erch glement."'" Prezs ‘27 if 4
ol want 1t fo change the eleme
nt after a time,"

G328 IF IMKEYS®="1" THEH LET de=i

GO TD 2858

3698 IF INKEY&="2" THEH IHFUT "[
elay time (lower=faster’ ";de- L
ET de=de+1: GO TO 2652

3648 GO TO 36826

3858 FOR b=st TO fi+ RESTORE 493

2+b¥2: RERAD i%.5%.a

2878 ClLs BEEFP ,8%.2+ PRIMT **"
Element'— "; jf’*" Sumbal:i— ";c%$
PN Atomic number:s= ";b’‘" Masze

IF fi>l

number = ";a’ " Humber of proton
ik Humber aof neokons'—
ja=b*'" Number of electons-— ";h

o L=

fclalcla]
5688
5682
53804
S@as
Sa80
5018
s5@12
5814
Sais
56818
bl

Sa22
SA24
5826
5828

5046
SEE2
5034
SBEE
5038
5648
5042
Sa44
5045
Sa48
50568
5852
Sa54
58356
5838
58602
F362
5264
866
SBEE
78

pu &
5874
5876
=150
=12 11
Sa8z
Sae4
Sa2e
Se88
5896
SE32
5694
SR9s
54898
5120
Sie2
5184
Siae
S1G8
3118
il

5114

A=
i
™

o118
i1 2

s1z22

i

[

PAUSE de: HEMT b GO TO 120
DATA "Hydrofen”, "H",1
DATA "Helium", "'He'",4
DATA "Lithium","Li",7
DATA "Beryllium"."Be",d
DATA "Boran"."B".11

DATA "Carbon,"C", 12
DATA "Hitrogen® . "H", 14
DATA "Oxygen".,"0O",1&
PATA "Flucrine",."F".19
DATA "MHeon"."He",28

DATA "Sodium","Ha",23
DATA "MaSnesium", "Ma", 24
DATA “Aluminium', "AL" .27
DATA "S1lican™, "Si", 2¢
DATA "Phozrhorus", "P" . 31

PATA "Sulrpbhue", """, 22
CATA "Chlorine","C1".35
CATA "Araon” . "/" ., 48
DATA "Potassium',"K" .29
DATA "Caleium”, "Ca
DATA "Scanciom”, "Sc", 45
DATA "Titaniom", "Ti1".42
CATA "Yancliwem!, "4, =1
DATA "Chromium","Cr",52
ATA -"Manaanese” ., "Mn" .55
DATA "Iron',"Fe',56

CATA "Cokalt", "Co",59
CATA "Hickel","Hi".,59
DATA "CoPPer', "Cu",&4
DATA "Zinc","2Zn",E5
DATA "Gallium”,"Ca",?
DATA "Germanium", "Ge'",73
CATA "Arenic"."As",7?S
DATA "Selenium","Se", 73
DATA "Bromine", "Br'", 88
DATA "KryPton", "Ker'", 24

DATA "Rubidium”, "Rh" .85
CATA "Strontium”,"Sr", 88
DRTA "Yetrium","¥",59
DATA "Zirconium","2r",91
DATA "Hiokium", "Hib",593
DATA "Molybdenum' ; "Mo”, 96
DRTA "Techrtium".,"Te', 92
DATA "Ruthrnium","Ru", 102
DATA "Rhodium”, "Rik", 183
DATA "Palladium", "Pd", 187
DATA "Silver","Aa“,108
DATA "Cadmium"."Cd". 112
DATA "Indium™, "In", 115
DATA “Tin®,"Sn". 119

DETA "Antimony","Sk",122
DATA “Tellurium","Te", 128
CATA "ladins","1%,127
DATA "Menon', "M, 132
DATA "Caesium","Ca",
CATA "Barium"."EBa', 13€
ERTA "Lankhanum! . "Lal 13w

DATA "Ceraum', ' Ca’, 140

DATA "Praseocdamium”, "Pr", 14
DATA "Heodamivm®” . "M, 144
DATA "Promethium", "Pm" 146
DATA "Samarium®, "Sm', 150

A\

4
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by, South Humberside wrote

Periodic Table for Spectrum
owners who are studying chemistry.
The program will print on-screen the
entire periodic table, or a selected part
of it. Each element is shown, together
with its symbol, its mass numbers and
the appropriate number of protons,
neutrons and electrons.

The advantage the program has over a
table in a book is that it will also test
you on the entire periodic table or on
any part of it.

C HRISTOPHER EDE of Grims-

5124 DATA "EuroPium","Eu",1%2
5126 DATA "Gadolinium","Gd", 157
5128 DATA "Terbium","Th", 152
5138 DATA "Dusprosium”,"Da", 162
5132 DATA "Holmium", "Ho",16%
%134 DATA "Erbium","Er".167
5136 DATA “"Thulium","Tm", 168
5138 DATA "Yrterbium","YbB". 1732
5148 DATA "Lutetium","Lu", 175
5142 DATA "Racdium","Ra", 226
144 DATA "Tantalum'","Ta";181
146 DATA "Tun9zten"”, "U". 184
5148 DATA "Rhenium","Re", 186
5158 DATA "Osmium","0s", 190
51%2 DATA "Iridium”, "Ir" . 193

51%4 DATA "Platinum","Pt", 193
51%€ DATA "Gold", "Au".157.E0
51%8 DATA "Mercurw', “"Ha", 281
5168 DATA "Thallium".,"T1".283
95162 DATA "Lead", "Pk".287

%5164 DATA "Bismutkh".,"B1".2632
5166 DATA "Polanium"."Po",218
%5168 DATA "AStatine","At”, 210
5178 DATA "Radeon’,"Rn",222

5172 DATA "Francium"."Fr".223
5174 DATA "Racdium","Ra".,Z226

S17& DATA "Actinium”"."Ac" 227
5178 DATA "Thorium"."Th",232
5188 DATA "Protoactinium®, "Pa", 2
31

5182 DATA "Uranium","U",238
5184 DATA "Heptunium","HP".:Z
51686 DATA "Plutonivm! , "F1" .2
5182 DATA "Americium™, “Am" .,
5198 DATA “Curdium”, “"Cm" ., 245
5192 DATA "Berkelium", "Bk".249

et
37

acy

i

L |

Ma o o

5124 DATA "Californium”,"CF
5196 DATA "Einztinivm","E =
5198 DATA "Fermium","Fm",255
DATA "Mende lowium™, "My, 256
CATA "Hokeliom" , "Ho™, 255
DATA "Lawrencium®, "Lw", 2594

A4
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WIMBLED

centre court at Wimbledon and
the first player with 10 points
will be declared Grand Champion.
Move up with g, down with a, right
with p and left with o. Serving is
automatic. After w has been pressed all
future hits will bounce upwards and
after s has been pressed they will
bounce downward.
A game for the 16K or 48K Spec-
trum by M Birch of Kidderminster,
Worcestershire.

YOU FACE Mr Spec Trum on the

I BUORDER E: FAPER & DBLS IH
K 4 1HPLUT “"what 1s wour name 7"
brth

2 1HFUT "backaround color i

et IHPUT "ink caloe Yaile: L

4 PAPER be: DURDER be: CLS
INK ic

S FPRIHT AT 18,9i"1s thiz ok 7
LRl Fos s by THPUT 4% IF CODE w%=C00
E "n" THEH. GO T 2

& CLS

2 LATA "a". 24,24, 18,61, 82, 16,

194, 4, "B 24,24, T2, 188, 74, BL 22,3
2, "a", 8, 24,66, 56,66, 686,24, 8

9 FOR f=1 TO 3: READ a%: FOR
a=i T 7+ BERAD a: PUKE USRE a%+q,
&: MEHMT g9' HEXMT £

18 LET sP=8 LET hu=4

il38 LET a=i8: LET brl: LET c—=18
LET o=36: LET 1lr=1' LET ud=SLM

CINT £ RND¥E =1 )
(ih S-S

131
gz
165

FIRAE S I 1 U = i

FiakR

" HE

11fa

Pt LaB " imT
AEEL” o [P e S e T R o ki
Ui =6 TO 14

AT
121
145
(el
146
150

151

LET b1=INT ¢RM
LET h2=1

IF weo=fi THEM LET uwd-1

LET hit=ud
FOR £=8 TO 31
21.Fi" (a3 x" .

PRINT AT G.¢
NHEXT

=1 10 20: PRINT 0T £.15;":
MT #
FUR £=1 TO 26 PRINT AT .8

S M eaS i AT £ 2
HEXT £ F
FRINT AT 11.f:;"Ca3
11, F+18;"Ca3 2" HENT
PRINT AT 1.12:hu;AT 1.17;sp
ERIHT AT a.bk: OVER 1:"a" AT
"BUIAT bl.k2s OVER 137ET
BEEP . 1.,-G8 =
PRINT VER 1;HT b, bzt
PRIMT AT cecp®™ o

y PFRIMNT OVER 1:A7 a,kbi"a”

T a=a=< THELEY$HF-"9" AN a>1
i S o (] I B Jo
bbbt LHREYS="p"
nlal 1 R e
B THEN GOF TO
1 THEH QO TO
=Ll ~C30=-b2 <

AR b

IF ud==1 THEN GO TU 1
LED erc=tCin] S CH-ha
e FND o
THEH LET

G Ly <l

HEEYS="u" hit=

L2 IR [MEEYS-"a" THEHM LET hit=

LET bl=bi+uc
195 LET E B+l
3 IF bi1X28 THEN LET wud=-=1r LE

12
IF ki<l THEMW LET we=1- LET

iF b2=26 THEH GO TO Z22g
G T 25

zc IF c=bil THEW LET le==1: LET
ud=IHT RHNDTE =1 BEEF .1.28° 5
O Ty 211

FEINT AT b1.27: FEASH 15 %00
TIAT 11.14: "Point to ";x%: LET
husku+is FUR f=1 TU 3: BEEP .5,
B BEEP (218 NEXT £: PAUSE 18

IFE husls THEHW CLS GO T

L0 T 1808 REM human win

IF bZ=b THEM L0 T 248

IF b4l THEW GO TU 242

GO T 256

IF kbisa THEH LET te=1: LET
ud=hrtt BEEP 1,26 GO TO 231

241 IF b2l THEH GO TO 221
242 IF hZ<=1 THEM PRINT AT bBl.1
FLASH 15 "0UTIY: AT 11.9:Poaint

to Mr.zPec Trem® '+ LET sPrsp+1: F
OE =1 T0 3 BEER J2/8° BEER 75,

18 HEXT £+ PRAUSE 168

Z42 IF sp418a THEN CLS G T

14

245 00 To 2066 REM sPeccy win

406 LU TO 126

1868 REM human win

1811 PRINT AT @.8;

TE1E FOR =1 TQ & FOR g9=G ThH 21
PRINT GVER I:"CO2¥ispi": HEMT

g PRINT AT 858 © NEWT ¢

1i1s LS

1620 PRINT AT 6.8 "Wimb fon” AT
ESMOSEas b AT SeSs Y You hoye

beaten me., " AT 18,18; BRILHT

 "WELL DONE 11185 RT
RYCHT @;:"ppess-any ke

asgain

FLASH |
FLASH 8; B
e PLas amgin. «ees

1433 ITF IMEEY$="" THEH G0 TO

a

1o

1340 IF IHEEYS<»"" THEH GO TO 18
RLIN

¥ REM sPeccyd win
FRINT AT 0.,8;

EORE: £=1 T 22+
MEXT +

FRINT AT

PRINT "¢ 32%i

18,18 FLAZH 1:"1

2830 PRINT AT Z1.8:"Prezs and ke
4 far another 90"

2840 ITF INEEYS="" THEM CO TO 284
e}

2059 IF THKEYS®CX"" THEN GO TO 26
el

24
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“ ¥ OU ARE pursued by three deter-
mined ghosts whose single aim in
death 1s to catch and kill you.

Move around the screen with the usual

cursor keys, avoiding your trail, the

walls, and splurge patches. If necessary,
use key “0” to go into hyperspace.

Chaser was written by Andrew Dol-
lochan for the 16K ZX-81.

LET H&=0
3 LET T=8
4 GUSUE 2a00
5 LET L=3
& CLS
7 GOSUBE 486
2 CosuE She
3 LET 5=0
16 LET =18
28 LET A=123
38 PRINT AT M.
41 IF PEEK (PEEK le3oo+:
K 163990=13& THEH GOTO
42 IF PEEK (PEEK 16292+256
K 16399 3=126 THEN COTO 144
43 IF PEEK ¢(PEEEK 16398+4256%PEE

K 1635295=13 THEN LOSLE 1
44 1F PEEK C(PEEK 1¢ +20E¥FEE

K 1e399 =172 THEN LUSUBE 14

45 PRINT "X

47 LET T=T+1i

48 IF IHKEY#®="0" (fF IHKEY$="1"
THEN GOSUE 221

49 IF INKEYS="&£" THEN GUSUE &8
=]

58 IF INEEY®="7" THEN GOSUE 76
@

68 IF INKEY®="8" THEN GUSUE B6
5]

78 IF IHEEY®="5" THEM GUSUB 26
i

72 FRINT AT

7E& FRINT AT ]

77 PRINT AT %2 3 m"

81 PRIHT AT INT ¢RHD®1=9+13.INHT
CRHDkZI+1 3 "Cak 2"

121 LET YeY=({M{Y I+(HIY D
122 LET Z=Z=CH{ZIHCAFZD
123 LET Yi=Yi1-CHdYL MH0NE
124 LET Z1=Z1-CACZ1 5+CH 2
125 LET Y2=Y2=C¥LYE el

L =€ FIE 22 D4 D

FUR E=i2 Tu 15
PRINT AT . Fis"oe
PRIMT AT X.H:
i PRIMT AT .8
3 PRINT AT ®.A:"CS
4 HEXT B

IF L£1 THEN CU
GOTU &

REM SET UP BURRD

PRINT "¢o@f=p "

) FPRINT AT 210" 322kisp o
FOR Z2=6 TO 21
FRINT AT 2,8:"Cisp " /T 2,3
gy
HEMT

PRINT AT RHD%2G, PHLEL
* PRINT AT REHD¥Z0. RHDE:
£2 PRINT AT R
PRIMNT HT Lok e
€S PRINT AT RHD®ZEH, RHDEZE;
A RETURH
58l LET Y=28
%10 LET 2=1
520 LET ¥Yi=z@
5= LET Z1
S48 LET Y
558 LET 2
SE8 RETL
688 LET ¥=¥+1

618 PRINT AT ¥-1,A1"Cisp 2"
&15 LET S=<5+168

628 RETURN

PHA LET Mmx-1

718 PRINT AT ¥+1.A:"C1isp 2"
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7153 LET S=S+18
728 RETURH
#3098 LET A=f+1
818 PRINT AT X.A=-1;"Cisp 2"
B15 LET S=S+1&
B28 RETLURH
998 LET A=f-1
916 PRINT AT ,A+1:"Cisp X"
915 LET S=%+10
928 RETURH
921 FOR F=8 TO 16
948 PRINHT AT X.A:"C 143"
931 FOR C=B TO 2

32 HEXT

9492 PRINT AT X.AaM+"

934 HEMT F

940 LET M=INT (RHL¥1S+1 5
958 LET A=INT <RHD®E2S+1 >
999 PRINT AT X.A:" *

268 PRINT AT X.FA:"x"

951 LET S=5-20

976 RETLREM
a7 LET S=<+186
! FOR R=B TO =
73 PRINT AT H.A;"Ci®H>"

974 FUR B=8 TO 2

75 MEXT E

S7E PRIHT AT H:A; "¢ 1¥2"

977 HEXT R

9739 RETURH

198y REM CAME OVER

1819 CLs

1828 PRINT "YOUR SCORE WAS "%
1821 PRINT
1822 PRINT "YOU LASTED ";T;" SEC
OHDE"
1838 PRINT
1848 IF HS<S THEM LET H:=3
1858 PRIMT "THE HICHEST SCUORE IS
"HS

1838 PRINT AT 15.8;"PRESS ANY KE
Y TO PLAY"

1180 FOR A=G TO 2

1118 NEXT A

1128 PRINT AT 15.8;"press any ke
9y to plaw”

1138 FOR A=6G TO 2

1148 HEXT A

1138 IF IHEEYS="" THEM COTO 1093
Lied GOTO S
2688 REM INSTRUCTIONS
2818 CLs
2815 FOR T=0 TO 16
2829 PRINT AT 8.1%: "% CHASE %"
2821 FOR W=Q TOo 2
2822 NEXT N
2823 PRINT AT B.13:" rhase
2638 PRINT TRE 1:"PRUCRFM BY "R
MOREW DOLLOCHARM™ """
28448 PRIMT TAB S;: "AMD “"TAM CUHL
P
“B41 PRIMT
2065 PRIWT
2066 PRINT "YOU ARE PURSUED =Y 7
HREEE STUPID THUUGH DETERMIMELR f(.H
DSTS WHOSE SIWNGLE AIM IN LIFE O
R SHOULD I <SAY DEATH IS TO CATC
H AND KILL YoOU.Yol ARE NOT ALLO
WED TO HIT YOUR TRAIL Cisp) THE
WALLS C12P > SPLURDGE PATLHES <
okl BUT IF YOU HIT (%2 THEH yOu
GAIM POINTS."

2670 PRINT

2066 PRINT "KEYS USEDL ARE ARRUM
KEYS, "

2896 PRINT "( 2.6, 7, 25"
2198 PRINT "1 GR G 1% HYPERSPFLE

2181 PRINT

2192 PRINT "28 POINTS RARE TAKEM

OFF IF You WSE HYPERSPRCE. "

2183 MEXT T

2118 PRINT AT 21.,6;"press and ke

4 to Plas”

2120 FOR fA=0 TO 2

21360 HEMT A

PEINT AT 21,0 "PRESS MNY KE

PLAY"

FOR A=l TO 2

HEST A

i 1IF IMKEYSE="" THEW GOTO 2116
RETURH
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1

=

4
LET
=
&

=]
9
18
11
12
it
W4 ta
46
41
157
42
42
A5
47
a4
)
=1
(5]
NHT AT
5]

T

4

140G
11534 1
=1,
T
G542
16943
1645
A
1E4E

h="5"
14E0
14470
Fan 515
14
2e16
2815
2628
298
1=1+1
2399
3898
el c |
15 15
3@1E
466

HT AT
AEEA 1

A=61
42
SEG0

b | e [ e

] PR

mitron": S

REM "drop"

2 GO SUE Se8a6

LET pe=" o n
LET sc=@: LET n=2:
1=3: LET cs=120

LET 1=3:

LET £=INT {RHD%2i)
IF £227 THEN GO T3 2' IF &<

2 THEM GO T 2
=

LET 9&="C9sf12p 3"
LET m#=" R
LET ag$=" PT "

INPUT "what sPeed? ";=
PRINT AT 19.8; 1HEK 4;0%

IF =3x8 THEN GO TO 18
PRINT AT 21.3:"FPres=s any ke

ztart”
PRUSE @
PRUSE 2@: CLS : FO

EP ~1

LET £=INT (RH[#283

ELS ' PRINT AT 8.8;

LIMES=" s T * DRI

LET ‘a=n: LET b=@
PRINT AT 1&8,t: IHE
REM ®tPLAMESR®
PRINT AT asbia%: P
PRINT AT 19.081 IKK

LET wri+i: IF kX34
163, 7:"aut of time
LLS PEINT AT 19.8

TEIT BT f12,t: IHNE 3
L

IF THKEYS="0" THEN 0

Pl B8 R
{141 TR E =" THEHW
10915 PAUSE 4
1428 LET  ere+l - IF: cH1E
T 500

GO TO 1818

IF >0V THER 0 TO
LET z=c

PRINT BT c.ci:P%;TH
deis" " FOR =1 T

PRIHT AT c.d+1:;" "
LET e=c+1
IF c=17 MWD o=t TH

IF 17 THEHW GU TO

21 IF o368 THEH LE
IF d<8d THEH LET d=
GO TO 1941

FRINT AT 17,t;m%:

LET sc=sc+z
PAUSE 50

MEST e

IF 1=1 AHL =ck=cs
GO TO 4268

REM ®ELIVEST®E

LET 1=1-1

IF 1= THEH GL T
EBEEP .5.-16&

HMEWT &

FRINT AT 19,8, IMK

INT AT &,8;"SCORE=";ac;
";1+13AT @,19;" DROPS=";e+1: PRI

15.18; "CAME OVER"
FOR a=5 T =5 STEFP
RIEST & QTR

nenkE: FUR el
=1 BEEP .91,z

} THEW FPEINT i

I
LEET d=1+1: LET ca=

1 LET e=18: GO TO 268

FOR £-6 TO 7' READ
HEXT +

TO 7+ READ

NEXT n

FOR 9=G TO 7: RERD

R e=)@ TOU

NSoORE="
PSe=" ;e

B e

RUSE =
o4 ;o
THEN PRI

" PRUSE

i IME

TP Tw TN Y TR
b

L B 1
THEM G0
18z

B ocdim®i AT
0o HEX

EM GO TO

26856

18548 LET d=d+C INKEY$="8" - INKEY

T c=ei=1
d+1

EEEP .83,

THEH LET

4EEE

4,98 PR
" LIVESw™

=L BEEP

TO 26 B
=1t HEXT
T 16, 085"y

wlly fanished wour

(=t

3 POKE
b POUKE
¢ POKE

SINCLAIR PROGRAMS

Ocraber 1983

R
S THE aircraft flies across the
A screen, jump by pressing 0.
Pressing 9 opens your parachute,
allowing you to steer with keys 5 and 8.
Your aim is to land on the randomly-
placed landing pad each time and the

later you open your parachute the more
points you gain.

Netegie: HEHRT 9
FOR k=G TU 7' READ ¢ POKE
SE "o"+h,d: HEXT h
@16 DATA EIN 8,BIH 1@o6an, BIN
1106111, BIH 11111168, BIH 11111
118, BIH 11111161.BIH 200068111.61
Mo
5028 DATA BIM @,BIN B.BIN 111086
o8, BIN B3111111.B1IM 81611111, BIN
1AE111168,818 111068689, BIM @

SE28 DATA BIN G0611168.8TH 81611
161.BIN Glad16861,BIN 80111110.B1
M GRER1aE6, BIN G06101660,BIN 0E16
P10, BIN 88100618

Se48 DATA BIN @0111116.BTH 98111
110,BIH 81111111,BI4 11111111,61
N @ipaea1o,BIN B1Ha6610,BIH G160
BE10.8IH Sa1001860

5658 PAPER 5° CLS

56668 RETURM

TE DROP

After you have dropped 10 times, if
your score is more than 120 and you
still have five lives remaining the game
will continue with the aircraft flying
slightly lower.

Parachute Drop was written for the
Spectrum by Andrew Burton of Work-
sop, Notts.
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SERIES of levels are connected
by ladders. On some of those
levels there are monsters. Your
task is to kill as many monsters as

PANIC

possible, by standing next to a monster
and pressing key 0. Each time a monster
is killed a hole will appear in the floor
and if you fall into one you will be

killed. Forethought is needed to allow

you to survive for as long as possible.
Panic was written for the 16K ZX-

81 by S Miller of Bideford East, Devon.

1 GOSLE 360k
18 LET S=&
11 LET K=@
188 CLS
181 PRINT "¢ i1s3p iacored 1G%isk )08
grexiap ralSkisp 2"
11@ PRINT
128 PRINT
138 PRINT
168 PRINT "(af:gaiH(af ag:9f: 29
raf rgeaf 99 3f 89 9f 198 H 39 9f
g ef  ae9f 199 9f 193 9f 199 :3f ' 9
@1 9f JHC af »

178 PRINT : H H
1868 PRINTH: H H
198 PRIHTH" H H
M
218 PRINT "<(@9'9f a9:'9f 99:'af 4

P'AF QIH( 99 9f 1 geaf 9w af r@I:q
fra9 af a9 af YHLaf ‘959 af 99 : 9 g
A af 199 8f 2"

22? PRINT " H
2;? PRIMNT " H
ETE PRINT “ H
2:3 PRINT “(@f goiHlaf 29:9f:39

=QP=99*9F=9W'9F=99=9f=99}H<@f'@9
- EaRE-1- R~ 1 R~ 1= ER-T 8- 1- T8 -1 aei~1- K81 2~ 1- -]
figai H{ag"

278 PRINT " H H

288 PRINT " H H
H

298 PRINT " H H

SEHECPRIMT "g99:'9f 99:9f 999 149
PEE G0 G GSIad 1 ad 1 QFf 1 ag e Q9w
frag9f g g a9 af og - af a9 af
@ af g af i

310 PRINT

228 PRIWT "(32

330 PRINT "¢ 12¥9adrxidranice 12Fg
as"
348

358
374
JH8
398
481
4Q1
418
429
438
445
458

P

FRINT "C32%ga )"
PRINT "¢(322%95a 3"
LET A=13
LET E=11
LET D=1
LET C=8
LET E=8
LET CH=" o
LET Cw=" (i
LET Esm! (1 "2 1
EET F&=" ¢y o
LET L&=" =
588 PRINT AT =.E;D%:AT ¢ E+14:E
SIAT 11.E+7iF8AT 1S5, E1C9IRT 15,
E+14;0C8
518 LET E=E+D
348 PRIMT AT R.E:
558 LET As=CHR® FPEEK «PEEK
E+256XPEEK 16399 )

16349

352 PRINT AT A+1.B:

S5+4 LET ze=_{HR%® FPEEK ¢PEEF
H+ZSEXPEEK 16399 )

568 PRINT AT A.B:"A"
61 IF Z&=" " THEH LOTO
5780 LET BsE+( INKEY®="@2"
1 =0 INKEY#®="%" AND B0
571 IF K=28 THEH GUTO 389

72 IF INKEY&="9" THEW GOZUB 20
33

580 LET A=A+ INKEYS="6" [AND
"H 2=¢ THKEYE="7" AND A#="H"
S99 IF IHKEYS$<>"8" THEH LOTU S99
5]

591 PRINT AT A.B+1;

592 LET Y%=LUCHR® PEEK (FEEK
B+25EXPEEK 163993

%523 PRINT RT A.B-1.

594 LET VE=LHR% PEEK (PEEK 16323
S4+25EXPEEK 1£399)

608 FOR H=1 TO 5

618 PRIMT AT R.B;"R";AT AR.B+1;"
Cat )" AT ALB+1;"Caw 3" ;AT H.B+1:"
";AT A.B" Y

628 MEXT H

E21 FOR NH=1 TO S

B2 PRINT AT AL.B:;"/Y;AT AB-1;"
cot AT AsB=1;"Ces AT A.B=1;"
“SAT ALBS M

E232 NEXT H

208 IF A=3 AND B+i=E OR A=3
B-~i=E THEM LET DH=" )

1539

1a0a
ANE B3

2=

1632

=]

981 1F B=7 AHD B+i=E+14 OR A=7
AMD B-1=E+14 THEN LET Ef=" °
a2 IF fA=11 AND B+1=E+7? OR FA=11
FHD E-1=E+7 THEM LET F3="
9094 1F RA=15 AND B+i=E OR A=15 A
MG B-1=E THEN LET Cg="
985 IF A=15 AND B+1=E+14 OR F=1
S AND B=1=E+14 THEH LET L%=" k.

26 1F A=32 AND B+1=E THEH PR1NT
AT A+L,B+1: "M 3V AT A+, B+

937 IF FA=3 AND EB=1=E THEHM PRIHT
AT A+1.B=1:"¢i"3";AT A+1.B-1:"

988 IF A=7 AND B+l=E+14
IHT AT A+1,B+1:"Ci" 3" AT

THEN PR
A+1,8+1

IF A=7 AND B-1=E+14
AT A+l,B=1;"¢1" 2" AT

THEN PR
A+l,B8-1

9
INT
L

THEN PR
A+1,8+1

918 IF A=11 AND B+1=E+?
INT AT A+1,B+1;"¢i1'" " JAT

" [
i

328 IF A=11 AND B=1=E+?
INT AT A+1.B-1;"¢i" M AT

THEN PR
A+l.8-1

)

238 IF A=1% AND B+1i=E+7
INT AT RA+1,B+1;"Ci" " ;AT

. "
i

THEN PR
A+l.B+1

340 IF A=15 AND B—1=E+7 THEN PR
INT AT A+1.B=1;"Ci ;AT A+l.B=1

guon

941 PRINT AT 3.E;D%:AT 7.E+14;E
AT L1LL.E+7:FAT 15.E:CHIAT 15,
E+14;0%

942 "IF YE="(1"3" OR Y&="(i"3" T
HEH LET S=5+28
935 PRINT AT 8,13:S:"(3%iap 2"
336 [F CMm" " AND Dm=" " AN
D E¥=" " AND FS=" " AND GS="
" THEM GOTO 10€E%5
Gaa GOTO 586

PRINT AT A.Bi"a"1AT R.B:"A"
FRINT AT 19,12 "GAME=OVER"
FRINT AT 21.9;"PRESE AHY KE

1616
1038
19331
Y (i
1932
1843
1658 LS

12688 RN

105 PRINT AT A.BJ"
1878 LET A=3

LET E=1
LOTO 414

FRINT "¥eiefeEyfPANIC =.MILLC
fE sk
FRINT ..

3042 PRINT "THE ILEA OF THIS GAM
E 1% TO MOYEARRDUND (USIHG CURSUR
KEY¥SY AHD  KILL THE MONSTERS.

ALS0 OW THE BOTTUM F
LOOR THEIR IS THREE MUNEY BAGS
WHICH IF COLLECTED WILL GRTHE
R POINTS."
3883 PRINT
3064 PRINT
1 MONSTER

PALISE: 160

IF INKEY®="" THEN GOTO 1040

1920
ZE3EA

200
E

"EYERY TIME YOU KILL
IT WILL MAKE A HOLE

IF YOU FALL IN A HOLE Y¥OU DIE"

QEES PRINT "TO KILL A MONSTER YO
U SIMPLY PLACE TYOURSELF HEWT
T Al MOMSTERANMD HIT IT WITH YOUR
HHE (KEY |rir@l| L] Jll

40068 PRINT

3319 PRINT

Z0668 PRINT

4E28 PRINT " Fress and k
e

4821 IF INKEY®="" THEM COTO 4821
48z2 CLS

446 RETIURH

SAGE RETURM

90163 SAVE "FPANIcY

SE2Ea RIUN

28
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_‘ %/‘f/ "",m’

P

“ z/
o Yk

-

.....allll!]iiululﬂlmllh.uu..mlmmu.....“»A
7

s

e e
e

16 PRINT AT 16.12; "BREBOUMD": B
EEF .S.20: BEEF .4,1%: PAUSE 1%

FRINT AT 18,9;"by PHIL HILLCUX
"' BEEP .85,6' BEEP ,8%,4' BEEP
85,2 BEEP .85,@: BEEP .@%.,4: P
AUSE 186

15 RANDOMIZE

20 PRINT AT 10.8)"INSTRUCTIUNS

T Cesmdt BLEP 26+ BEEP .1.,18
FPAUSE A
28 IF IHKEY#="w" THEN GO SUB 8
S
28 LET ha=@

£@8 RESTORE 980G G0 SUB 5828

7@ PAPER @ BORDER 5@ IMK 51 C
Lr_'

BA FOR £=0 TO 31: PRINT AT @.f
jMCiap X' s NEXT £

29 FOR f=0 TO 31 STEP 3l FOR
a=1 TO 28' PRINT AT 9.f1"¢1ap "

HEMT @ HEKT f

188 LET k=@

18 FOR f£=1 TO 9+ FOR 9«1 TO 9-
"

128 PRINT AT f.9:"Cisp "

148 HEXT 3

148 LET k=k+i

158 HEXT

166 LET k=g

178 FOR f=1 To 9-

a9

FOR o=22+k TO

188
199
AR

3.1
JAT 15, 12:

FRINT AT f.9:"<(isp 2"

MEXT 4

LET k=k+1

NEXT f

PRINT AT 12.1%5;"¢2%¥isp 2";RAT
d:"C4¥12p 2" AT 14,135 "C6Xis

" AR LR )"

0 FOR F=16 TO 28 FOR a=11 TO
¢ PRINT AT f.2:"¢isp 2" HENT
@ HEXT §
240 LET k=18: LET p=21
FOR £=1 T 18
26l PRIMT AT f.ki"C1a 2" AT f£.p;
'If !Fl-"
270 LET k=k—-1' LET p=p+i
2BA HENT f
290 LET k=14 LET p=17
3808 FOR f=12 TO 13
310 PRINT AT £.ki"A":AT £.p;"B"
320 LET k=k=1' LET P=p+1
930 HEMT ¢
2408 LET 2=8- LET micz=8:' LET c=
1
358 IF s>hs THEMN LET ha=s
P60 PAPER 5 IHEK 8 PRINT AT @.

ﬁ "SCORE "is
IHJ“F sCAPED!

“HI SCORE "ihsiRT 1
JAT 19, 1%:miasg

78 LET h=INT <(Z21+3%RNDY: LET v
1-’-!1
380 IF =420 THEW LET SGW”E”' LE
T co=2

98 IF e>=28 THEWN LET
ET &g
408 LET a-5
418 PRINT
LU

Jﬁ""_g:' AL

PAPER B:AT 21.1:"

420 PHP'P B: IHK ?: PRINT AT 21
o i Il
446 PRINT INK cosAT w.his#

448 IF INKEY®="b" THEM G0 =UB 7
904 1F 9=3@-h THEHM GO TO 7106
450 LET g=o+( [NKEY®="&" AND @19
3= INKEY®=""5" ANHD a>3

468 LET wa=INT {RHD¥SH-c 3+1

478 IF wu<2 THEHN PRINT AT w.h"
ey LET w=yv=1

488 IF w=12 THEN GO TO 7568

508 IF RMD<.15 AMHD K<38 THEM PR
wvabka ! LET h=h+1: GO TO
418

518 IF RHD<.2 AND k>21 THEM PRI
HT AT wehi" "+ LET he=h-1

S2a L0 TO 410

7180 FOR Aa=1 TO 2: PRIMT AT w.hi
FLASH 11 BRIGHT 1:; IMK 2:"%": B
EEP .B21,58' HEEP .881,40: BEEP

.B31,20: BEEP .B8Z,1: HEXT 4
7118 PRINT AT w,hy" ¥
v1l19 LET s=2+5+c¥3¢ LET c=c+l

T8 G TO S350

TE08 PRINT FLASH 1, BRIGHT 13AT
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BEEP .A5,=2' BEEP .85, -
2., =48 PRIHT AT w.h:"

mizs+]

» THEM GO TO 7e80

H5E
PRINT AT 1@,13;"SURRY
AT 16: YOl LET TOO";AT 14,

16 "MENY ESCAPE"  PRUSE %0 PRI

T AT S5.1:"You zcored " FOR -
A TO MEXRT £
FrETHT ey for

nober €

el PRUSE 8

VERD GO TU &8

7502 BEEP .@1.1: BEEP .81.,15%' BE

EP .8L.35

B39 BEEP .81.1+ BEEP .81,1%5+ BE

EF 81,35

20108 PLOT axB+12,9' DRAW @, 73+aX

g BEEP ,81,308: PLOT OVER 1,9%B+
12,9 DRAW OVER 18,7%9+9%8: BEEP
LB15,35

BHZ8 PLOT a¥8+12,9+(P5+0%83: DRA

W 232-9%1&,8: PLOT OVER 1;9¥8+12
S+ TE4O¥E ) DRAM OVER 1)232-9%1

6.8

BA28 PLOT (9¥8+12)+(232-a¥1E), 9+

(TP5+9%¥3 ¥ DRAW B, -(75+a¥8 ) BEEP
L8075, 28 PLOT OVER 1:C(9%B+12 )+

C2E2-ax16 ), 9+ ?5+a¥xa ) DRAW OVER
1,8, = 75+a%B >

AA48 RETURH

BeRE CLS PRINT TAB £;"IHNSTRUCT
IOHS"Y " 7 "Shoot. the 5 aE they
tru b0 gEscape’  "Move wour coam
ic cannon with the ~5~ and ~8~ k
ed4s, and Prezs b~ ko five"' ' "The
4 pecome Profgressively harderto
hit - but score more Polnts aa
they cla"

53518 PRINT **"The 9ame ends 1f o
oun let Five ce=ciPe (tEhey disap
pear into huPeraface akt a ce
rEain Altituce )" " "pres
£ 3 kew to Flaw”

6 PAUSE B

36 CLS ' RETURN

H998 RETURN

2088 FOR =144 TO 1485

LA FOR n=8 TO 7+ READ =

SEHZH POKE USR CHRS f+n.=:' HEMT n
HE®T

9638 DARATA 1.3,7.1%5,31,63.127.25%5

931 DATA 128,192, 224, 240, 248, 2%
2,254,235

8032 DATA 24,24,60,80,58, 126, 126
126

9833 DATA 68, 126,219,213, 126,68,
E6. 123

9824 DATA 129,182,126,60.,60, 126,
182, 129

S043 RETURH

SINCLAIR PROGRAMS  Ovcrober 1983

HOOT THE missiles as they try

to escape their planet’s atmo-

sphere on the right of the screen.
If five escape into hyperspace they will
destroy your home planet and the game
will end. Your cosmic cannon is situat-
ed on the left of the screen. It moves left
with “57, right with “*8”’, and fires with
“B”, Its shots travel upwards, hit the
top of the play area and ricochet down
on the right. Skill is needed to aim them
correctly.

Rebound was written for the 16K
Spectrum by P ] Willcox of Ely, Cardiff’
and is this month’s program of the
month. Willcox works in a local hospi-
tal and bought his Spectrum primarily
for his children to use. He found the
games which could be played on it
captivating and began to write his own.

In the future he would like to write a
program which would provide complete
horoscopes. After that his plans are
more optimistic. He would like to learn
machine code and write a program
which would make his fortune.
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1 LOSLE SE00
2 LET H=@
3 LET T=@
4 LET U=3
9 LET F=1g
6. LET Fl=l8
B LET D=4
L2 fi oy
FAST
LET P=18
LET T=@
GOSUE 1666
OF I=1 T H+186
28 PRINT AT INT (RHD#Z43: IHT ¢
RMDFZ293+31 " Cisp 3"
98 HEXT I
25 SLou
48 PRINT AT P.@; "¢ 18"
41 FOR I=1 TO 28
42 HEMT I
45 PRINT AT P.8;" "
95 LET H=H+1
68 LET P=P+{ INKEY$="&" )~ LHEEY
F="7" 5
78 LET T=T+{INKEY®="3"
1 =4 INKEY®="5" AWND T8
88 IF INEEY®="8" THEHN ILET P=IH
T CRHD¥ZL
8BS IF INKEY®="G"
T (RND¥31 >
99 PRINT RT P, T
188 LET K=PEEK (PEEK 1&398+256%
PEEK 163337
118 IF K=128 THEH LOTO 19@
115 IF K=27 THEHW LET D=0+18
128 PRINT AT P, T:"Ci%w2" AT P. T
"

AMD T<2

THEN LET T=IN

L]
138 LET Fl=F

135 IF INT CRHO¥106E 3 2INT CRNDE
1883 THEN PRINT AT INT (RHDXZ1 i+
B, INT CRHD®31 34+ " 1ap 3"

1468 GOTO 5%

146 GOTO 2806

1564 FOR R=1 TO 15

155 PRINT RT P,.Ti"(aai";fIT F,T;
"grAT PLTi"C 182"

159 HEXT R

168 PRINT AT PaTs" "

178 PRINT AT 182"
en destrovced "

ueld hawve be

172 PRIMT AT 11.5;" on chegt ";
i}

123 LET U=U-1

174 IF =8 THEN GUTO 21%5

188 FOR Y=1 TO 158

198 HEXT Y

195 GOTE 5

215 EES

1€ PRINT "the end",.'"gou 20t =
Flaoched"

220 PRIHNT AT 15.0;" uwouk scobe
1a Myl

226 PRINT "DO YO WISH TO GO A
FITH%"

4B POKE 1ed418.2

250 INPUT Z&

260 COTY 4006
10860 POKE 1841264
1661 FOR F=G Td 23

18168 PRIKT AT F.G;'
1826 NEXT F
18368 FOR F=1 T0 22
16848 PRINT AT F.1:"

i
R R R

1856 HEXT F
1111 RETLURN
4808 LET GO0=8
4881 PRINT AT &, 005 "(sp:9a'spP 'at
gy 2Fep 5ok 24dsp 18P RT AT S
B:2¥sP e Qd: 2d¥ap gy 1at:g
JigpraSoggap "

482 LET GO=G0+1

4983 IF LU=29 THEN GOTD 4818
4884 GOTO 4661

4318 PRINT AT 1w.0;" L
JAT 11.,@;" "IAT 12,8
40828 PRIMT AT 9,0L0;"C=P:9a-2p "
AT 18,603"(37 ah:-949 2"iAT 11.G0;"
cag spragsa"

44938 FOR F=1 TO &g

46848 PRINT AT 9, G0-1:"caz-sp 2" A
T ,G0-1;:"Cap 943"
4E50 IF ZWC1 24>"H"

= [

THEN PRINT #1

T
i Vi, e,
‘:"ll' i l""d—* i1

& 1._1.‘1‘15{"' 2t
= }unmgﬁ“kr;,;i -
1.}3:)},«",?. o
S A

folk, who wrote Gobble Trap
for the 16K ZX-81, defines it as
“Pac-man with a difference”, the differ-
ence being that there are no ghosts.
Move round the maze eating the power

RICH:’\RD PARR of Ipswich, Suf-

pills but the maze develops around you

and eventually will either trap you or
squash you beneath a wall.

You have three screens on which to

achieve as high a score as you are able.

.8 "here we 90"

4UEE IF ZHC10="N" THEHM PRINT F1
3,8; "300d bue'

4186 HEXT F

4588 IF Z®C 1 »"N" THEH LOTO 1
4999 STOP

5060 GOSUE 90086

5682 CLS

5869 PRIMT AT &,8;" Tk
bleldtrag 1

5816 PRIWT "
L

2815 PRINT
S5ez2e PRIMNT *
EY A (1%,
UBBLE ‘vYOUR
EATING DOTS.

YUU ARE REPRESEMTEL

YOUR TASK IS TC
WY AROUND THE < zh
N YOUR JOURNEY

Ou RUN THE RISKUF BEIHG DESTRUYE
b IF ¥OU HIT A WALL ¢ <1isp) * OR

YOU ARE HIT BY ONEAS IT FRALLS.
i

as foll
AHLEETES

SE28 PRINT "controls are
aws’ "y, TUP=TT L, UDOWNTEY
", 4 "RIGHT=8"

Seda PRINT , .. "BsHYPERSPACE <US
E IF MEEDED (i.E. YOU ARE TR
APFED 2, BUT YOUw MAY LANHD GM fC WA
EL-FNLr BE =P loocksd 2"
S5 PRINT HT 21,8;:" hit 3

THEN CGOT

=2

SHeE IF

50749 CLS

IHEE yg="n

b ot

5671 FOR F=1 TO 26

S875 PRINT AT 18, 10: "prepare qou
reslf" AT 16, 106;: "PREPARE YLURESE
g

566868 HEXT F
S8 RETURM
a9bas CLY
9081 PRINT AT B.6;" 71
biledtrap

THIS 1S Mg
AC MAN"" WITH A [
1FFEREHCE™

FUBE PRIMNT

SE16 PRINT “WHAT I% THE LIFFEREM
CEY WELL , THERE ARE no @
hosta.

bt TO COMPENSATE FO
B THI% THE MAZE IS CUMPLETELY R
ANDOM  anc IT 15 CONSTRNTLY EBEI
Hi: FILLED INAND PHSSALES CANM OFT

EN GET BLOCKEL, "

811 PRINT

96820 PRINT “"FOR EACH DOT <. 5 You
EAT ¥OU SCORE 14 POLIHTS, "
9825 FRINT AT 21,4;" hit a ke
7 W

G308 IF INKEY$="" THEN GOTO SGHE0G
FB35 RETURH

998 STOF

25998 SAVE "(ag "

99939 GOTO 1
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ENCLIRT T

GERMAN TERTER

OLIN CLARKE of Colchester,
C Essex wrote German Tester

for 48K Spectrum owners. The
program tests your vocabulary, definite
and indefinite articles, verbs and trans-
lation. A menu at the beginning of the
program allows you to choose on which
area you are to be tested and how long
the test should be.

36 CLs

48 PRINT AT 4,9 "GERMAN TESTER
e PLOT 64,168 DRAM 120.8: PLOT
64,165 DREAKW 120.0

4 PRINT AT &.2:"1-YOCABULARY"
;AT 9.2;"2-VERBS" AT 12,2 "3-DEF
INITE ARTICLE":AT 15.2; "4=TIMIEF]
NITE ARTICLE" ;AT (8.2 "S=TRANSLA

TIH"

78 PRINT AT 21,5 "ENTER HU, 01
TSy

20 RFEM FEESET =P YARTABLESHEE

@ IF IMEEYS="1" THEN LET I%="
JUCABLULARY" : LET R=1g8G- G0 T0 1
6]

{08 IF INKEYS®="2" THEHW LET I%i="
VERE" - LET R=2600 GO T 154

110 IF INEEY®="3" THEW LET Ia="
DEFIMITE ARTICLE": LET R-2060° 0
o To 198

120 IF INKEY®="4" THEN LET I®-="

INDEFINITE ARTICLE" -
G0 TO 1358
130 IF IHKEY®="35"

LET R=4000:

THEM LET I&="

T=5@8: GO TO 168

148 GO TO 98

198 LET TR=S8B: LET HT=&

168 LET SCORE=G' LET Q=3

178 REM ¥¥¥VARIABLES HOW SETEE
188 PRUSE 58

i9a CLS

288 REM ¥SORT OUT IMSTRUCTIONS®
210 LET Y=((322-LEN I%>-7)»2' PR
INT AT a.%:1%;" TESTER": PRIMT A
T 1.Y;: FOR H=1{ TO LEN I%+7: FRI
HT "(a33";" HMEXT H: PRINT AT 3.9
FUTHNSTRUCTIONS " RT 4,9, "¢ 13%a3

228 IF NT=528 THEN LET K¥="f GE

RMAM" ' LET J="EMGLISH"'®' @0 TO 2
44

230 LET Ke="AN ENCGLISH":' LET %
="CERMAM"

248 PRINT AT 7.9, "WHEN ";KS:" W

ORD IS DISPLAY-ED.TYPE-IM ITS "
Je " EQUINVLENT AND PUSH 'ENTER!.
TO REPRESENT AN UMLAUT,PUT THE L
ETTER ‘U’ IH BRACKETS.WITH THE

2%8 PRINT RT 14.8;" EalGa DE
R APFEL CUME : THIS MEANS AN LML
AUT SHOULD BE OVER THE LETTER *
E:.Il

268 PRINT AT 28.%:

MANY OUESTIONS 7

27@ INPUT DG+ IF Dl<i THEM GO T
o 278

288 PRIMNT RT 28.3:"PRESS
4 TO CONTINUE": IMPUT 2%

238 REM PEERdreryieey

266 REM EEMAIN LOOFEY

3108 REM ERredeEtiitis

2320 CLS

396 PRIMT AT .Y Im " TESTER":
PRINT AT 1.%¥:: FOR HW=1 TO LEN I%
+7: PRIMT "(233";: HEXT H

333 IF R=1868. THEM LET RL=IMT ¢
RMDESS 3+1

235 IF R=20808 THEH LET RD=INT ¢
RMNLHESE 41

348 IF R=32000 OR R=42803 THEH LE
T RO=INT ¢ RMIFLE I+1

378 RESTURE R+NT

FLASH 157'"HOW

' EMTER

GERMAN TRANSLATION": LET R=INT ¢ LETTER THAT IT SHOULD BE OVER F 360 FOR E=1 TO RD: READ ES' HEMY
CRND¥Z2 041 MxlB08: LET TR=G:' LET M OLLOWING. I=E
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418 RESTURE R+TR
(420 FOR G=1 TO RO+ READL Ge: HEX

430 LET O=0+1

440 PRINT AT 6,8, "QUESTION *; I
NVERSE 10 AT 6,23, INVERSE 0,3
CORE "; INVERSE 1;5CORE;AT 3.6;
INVERSE 9;“REPLY ‘C’ TO GIVE-UP"

453 PRINT AT 10,0:E%;"=";

468 POKE 296€%8,8: INPUT AS: IF
A8="G" THEN PRINT "GIVE-UP" GO
0 478

4E5 PRINT As

478 FOR Ne=1 TO 32: PRINT "_",
NEMT N

488 REM ¥XCHECK ANSWERYX

490 IF ASmCE THEW LET SCORE=SCO
RE+1: PRINT TAB 12, "CORRECT": PR
INT TAB 11,"¢9%a37"  PAUSE 58 G
0 TO 398

SO0 IF AS="G" OR AS="GIVE UP" T
HEN FRINT TAE 12 "CIVEN UP1": PR
INT TAB 11;“11%¥9%3"  PRINT ’“THE

AMSHER WAS """ iLE"""" PRINT 7
= PRIMT TAH 4;:"(FANCY GIVING UP
THOUGH! 3"+ GO TO %80

50 PRINT TAB 12; "MWROWG!"  PRIM
T TAB L11;"C7¥a3 -92)"

578 PRINT AT 16,03"IT WASH'T ";
AR, AT 18,85 "IT WAS """ GE; "

=68 PRINT AT ©1,4; INVERSE 1:"P
RESS 'EMTER’ TO CONTINUE": INPUT

29

530 IF Q<>DQ THEN LO TO 294

500 REM ®EK¥RESLULTSHEE®

616 1F SCORE>DO-2 THEN LET Ca="
NOT BAD"

620 IF SCORE=DE THEM LET C%="WE
LL DONE"

£38 IF SCORE<DE/2 THEM LET CHi="
POOR"

€40 IF SCORE=DG-2 THEM LET Cm="
AYERAGE"

£58 CLS

668 PRINT AT @, 12 "RESLLTS" ;AT
1,11;"¢ka33"

678 PRINT AT 5.@,C8;" ="

6688 PRINT AT 7.8 "YOUR SCORE WA
$ “;SCORE;" OUT OF "0

€308 PRINT AT 1@,8)"D0 YOU WISH
TO USE THIS AGAIN 7"

700 IF INKEY#="Y" THEN RUN 48

718 IF INKEY$="N" THEN GO TO 99
9

728 GO TO 760

399 STOP
1888 REM ({{{ENGLISH VOCAB.)}}}}
1818 DATA "HORSE", "PIG", "BARN", "
TRACTOR", "IM THE EVENING", "EVENI
NG", "SUPPER", "BUT" , "DEPARTURE", "
DEPARTMENT ", "BRIEF CASE", "ALOME"
JMALL SORTS OF", "THEREFORE", “(OLD
",MONE AND A HALF', "FTSHING ROD®

» "PLEASANT ", "EMPLOYED" , "THEN" , "f1
PPLE", "APPLETREE" , "APFLE TART"."
ORAHGE"
1826 DATH “CHEMIST S SHOP" ., "HORK
"L TDDCTOR", "ASH TRAY", "COLD MEAT
=ASHUSAGES" , "EYE"Y , " TRIP", "EXIT",
"EXCELLENT", "TEMPURARY WAITER","
FORETCH" , "SYIEW", "CAR", "MOTORLAY "
S "BABY", "BAKER" . "BAKER'S SHOUP","
SHIMMING COSTUME"Y ., "SWIMMING TRUHN
KS", "SHIMMING THINGS", "BATHROOM"
» THATH", "STATIOM" . "STATION MASTE
", "PLATFORM" . "PLATFORM TICKET!,
"SO0N", "BALL"., "BALCONY" . "BANANA"
+ M ERNE"
15606 REM {{{{CERMAN VOCRE. )} }
1519 DATA "DAS FPFERD". "DAS SCHWE
IN"."DIE SCHEUNE","DER TRAKTUR" .
"FM ABEND . "DER ABEND", "DAS ABEM
DESSEN" , "ABER" ., "DIE ABFAHRT"."DI
E ABTEILUNG","DIE AKTEN TASCHRE".
YALLETH", "ALLERLETY , "Elann, *RLT!"
 "ANDERTHALE" , "LIE AHGEL" . "ARGEN
EHM" ., "ANGESTELLT" , "ANSCHL IESSEND
", "DER APFEL", "DER RPFELBAUM"™, [
ER APOTHEKER" ., "DIE RAPFELZIME"
1529 PATA "DIE APOTHEEKE" . "DIE £
BEIT". "DER ARZT".,"DER ASCHENE
ER","DER AUFSCHNITT"."DAS AUGE".
"DER RUSFLUG" . "DER ALSCANG" ., "AUS
LEZETCHHET ", "DER AUSHILFSKELLNER
" "AUSLAKDISCHY  "DIE AUSSTICHT",
LAS AUTO". "DIE AUTO EBRHN", "DAS B
ABY", "DER BACKERCLIDRY, "DIE BACKE
REICUMAR" . "DER BAPERANILG", "DIE B
DEHOSE", "DIE BADESACHEW"."DAS BA
DEZIMMER" . "DIE BAGEWANME" ., "DER B
AHMHOFE" ; "DER BAHMHUFSYURSTEHER" ,
"DER BAHNSTEIG" . "DIE BAHNSTE ICKA
RTE"."BALC" , “DER BALL". "DER BALK
O S "DIE BAMAHE" . "DIE BANE"
20070 PEM {{{ENCLISH YERBS) )}
2810 DATA "TO REMAIN","1% REMALN
ING CPRES, 2", "WAS REMIMIMG < IMP.
2" "REMATHED ¢PER. 3", "TO BRING",
"IS BRINGING (PRES. ., "LAS BRING
ING € IMP. 3, "EROUGHT <PER. ","T0O
THIHK" , " 1S THINKING (PRES. 3"."U
AS THIHKIMG ¢ IMP, 2", "THOUWGHT <PE
R.2".,"TO BE ALLOWED", "1 RLLOMED
CPRES. 3", "MAS ALLOWED < IMP. 3", "
WAS ALLOWEDR (PER. »"."TO ERTY,"I%S
ERATING (PRES. 2", "WHAS EATIHL <IM
P 2", "H/TE CPER. 3", "T0O GO ¢BY VEH
ICLED?", "IS GOIHC CPRES. X", "HAS G
OING CIMP. D", "HENT C(PER, 2" "
2026 DATH "TO PLSH".,"I% PLEHING
CPRES. M, "MAS PUSHINC (IMP.Y","P
USHED (PER. X' "WILL PUSH ¢FUT. 2"
;"HRD PUSHELD (PLLL ¥, "TO CHEER",
“I% CHEERING <PEEZ. )", "WAS CHEER
1HG CIMP. 2", "CHEERED (PER, 2", "LI
LL CHEER CFUT, >","HAD CHEERED (P
LU, 2", TO LEAD", "IS LEADIHG (FPRE

S, "WAS LERADIMG < THMP, X", "LED ¢
PER. »", "WILL LEAD <FUT, X, "HAD
ED CPLUL ¥ "TO CHAT!", ™IS CHATTIN
G CPRES, X, "WAS CHATTIMG (IMP. 3"
SMCHATTED CPER. 2", "WILL CHAT CFU
T. 2", "HAD CHATTED <PLU, Y, "T0 CA
TCH A COLD","IS CATCHING A COLl
CPRES. 2", "HAS CATCHING A COLp ¢
MP. Y "CALCHT B COLD <PER, 3", "W
LL CATCH A COLE CFUT, 3, "HAG CAL
GHT A COLD <PLLL. 2"
2580 REM {{{LERMAN YERBCH)Y
2519 DATA "BLEIBEN"., "BLEIET"."BEL
IEB" ,"IST GEBLIEBEH".,"BRIMGEH", "
BREINCT", "BRACHTE" , "HAT GEBRACHT"
 "DEMKEN", "DENKT" , "DRCHTE" , "HAT
GEDACHT" ., "DURFEN < U MU, "DRRF™ , "I
LURFTE". "HAT GEDLURFT"."ESSEH"."15
ST, "ASS", "HAT CGEGESSEM", "FAHREN
"3 "FAHRT CUXA", "FUHR" , " IST CEFAH
REMN
2528, CATA "DRANGELH <U A", "DRAKG
ELT cUR", "DRANGELTE <LAY, "HM
GEDRANGELT <A "HWIRD RAMGELHK
CUSA", "HATTE CEDRANGELT SLUA", "
UBELH" " JUBEL", " JUBELTE" , "HAT CE
JUBELT", "WIRD JUBELH", "HATTE CE.J
UBELN", "FUHREN <L, "FLIHRT 100
"L YFUHRTE CUMI", "HAT GEFLUHRT <L)
Y, "WIRD FUHRER <L MJ", "HATTE FLIH
RT <UM" "PLAUDERH" ;. "PLALDERT" , "
PLAUDERTE" . "HAT CEPLAUDERT", "WMIR
D PLAUDERH", "HATTE CEFLAUDERT","
SICH EREKALTEH <UR", "SICH ERKALL
T CUAY; "SICH ERKALTETE: LA, "H
AT SICH ERKALT <loAs, "HIRD ERKAL
TEN", "HATTE SICH ERKALT"
J88@ REM {EHG.DEFINATE ARTICLE}
SA16H DATA "HOM. MASC. . "HOM. FEM
MO "HOM. HEUT. ", "HOM. PLUERAL", "R
CE. MASC. ", "ACC. FEM. Y. "ACC. HEL
T " "ACE. PEURAL", "GEN. MASC. ™"
GEM. FEM. ", "CEM. MEUT.","CEM. PL
URALY . "DAT. MASC. ", "DAT. FEM.","
DAT. HEUT.".,"DAT. PLURAL™
1996H REM {GER.DEFIMATE ARTICLE}
A510 DATA "DER" . "DIE". "DASY., "CIE
S rBENT L EDIEY DRSS! YDIE!, BPESY,
"DER"; "DES" . "DER", "DEM" EDERY, "
EMY, TORR
40006 REM {{EHC. THREF . ARTICLEY
4010 DATA "NOM. MASC. ", "HOM. FEHM
LM MHOM, HEWT, " "HOM. POsSY, M
B VHASE . YN AC T, FEMG M MRS S MENT
JULMACG, POSS. Y MGEN. MASL. M, "CE
K., FEM.","CEH, MEUT."."GEM. POSS
LG MDAT. MASC, YL M"DAT, FEM. " "DAT
HELUT .0 BRTL RESS s
4560 PEM £ fOER, THREFE  ARTICLE »
4516 DATA “"EIH" , "ETHE" . "L TF
THE" (CETHERY, "ETHE"  "ETH" 15
L EIHES R ETRER Y M E TR, = Th
B CPEINENY , "ETHER!™, "L IHEHY MR

Ehat
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i REM ¥¥PRINT INSTRUCTIUNSEE
S PRIMT AT 0,08 "THikuy"

18 PRIMT "IN THIS WAME YO M
LEST  IMAG LHEY

2 PRINT "SOU HAYVE A FILE OF M
FITOHES THY

#@ PRINT "FRONT OF YOU.THE 1DE
H OF THE"

4 PRINT "GAME 1% TO TAREE MATC
HES FROM THE"

=0 PRINT "PILE UHTIL THE LOSER
HHES To THEE"

3 PRINT "THE LAST MATCH.BUT T
HERE IS A"

7A PRINT "LIMIT TU THE AMOUNT
DF MATCHES  TAKEN. "

g PRINT

1608 PRINT "  HOW MANY MATUHES A
IFE. THERE IM THE FPILET "

116 IHPUT H

115 PRINT M

128 PRINT

1548 PRINT ™ HHAT I35 OUR LIMIT
CONCERHLIHG MATCHES BEIML TARENT
LI

A

156 IMPUT H

188 CLS

ieS FEM XRCHECE LIMITEX

17 IF H<>1 AHD H4M THEN COTU 2
21

183 PRINT "LIMIT IS TO HILH UR
LW FOR A LOul GAME"
2168 GOTO 166
@ PRIMT "DO YOU WIsH TO GO FI
25T CYoHa"
30 LET Z=@
240 IHPUT A%
2568 IF A%="%Y" THEM LET 2=1
260 LET Y=@
278 LET X=9
275 REM #¥PRINT SCOREXX
220 PRINT AT 8,2 "LAME PILE" ;M

.'-."!:Ifi FRIMT "YOUR PILE:"§¥

“AG PRIMT AT 18,4 "MY PILE:":Y:

E_

FIT =,2:

1 REM ¥¥LHECE IF FINISHELDWX
26 IF 4 THEH LUTO 556

S0E BEM ERIS IT COMPS GLER
Z=h THEH LT 2eE
¥EFLASH LIMERE
T /AT 19,21 TS
B &b

AT 19,2 "1ts wolr 9o
L (O

1F IMEEY$="" THEM CUTO 326
LHPLT H

FEM ¥3CHECE EHTRYEE

IF A>N OF fA=E THEN COT0 3396

YOLIR "

FEREHE
Me=H-r
1 2=a
1 LET M=xH+R
475 REM ¥FREPRINT BURRD®X

SeE LOTo 286

S REM ®XHAS COMP LOSTEE

393 IF M=1 THEW COTU 514

9% REM O ERHAS COMP WOMNESY

A9l 1F M=H+1 THEW COTO 47@
485 LET Z=1

47 . REM XEFINHD COMPE GO

411 LET A=M=CN+1 DEINT (CM=13CH
L I |

411 IF RHD>3,1 THCH GOTO 428
412 PRINT AT 21,8, "00P%, 1 THINE
IVE MALE A MLZTAKE"

412 LET A=IHT ¢ RHND¥HI+1

415 REM ¥¥REHEW VYALUEZEE

4268 1F A~ THEW LET A=H

Az1 LET ¥=Y+F

436 LET M=M-A

A%1 LET As="ES"

422 1F FA=1 THEHM LET As=" "

448 PRINT AT 20,2;"1 TAKE "srA:"
MATCH" ;A%: " FkWAY "

445 REM TYREPRINT SLUREYRY

456 LOTO zZB8

478 PRINT AT 21,2:"%%1 MIN®x"
488 LET fA=mM-1

438 LET Z=3

YALUESEE

e

RS

-

and the maximum number of
matches which can be removed
from it at once. Then you and the
computcr take turns to remove matches.
The object is to force your opponent to
remove the last match,
Twiggy was written by M Clarkson
of Leeds for the 16K ZX-81.

SET THE SIZE of a pile of matches

SHE GOTO 426

310 PRINT AT 21,2;"%kI LOSERXHO
T BAD,SEEM BETTER, "

S04 LEYT A=l

S35 LET Z=3

=4l LOTO 428

545 REM #¥FLASH LIMEXE

556G PRINT AT @6 "D0 YOU WANT A
UHTHER GAMESYAM 27"

551 GOSUR 638

252 PRINT AT 4.6: "o wou want a
nother Dame{dsn® "

553 GOSUE o0

954 IF 1HKEY®="" THEH GUTO %58
2965 IHPUT He

00 IF As="H" THEW MEW

518 CLS

620 CUTO 184

£S5 REM #kDELAY FOUR FLASHX¥
£38 LET S
648 LET S=5+1

650 COTO 20¥CS=3 UR IMKEYSLHM""D
+E40

=68 RETURH
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~
A

18 PUKE 23€39.2°' CLEAR 32767 218 IF INKEYS="4" AND al4i=3 TH 23=2: GO0 TO 116
BORLER @' PAPER 7: INK @' BRICHT EH PLOT 9&. 1684+ DRAL =32,-22+ PL 498 IF =2=3 AHD af3)=0 THEHM CIRC
1: CLS « GO SUB 18869 0T &64,184: DRAW 32,-32: BEEP .0% LE 176.48,16: BEEP .85,5: LET ac
26 LET ecs=A° LET wus-=0 187 LET addd=i: GO TO 296 Sym2: GO TO 118
38 DIM a9 LET p=IHT «RHNDEE 220 IF IHKEY®="5" AND ac5)=8 TH 406 IF z=4 ANHD a4 =0 THEH CIRL
+1 EM PLUT 144,184 DRAW -32.-52 ; LE 88,28, 1&5: BEEFP .B5.5: LET 24

58 FOR i=2 TO 26' BEEF .82, 3200 LOT 112,164: DRAW 32,-32 ymZe GO TO 118
A 1+5 3 PRINT PRAPER P H1 1.8;" B85, 18 LET acSi=1: GO TO 418 IF ==5% AHD ac% =8 THEH CIRC

ST S B e 1 WEMT 1 238 IF IHKEY®H="E" AHD a ) LE 128.88,16+ BEEP .05,5: LET 2
6@ FRINT PAPER P:RY 1.8;" EH PLOT 192,194 DRAW =-32,-32: P Sh=2 GO TO 119
M T LUT 1e@, 184 DRAW 232,-32: BEEP . 428 IF ==& AHD 3{&3=0 THEW CIRC
28,8;" 85,19 LET ac&r=1: GU TO 296 LE 178.88.1& BEEFP 63,5+ LET af
M 248 IF INKEYS="7" AND a¢7)>=@8 TH 6i=21 GO TO 118
78 PLOT 184,168 DRAMW P,-144- EN PLOT 96,1%2: DRAM -32,-32: PL 438 IF a=7 AND af¢? =0 THEN CIRL
PLOT 152,168: DRAW 8,-144° PLOT OT e4.13532: DRAW 32.-32: BEEP .25 LE 8@, 136,16 BEEF .85,5: LET af
SE.,112 DRAW 144,81 PLOT SE&, 64 18 LET ad?i=1: GO TO 298 Ti=2: GO TO 118
DRAKM 1448 258 IF INEKEY®="8" ARHD a(8 =3 TH 448 IF ==8 FAHD a(8>~=8 THEWM CIRLC
Bd PRINT OVER 1:AT 2,.7"7 EN PLOT 144,1%2 DRAM =32,-37: P LE 128,13€,16: BEEP .85,%: LET a
=] PYIAT 8.7:"4 B & LOT 112,1%2 DRAM 32.-32: BEEF . cHy== GO T 110
AT 14,7;"1 o < bl 85,18 LET acg)=1 GO TO 290 4568 IF =2=9 AHD a{9 )= THEN CIRC
98 LET r=INT fPHUT’=' IF r=08 T 268 IF INMKEY®="3Z" AND a9 =0 TH LE 176,136,161 BEEF .B83.5: LET a
HEN GO TO 348 EN PLOT 192,152: DRAL =322,-32: P C9Hm2: GO TO 118
188 PRINT AT 2.8, "Y0U ARE ¥'s: - LOT 168,152 DRAW 32.-32: BEEP . 4608 GO TO 268
"3 FLASH 1;"YOL START" 83,18 LET at33=1: GO TO 258 478 IF a(7i=a(82 AND ad? i=alg’
GO TO 178 278 FOR f+=1 TO 18: BEEP .65%.20- AMD ac 734 »@ THEWM PLOT 56,136 DR
118 GO SUB 478 BEER .B85,8' HEWT ¢ AW 144,8: PRUSE 15: GO TO 4904
128 FOR i=1 TOU S 288 GO TO 168 488 CO TO Sig
138 IF a¢i =0 THEN GO TO 168 298 GO SUB 4704 456 IF adV¥=1 THEN GO TO 586
148 HEXT 1 388 FOR i=1 TO 2 568 IF al(7)=2 THEN GO TO 826
156 L0 TO 848 18 IF a1 =0 THEM GO TO 3% {6 IF acd =%y AND af 4 i=ac s
168 PRINT AT B.,13;" 5] 328 HEXT 1 AMD ad 4 3< 8 THEM FLGT 56.88: DREA
FLASH 1:"YOUR MOWVE" 330 GO TO 848 W 144.8: PRUSE 15 GO TO S532@
178 PRIWMT AT Z21.,8)"PRESS Ho. 0OF 348 PRINT AT B.68;"Y0l ARE ¥'z:'-— 5268 GO TO 558
SEUARRE YOU REQUIRE " PARUSE & “; FLASH 1;"THE COUOMPUTER =TARTS" 55368 IF ac4)y=1 THEN GO TO 860
188 IF INKEY®="1" AND at1=8 TH i FLASH @: PAUSE 156 GO TO 3s50 5408 IF al4)i=2 THEM LU TO =220
EM PLOT 9&,%€' DRAW -32,-322: PLO 358 PRINT AT 21.,8: FLASH 1."REM 558 IF adi a2 ARHD agid=ar3)
T 64,56 DRAW 32,-32+ BEEP .85:1 EMBER") FLASH @;" A COMPLETE L AHD af13{>3 THEN PLOT S&.48: DRA
B: LET aclil=1: GO TO 258 INE LOSES"* PRINT AT B,13:" W 144,8: PAUSE 15 GO TO 570
198 IF IHKEY&="2" ANl ac2i=@3 TH "; FLASH 1;"COMPUTERS MOVE": PAL S€a GO TO 596
EH PLOT 144,55 DRAK 21 PL SE 188 57A IF acis=1 THEM GO TO 200
OT 112,96 DREAK 32,=32: .ﬁh L HEE LET 2=IMT (RMHD¥3I+1 S88 IF a1 =2 THEHW LO TO £20
»18: LET 1(-*—1- rn T % 378 IF 2=1 AHND ac1l>=8 THEN CIRC 5908 IF acli=ac4y AND 8¢ 1 d=al 7"
288 IF INKEYSi=" LBl TH LE 88,48, 16 BEEP .85,5: LET afi HHD X0 1)2<00 THEM PLOT 89,160 DR
EN PLOT 193,56 fFHh 1 =2 GO TO 116 Al @,-144+ PAUSE 1% GO T £18
OT 164,56 DRAM 22, =32 SEE RS b} 3868 IF a=2 AND a¢Z =0 THEWN CIRC S8R GO TO &368
A8 LET ac8i=1: G0 TU 299 LE 128,48,16: BEEF .B8%5%,% LET ad 18 IF acdi =1 THEW LU TD 200
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628 IF adl =2 THEW GO T 229
528 IF {2 y=al@n
AHD ad 2 < >a PLOT 128,188 [
RAK @.-144 PRAUSE 15 LO TO &S50
G648 GO TO &7@
658 IF a(2)=1
668 IF

THEM CQ TO 26E
2 THEW GO T
&78 IF Al gy AND a3
AHD a¢ 3248 THEM PLOT 176
RAW B,-144° PRUSE 15 G0 TO &9°
3G GO Tu 716

698 IF al3>=1 THEH GO TO
788 IF ac3y=2 THEM GO T
1@ IF al3d=alBm) AMDY 33 0=a(?>
AN 233428 THEW PLOT 68, 156: DR
Al 126,-136+ PAUSE 15 LO TO 738
TEB GO TO 756
7a8 IF ac3)=1

02

THEM GO TO 288
748 IF a3i=2 THEN G0 TO 824
758 IF adll=a05) AMD afl =aca)

FAMD afl >3 THEM PLOT 196,1%&° [

RAKW —-136.-136: PAUSE 15 €O TO 7

va
TEE GO TU TOG
778 IF aci>=1 THEW L0 TO 208
70 IF adlo=2 THEM 0 TO 224
798 RETURH
8068 PRINT AT Z1.6:" 0O LIHE OF

‘MAgi— U FLASH 1:"YOU LOSE": F

LASH @;" ": BEEF i{,=18: LET ¢

==catl: GO TO 876

B1G BEEP 1,-18: LET cs=cs+1: 0
TO 878

228 PRINT AT 21.68:"

.'r_r!___. T iy FLF‘L‘H 1 LY

LASH &' L

833 BEEP 1,-14: LE
T S7e
B48 PRIMT AT 21.8:"

TONS:—  "; FLASH 1;"Y00 WINY: [

LASH @;" [

B58 FOR 1=1 T 24 BEEP .@3, 12
MEMT i

el LET uy==gy=<+1+ G0 TO 276G
IF c=2=5 THEH FRINT AT
1" HRED=-LINES! THE

I3 504
COMPLT

ER WIHS "
BEEFP 1.8
LET uz=@"
ot}

FLASH 1"

OMPUTER! "1

1,16

EEEF
REEP &
GO T

IF 9a=5 THEH FRINT AT &.6:

YU HAYE BERTEN THE C
L0 TO =EE

298 GO TO 950

98 FOR a=1 TO 4

918 FOR 1=0 TO 26 STEP 3+ BEEP
B5,i: HEXT i

920 NEXT a

236 FOR b=l TO 25 STEP 1 BEEP
B3, b HEXT b

943 LET ce=@ LET wa-g: OO TO 9

76

958 PRIMT
RE:"
TAB H31:M "
9580 PALUSE
HT AT 22.8:;
TINUE GRME

JeasTRB 124 "YOUR

AT 8,6;:" COMPUTER <SC0
SCORE + " ;4

1B POKE 23653.1' PRI
"PRESS FANY KEY TO CON
": PRUSE @: POKE 232¢

59,2 LS Lo TO 38

976 PAUSE 1688: POKE 236%%.1: PR
THT AT 22.68;"0D0 YO WAHT T0 PLAY
AGAIN YN PRUSE O |

599, 2

288 IF IHK
o TI 3@
296 STOP
13068 PRINT
E.‘ i ”HHR["—
iG1a PRINT
game 15 to
G B2 g TP
=1 ther

1828 PRIMT
A round 9ol

1-|,-'j-=1_ 8 PRINT

EvE{ >0 THEM-CLS r G

AT 1,11
LIMES"""
PN The ocbaect

£111
= com 1

FRPER 2: INK

0=

Eack

Frint
decided at ran

FLASH
KEY TO 5

(== = [ e
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UR CHALLENGE earlier in

the year to write a Noughts and

Crosses program in which the
computer took part resulted in several
programs being sent to us, the best of
which was printed last month. Stuart
Humphreys, Pip Wright and Ian Hum-
phreys of Newtown, Powys took the
basic formula of the game and changed
it round to produce the game Hard
Lines for the 48K Spectrum. Here the
idea is to avoid either you or the com-
puter forming a line. If no line is
completed you win the game; if not, the
computer wins.
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PAPER B INE 7 L

(131,191.8

o ¥ HHEMT
& LET m&="_fa
7 LET 9—=IHT ¢RNDFE6E+5
=0t LETSa=Esy | ET
=0 LET B
“CLET B
L EET 1=/
18 PRINT AT 12,1: IHE
0 P B A R R B ] & P =5 A =
e R G R ae e ek 6e)

Rl ) T

e 1 T kit PRINT AT 28-n
RNEMT 1y PRINT AT 20-n.3

17 LET keh+i
iz IF h=ig

THEM FOR w21 TO G
= =1 FRIMT AT wm.3@1" " HEXT
n: LET h=Z: LET x=2G: GO Td 15
PRINT AT ~.w=1.m¥%

4 PRIMT AT a.b-1; IHK &:b%
31 IF RHL>. 95 THEN LET 1=l
45 IF INKEY#="@#" THEN GO TO 11

5]
4 LET w=4+{ THEEYS="8" AND w43
@3 AND I=C INKEYS="5" AND 431
FIML )

45 TF 1=1 THEN G0 SUB 269

5@ 1IF IHKEYS="7" AMD @=30 AHD
sermpf=—h4l THEN LET x~=x=1°' PRINT

AT 3e49; "AY AT w+1,42 70"
5% IF IHEKEY#®="6" AND {28 THEHN
LET x=x+1: PRIHT AT =,4;Y"A":AT

e dy g e
EA LET b=h+(RHD>.5 FAND BL{28)-C
RHOS S ARND b>Z2 )
78 IF »=20-h+1
Wi CPRIENT AT ==1oast !
260 LET ac=sc+l
B3 LET b#=" EF "
S IF 2e/243IHT (3223 THEHW LE
T bE=" GH "
S92 fF 1=1 THEM LET s=s+1: LET
1=5 3 e :
168 L0 TO 29
118 1IF m&<>" B " THEH GO TO 28
i1l LET m%=" § "
112 LET sc==c+b
1159 FOR n=13 TO a+l STEF =1

120 IF SCREENS (n.dd=" " THEM P
RINT AT m.9: INK S:"0C": BEEP .@1
A0 GO TOS 1S

121 1IF SCREEHS ¢n.492=" " THEN G

0 TO 15
130 HEMT n
146 GO TO 1%
20 IF SLREEHS Cs.bidM" o
PRINT AT =,k """

THEN
BEEP .01.s: PR

INT AT s,k " LET ac=mac—5' LET
==1&' RETLRN
285 PRINT AT s.bi"%"« BEEP .81,

£: PRINT AT =s.b;" *
218 LET s==+1

THEM LET m%=" B

#
2

Y

.,

OU ARE a bricklayer who has
just completed a wall. A bird flies
over, dropping rocks which chip

away bricks.
Repair the wall by climbing to the
top of the ladder on the right of the

screen to get some bricks and place
them in the appropriate place.

M Green of Maidstone, Kent, who
wrote Brick a Brack for the 16K
Spectrum, says that a score of more
than 1,000 is excellent.

268 PRINT AT 12,11
SCORE="; FLASH 1l;zc
208 FOR n=1 TO 4646: HEXT n
468 (LS
=G RUN
1884 PRINT AT 5.9
K=FA=-BRACK"

INVERSE 1;"

FLASH 1:"BRIC

DEMOL ISHED=-% Pointa"

1408 PRINT **" EVERY SECOMD LA
STER=1 Point"

1458 PRINT ‘" "USE CURSOR KEYS TO
MOVECS, 8, 7,82 2"
1466 PRIMNT **"

PLACE A BRICK."

USE "rgue TO RE

211 IF ==21 THEM GO TO 236 1188 FPRINT AT 7,2 "POINTS: " 1503 INPUT "PRESS EMTER TO PLAY.
22| L0 TO 264E 1206 PRINT AT 9,18 "BRICK=S Poin LT
250 PRINT AT 14,11; FLASH {;"BA tz" 1668 CLS RETLRHM
O LRk BEEP 1,-106 1366 PRINT AT 11.6;"EVERY BRICK 23999 SAYE "braick!" LINE 1
38 SINCLAIR PROGRAMS Ocrober 1983



"-l .?'OU ARE a submarine-destroying
ship armed with 350 depth

charges. Your equipment contin-
ually throws shock waves towards the
seq bed. When a submarine is within
range the shock waves will bounce back
more quickly than usual.

Judge from the shock waves how
deep to set the depth charges. You will
have two strikes at each submarine. If
you miss they will fire back and damage
your ship.

Depth Charge was written for the
16K Spectrum by Neil Seward of Yate,
Bristol.

DEPTH CIMRGE

LS
MK A BORDER 3 FLASH
LET GO=8: LET J=16
LET L=6
LET PL=246
LET W=
PRINT AT @,4; IHK 1:"D E P
TH CHARLE"

20 PLOT G,8: LRAM 255,06 DRAK
8,163 DRAN -255,9° DRAM B, -163

25 PLOT 259, 106

36 DRAN ~15%, &

S5 DRAL B, - 109

4G PLOT .96 DRAW 96,0 LRAb
B, ~36

4% FOR §=10 TO 26: PRINT AT 1.
10 IHK S;"CLi%isp s MEXT f

56 PRINT AT 14,63 1HE 8 PAPER
55 PRIMT AT 15,%: IHK A PAPER
Sit— ~USAT 16.6; INK B PAPER %
P LA | |

68 PLOT 116,162 DRAW 6,-63

78 PLOT 7,7 DRAW 8,82

72 PLOT 7.7 DRAW 86,0

B0 PRINT AT &, 1€: PAPER 4 “LiM
PUTER"

30 PRIMT AT 2
95 PRINT AT 3,

4,

oy TRt

-

ol i "CHARGES=5E"
1 THK 2 "HIT%:..
5 mglr

168 PRIMT AT 1 "DAMACE==a"

118 LET CH=G@! LET H=@: [ET ji=

115 GO SUB €866

126 FOR F=8 TO ¥ REARD £ POEKE
USR "a"+F,A: MEXT F

125 FOR F=8 TO 7' READ A: PUKE
USR "k +F, A+ MHEMT F

138 DATA 1,3,3,127,255,255,127,
A,8,132, 192,248, 255, 295, 244,06

148 PRIMT AT &.,1%; "ALL SYSTEMS
oy

158 FOR F=8 TO 7: READ 9 PLOkEE
UER "e"+F.A*® HEXT F

155 DATA 23,46, 175,178, 246,45, 1
vE, 178

280 IF L>*1 THEH LET L=INT « 3t%R
ML 41

205 IF chal THEHW GO TO 2@

218 IF L=1 THEM GO SUE 48014

22l IF GO=1 THEH GO 2UE 46560
388 PLOT PL.3S

318 IF GO=B THEM DEAL —-10,-87
415 IF GO=1 THEH DRAW =16 <bits -
BEEFP .1.,-18- LFEAL B8-=16, W¥e

488 1IF ¢ J=6 0F J=5%3 THEH FRIHT
AT €.15;"2ET CHRELGES HOW": PRIMT
AT 4.,15; "HW MANY FEET L I
15 "IH HUHDREDS. 1=25" 50 T 446
ARz GO TO &84

418 IHPUT "HOW MAMY HUMOEREDS OF
FEET" :FEET

SINCLAIR. PROGRAMS Ocrober 1983
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420 PRINT AT €, 15:FEET¥106:" FE
ET"
425 IF FEET =W THEM LET CH=LH-

1: GO TO S608
58 IF J<% THEM PRIMT
o o e
"IAT 6,15 FLASH 15 F

RPER 4; "TARCGET MISSEDL "

518 LET H=IHNT <RHI#®3E

S50 PRIMT AT 4,145 "0 MISSED T
ARGET" ;AT %, 14; "SUE FIPF% BACK";
AT 6, 14 "RESULT "% "% DAMACE"
SEB LET D=[D+¥

AT 4,15

578 1IF D>=100 THEWM G0 SUB 5965
980 PAUSE 168: PRINT AT 4,14:"

IR Sa1dt
WIRT 6L 145"

398 PRIWT AT 4,30
6008 LET PL=PL-20: IF PL=186 THE
M GO SUB 66686
1986 BEEP .1,108
2888 GO TO 2660
4088 PRIMT AT &,1%: "3SUB 1IN RAHGE
4065 LET W=INT (RWD®LEAL: LET L=
il
4816 FOR F=1 T 2: BEEP .1.,8° BE
EF «1.10: BEEP o1,38: BEEP .1,406
HoBEEP . 1p68: BEEP . 12.58¢ BEEP
1,38 BEEP Aad@s BEER L 1,18
4020 HEXT F

4030 LET =6

4958 PRIMT AT 1%,.0; PAPER %5 IHE
g;% " LET J=J-1: PRIMT AT 15,
Ji PAPER S, "ak"

4BEA IF J=1 THEM LET L=6' PRIMT
AT €,15: "SUB PASSED e
=18: PRINT AT 1%5,1; PAPER %"

PRIMT AT 15,5
LET GO=@: PRIWT AT G155 "ALL S5
TEMS GO RETURM
4678 LET BE=1: LET Go=1
46508 RETLURM
Z0B8 PRIMT AT 15,5

&) FLASH 1ilfces

FAPER 55"~ ="

IMK 2 PAPER

5813 PRIMT AT 4, 1%:"
IerT t;}lr.lill (1]
Sa15 LET H=H+1

3P1s PRIWNT AT 2.9:CH:AT Z.90H

58280 PRIMT AT 6.,1%: IHK 2;"TARGE

T DESTROYED"

S5@9E FOR F=G TO 18: BEEF .A1,-1A
BEEP .1.@: BEEP .1.28: BEEP .1

a4@ BEEP .1.f: BUORDER ¢ RHD$F 5
HEXT F

5048 BEEF .1.16: BEEP .2,46: BEE

B cELEE HEER 3:"16

=028 PRUSE 58 PRIHT T S ] ettt

5108 PRIMT AT 15.%: PAPER S5 "= -
Wi LET L=6' LET GO=G:

5118 LET L=&: LET .J=1A

S50 GO TO abd

4868 FOR F=10 TO 28: PRINT AT F.

13; PAPER &;" g
1 NEXT F

€885 LET pl=248

60Ee PRIMT AT &, 1%5: "SCAMMLIHG ARE.

H "

5318 RETLREH

Ba6g CLS PAPER - IHE 1° BORDE

R 5

8BRS FOR £=40 TO & STEP -1 BEEP
81,28 BEEP .891,58: BEEP .@1,-
16+ BEEF .B1.+' HEXMT f

£818 PRINT AT 2, 1:"Y00) ARE OUT O

F CHARGES"
8020 PRINT AT 5,2 "BUT..."

£638 PRINT AT &, 1: "0 SCORE "iH
;" HITS"

BE4E PRINT AT
WAS “iDun %"
AB5H FRINT AT 28,32
b

BOEE IMPUT A%
4670 IF FAt="y
BEEA STOP

18, 1 "YOUR LRMALE

"AMUTHER (.0 «

" THEHM RILIM

IEPH FUR F=@ TU 22 BEEF ,1,F F
EEF .@31,16° RAMDUMIZE USE 3286
MEXT F i

3310 BEEP .4,20° BEEP .%, 16 BEE
P L2200 BEEF .6.16

3026 PRIMT AT %% BRIGHT 1, PAP

ER &
N
9838 IME 2 :
FRIWMT HT 7.2 "Y0U HAD

IME 1:"THE SUiB DESTROYED ¢

2546 " H
HITE"

IG41 PRINT AT 9,2: PAPER 2 THK
6:"THE DRAMAGE WAS TO MUCH ":AT 1

G, 25 "R SHIP

P53 PRINT AT
PR

IBED IF IMKEYSE="4" THEH RLH

3973 IF IMKEYE="n" THEM STOP

S686 GO TO PESE

PIAS BLOWN TO BITS

2108 "AMOTHER CaHE

40
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HE COMPUTER will select a
three-digit code number in Code
Breaker which you must de-
code as quickly as possible. Enter your
version, one digit at a time, and the
computer will tell you which numbers
are correct. It should be possible to find
the number in fewer than 10 attempts.
If you are completely baffled enter A, B
and C for the correct answer.
Written for the 16K ZX-81 by B
Merry of Clifton, Bedfordshire.

165 REM “COBE!
12 PRINT "=00 ¥OU REQUIRE THOT
RLHTOMS T (et o L
12 PRUSE 4E4
14 IF THEEYS="Y" THEN COSLUE 20
B3
5 LET N=@A
16 i
17 FRINT TAB 12;:"THE 13T CLUE
SHOWS" : TRB 12: "ANY RICHT DIGITS
i TAE 12 "IH THE right PLACES. "
18 PRINT TRE 12;" ";TAB 121“TH
E 2ND CLUE SHUWS":TAB 12:"ANY RI
CHT DIGITS":TABE 12:"IM THE wrono
PLACES, "
28 LET Z=1
48 LET H=1
58 LET RA=IHT (RHD#1E)
&8 LET BeINT (RMIxE10 >
78 LET C=INT ¢RND¥1IE )
B2 LET =8
B85 LET J=f
B& IF N=17 THEN GOSUE 2660
A9 PRINT AT MW,@)"===";
128 INPUT R
118 INPUT <
128 INPLUT T
13% PRINT AT H.B:R:S:T:
137 LET Ne=N+1

148 IF R=A AND S=B AND T=C THEM

GOTO 929

158 IF R=R THEW LET I=2

168 IF S=B THEM LET I=I+Z

17@ IF T=C THEM LET ImI+2

198 IF R4 AHD ¢<R=E ANl S<5R
ARND T<MED OR CR=C AND S50 AND T
€3CHhy THEM LET J=2

280 IF S4B RAND (cS=A AND P<NE
AHD T<XR) OR (S=C AND R<M: AMND T
L2033 THEN LET J=+2

285 IF T<»C AND < T-R AHD RSB
AHD SLME0 OR (T=A AHD R<»A AND S
CHATY THEM LET Jm+7

210 IF R<>A AND S=A AND T=A THE
N LET J=Jd+2

213 IF =438 AND R=03 AND T=B THE
N LET J=J+Z

28 IF T4MC AND R=C AND S= THE
H LET J=l+7

238 PRINT TRE 7:1:J

240 LET H=H+2

26 GOTO B2

1888 PRINT AT 1%5,11;"conaratnlat
ionz"

1820 PRINT AT i16,11:H:" TRIE":
1825 IF H»L THEN FRIMT "S5t

1836 PRINT AT 17, 11:"ANUTHER GAM
ET C¢YsH¥"

1848 PRUSE 4E4

1858 IF INKEY®="H" THEM STOP
1866 GOTO 15

2eea CLS

28 PRINT "THE IDER 0OF THE GAME
IS TO CRACK THE THREE DIGIT COD

E WHICH WILL BE GEMERATED BY THE
COMPUTER, THE DIGITS WILL BE I

H THE RANGE OF 8-3.AT THE START

OF THE CAME --- MWILL APPEAR AT T

HE TOP 0OF THE SCREEM. THEW IMPL

T 3 HUMBERS EACH FOLLOWED BY M-
LYOU WILL THEN BE GIVEN CLUES,
AS TO HOW CLOSE TO THE HUMBER

YOl RRE. THESE WILL BE EXPLA
IHED DURING THE GAME...harPy cod

aJeracking

2038 FPRINT

2848 PRINT “Pres= 3 keu to conki

nuel

28053 PAUSE AE4

2068 RETURM

A888 LET h=a

3818 PRINT AT 19,081 "plesaes cobwu

dawr and informationthat «ou nee

o 18 1 have run outof proomees

2 3 key to continue

38260 PAUSE 4FE4

JR25 CLS

#8308 RETLIRN
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OVE YOUR car around a fixed
Mtrack. Turn right with “8”,
left with ‘5", brake with “6,
and accelerate with “7”. Do not keep
your finger on the steering keys or you
will find yourself turning more than
once and crashing into a wall. Imagine
that you are the driver of the car, so that
what appears to be up or down on the
television screen involves a turn either
to left or right.
Grand Prix was written for the 16K
Spectrum by C Stock of Chelmsford,
Essex.

19 GO Td P16
181 FEM ¥Main loopk

IF INKEY%="5" THEH LET c=a-
a=-b' LET b=c
138 IF IMKEY®E="g"
b==a: LET a=¢
14 IF INKEY®="7"
T IF k<1 THEHW LET
158 1IF IMKEYE="g"

THEHM LET c=b

THEN. LET k=k-—
k=1
THEW LET k=k+

168 IF k>43 THEN LET k=S@:
2688

178 PRINT AT w9.x;"Cisp )"
=943 LET m=x+b

188 IF SLCREENE (9.x)<>" " THEN
LET 9=y=a: LET smx—b: LET k=58
PRIMT AT w.,x; FLASH 1) PAPER &;"
%"+« BEEP 1.5,=14: LET s=s+380
281 PRINT AT w,x;a®a+2,.b+2): B

coT
LET w

EEF .88,8: IF €=l AND x=1 THEN G
0 T 418

216 FOR n=1 TO k: MNEMT n' LET =
=a4+20+k ¢ GO TO 126

231 REM kEStartikx

16 PRIMT AT 8.2: PAFER 3;" Pre

any kew to stapt U
'@ PRUSE @ PRINT AT @8,2;

PARPE

R e e A e T | _
430 FOR 9=1 TO 4: PRIMT AT 1.,4;
INK 2; PAPER 85 FLASH 1; BRIGHT
1" " BEEP .5.8: BEEP .5,12' N

ExT 9
358 PRIMT AT 1.,4: PAPER #4;" "

EEEFP .2.24: PAPER S

360 GO TO 166

481 REM ¥FFinizhikx

428 PAPER &' PRINT AT 7.9:" Poi
ntsm" ;e " o
438 FOR n=1 TO 38: BEEP ,1.,C(RND

¥Z0+18 2 HEMT n

443 IF s=ihs THEM LET hs=s

468 PRINT AT 8,8;" ToP Scors=";
Fest "

498 L0 TO 478

41 REM ®¥XVariableskxy

618 LET hs=100088: DIM a®{3,3>
628 LET asc1iiy=" A"+ LET a®¢2>="
B C": LET a®({3)=" D!
625 LET s=8: LET k=S@:
LET @=1:' LET a=8' LET bw=i:
R 71 CLS

G338 PRIMT a0t b0 i gl 500054 Mt o
HAMMM MMM LKL 8P THMMMM MMM
HHC L8P THHHKMMMM MMM 2X1 3P MK
CIHRLAP DRGSR Mool i b4 3 3 M 2
Eiap MO ZELEP DHHMMKC 2XiaP IKKC 2%
BF JXMC L2X1ap DO 1P DM 2X1 AP KM
HAC2KIaP I ZHLaP IMKC 2L P DMMMMK
MAHCZXLaP KO 18P DXMCEXKLSP JKHC 1ap
IHMHE 18P MM 2N LR JHOERLSP NG Lap
JAMC LEP DHMMHEMMC 2RI 4P INHC 18P JMMMC
18P JHMMC 18P DM 21 AP IHMC2Xi8P 2HMHC
1SP DHHCIRIER 2 0MMC 18P DM 1ap MM
CaMpiaP DMMMCZ2RLSP JMMC LaP DMM MMM
MMM 1P DM 2R LEP DENC KL aP DM
ClaP JHKKC LaP JXHRMMM MM HMMA AN 2P I
HOZKLSP MMM MMMMML iap I 2R 8P 0¥
HHMCEXLSP IKKCZ2k1L P I

6413 PRINT "X isP DXEMKMEMKHMC 18P
AEMC 2RISR DMMMM 2H1sP IMMHC 185 IMC

LET x=2
PRFE

CEISP DMK 1P JMKC TH1SP IHMC 2K 18P IX
MM LeP DHRCIKLaP JMKC 18P JMMHC 1ap )
HHC 2K 18P IXMEHHEKHMC TRL12p IHKC OX1s
PR 1ap MMM 1ap dMME 2R 1P SRMMMMN
PHEMEHA AN AN LaP JHHMMC 1 2P MMM 18
P IHKC L ap DHMEMMM A MMM MMM B 1
SP YHMKC LSP IHHC L8P MO IRIEP XA 4
KisP 2HCEXLaP DREKCZK1ap JXC AR 1P X
HAHARKC 2K 8P DR 2K14P JXC2R18P JHRN
ARMHMENC 21 2P D4R 1 2P IHMEMMMMHL 3
KispP MO N 18P MM 2X 18P 00
MMM MM MMM M 2R L P MMM 29K 1
AP DL B i D e 5 e
P

538 PRINT AT 1.2 PAPER 5i"C"
&7@ GO TO 318 =
781 REM ®kIntroductionkx

718 BORDER 4 PAFER 7: CLS ' PR
INT AT 5,65 IMVERSE 1;" G R AN
b PRI X™

723 PRINT AT 14.,9)"5/8 = Steeri
nd"JAT 15,18;"7 = Throtile" ;AT

16,18 "6 = Brake"

818 FOR c=@ TO 31' READ o' POKE
USR “A"+c,d: HEXT c

528 PAUSE @' CLS + GO TO &1@

5981 DATA
5,123, 165
218 DATA 258,248, 189.0.0, 189,24
8,255

528 DATA 255,31.1859,8.8., 189,31,
255

938 DATA
1,195,231

31, 195,231,231, 231,16

165,129, 165,231 ,231.23
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ALGF

PROGRAMMVMABLE

ABOUT OUR PROGRAMMABLE
INTERFACE

Surpassing the outstanding specification of
our Interface Module II which still offers
the best software support at its price, a
Joystick Interface that is compatible with
ALL SOFTWARE through its unique hard-
ware programmable design.

The Interface plugs on to the rear connector
of your ZX81 or ZX Spectrum.

Quick clip-on connections, which are con-
figured from a reference card supplied, allow
you to define which of the forty keys are
simulated by which action of the Joystick.
A pack of ten Quick Reference Frogramming
Cards makes setting for your favourite games
even easier. These can be filled in to show at
a glance the configuration required and
stored in the cassette case of the particular
game. When you change to a game using
different keys the module is re-programmed
in a few seconds.

As with our Interface Module II the Pro-
grammable Interface accepts all standard
switch Joysticks that are Atari-compatible.
Two sockets are available which are con-
nected together for two player games which
use the same keys for both players.

The Interface resides in the keyboard
address space and does not affect its opera-
tion or interfere with any other add-ons. A
rear extension edge connector will accom-
modate expansion of your system.

The unique AGF key simulation principle
makes it extremely easy to incorporate
Joystick action in your own programs. All
eight directions and fire are read by simple
BASIC.

With every order comes a free demonstration
program called ‘Video Graffiti® plus a full
set of instructions.

for

or ZX81

KEY FEATURES

* Programmable design gives TOTAL soft-
ware support.

*  Accepts Atari, Competition Pro, Wico,
Starfighter, Quick Shot, Le Stick etc.

* Rear extension connector for all other
add-ons.

* Free demo program and instructions.

JOYSTICK
INTERFACE

Spectrum

PACKAGE CONTENTS SUPPLIED

®* Programrable Interface Module as illus-
trated, complete with clip-on program-
ming leads.

8 Self adhesive programming chart detailing
how to define which key is simulated by
UP, DOWN, LEFT, RIGHT, and FIRE.
This can be fixed on to the case of your
computer or if preferred the protective
backing can be left on. The chart is made
of a very durable reverse printed plastic
and is extremely easy to read.

® One pack of ten Quick Reference Pro-
gramming Cards for at-a-glance setting
to your games requirements. The card
allows you to mark the configuration in
an easy to read fashion with space to
record the software title and company
name,

® Video Graffiti demonstration program
which is written totally in BASIC to illus-
trate how all eight directions and fire
can be read. This is also a useful high
resolution drawing program.

® 12 months guarantee and full written
instructions.

JOYST |CRo

ATARI
CONTROLLERS
FOR USE WITH OUR INTERFACE
Module or VIC 20, Commodore 64,
Atari VCS, Atari 400, Atari 800
If you require extra Joysticks for our
original interface module mark order
‘OLD" Joysticks

ONLY £7.54 inc VAT + P&P

FROM: MR/MRS/MISS

ADDRESS

SEND C.W.0. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT. SPR

3 FREEPOST, BOGNOR REGIS, WEST SUSSEX, PO22 9BR
aTy ITEM ITEM PRICE TOTAL
PROGRAMMABLE INTERFACE 33.95
I JOYSTICK(S) 7.54

PACK(S) QUICK REFERENCE CARDS ' 1.00
VIDEO GRAFFITI FREE

Zx81 O ZX SPECTRUM [J  Please tick FINAL TOTAL
DEALER ENQUIRIES WELCOME EXPORT PRICES ON APPLICATION

ONE
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JUST AROUND THE CORNER, A NEW

g

BLACK CRYSTAL

The Classic, six program adventure game for the 48K Spectrum and 16K ZX-81
computers. Mo software collection is complete without it.

"BLACK CRYSTAL is an excellent graphics adventure and -a well thought out
package” (Sinclair User, April ‘83).

“BLACK CRYSTAL has impressed me by its sheer quantity and generally high
quality of presentation. I am afraid | have become an addict” (Home Computing
Weekly, April '83).

SPECTRUM 48K 180K of program in six parts . . . only £7.50
ZX-81 16K over 100K of program in seven parts . . , only £7.50
Why pay more for less of an adventure?

COMING SOON _

THE ADVENTURES OF ST. BERNARD

An exciting, fast moving, machine code, arcade game where you guide your
intrepid St. Bernard through the perils of the icy wastelands to rescue his Mistress
from the clutches of the abominable snowman.

SOON

—
8 |

COMINC

THE CRYPT
written by Stephen Renton
Prepare vourself for the many challenges that shall confront you when you dare
to enter "THE CRYPT™.
You will battle with giant scorpions, Hell spawn, Craners, Pos-Negs and if you
are unlucky enough — the Dark Cyclops in this arcade style adventure,
Available now for the 48K Spectrum @& £4.95

ZX COMPENDIUM

HIEROGLYPHICS WUMPUS ADVENTURE

MOVIE MOGUL

ZX-81 COMPENDIUM

Alien Intruder, Wumpus Adventure, Numerology, Hangman, Hieroglyphics,
Movie Mogul.

The ideal software package for all 16K ZX-81 owners. Six major programmes on

vo cassettes for only £6.50.

“Alien Intruder’ Hieroglyphics — Both programs make good use of graphics and
words to make a very enterlaining package.” (Sinclair User, Aug '82)

“Alien, Hieroglyphics Wumpus/Movie — A varied mix from Carnell, all featur-
ing imaginative responscs and graphics and all of them good games for all ages
{Hieroglyphics is particularly good for children).” (Popular Computing Weekly,
Aug '82)

COMING SOON

STARFORCE ONE

Take on the robot guardians of the central computer in a superbly stylised three
dimensional battle game.
: {100% MACHINE CODE ARCADE ACTION)

COMING SOON

THE DEVIL RIDES IN

I uttered the last incantations as the clock struck thirteen. All fell silent except for
a faint rustling in the corner. From out of the shadows they came, all Hell's fury
against me but | was not defenceless until the Angel Of Death, astride a winged
horse, joined the baltle. Avoiding his bolts of hell fire, 1 took careful aim. My
chances were slim, but if my luck held . . .
(Fast moving, machine code, all action, Arcade game)



Hgsthwnhas been destmml
of Evil has been defeated by

. ukDuugmn Using high resolution gﬂphics and mml:lnfng the best qualities
) "ﬂl.ck Crystal” and “Volcanic Dunmnn"’ we will allsqw vou to become part of

“The Wrath Of Magra” comes as three, 48K pmg.rims on msulw, boxed with
instruction manual and book detailing the history of the Third Continent and the
many spells you will be using throughout the game.

NOTE: “The Wrath Of Magra” is a complete adventure. You need not buy
"Valcanic Dungeon” or “Black Crystal” to play it.

MMMMMMMIMGrﬂWIfW
Qrm[tﬁuhmm Ltd. North Weylands Industrial Estate; Mulzuykm Huﬂnm Smuy KT12 3PL.
; " m{l’onhct us for your nearest 'Al'lﬂ'lﬂlﬂ




ORWIN SOFTWARE:

£X81 & SPECTRUM

SUPER SOFTWARE AT LOW PRICES

“Michael Orwin has built a reputation
for value-for-money software and his Cas-
sette 4 offers quantity as well as quality.””

Sinclair User, October '82

“If each game was on a separate tape
and selling for £5 each | would still rec-
ommend them. But all on one for £5, . . !
This sort of value for money just has not
been seen before on any personal com-
puter."”

“Without sounding pushy | would like to
conclude this review by saying — if you
have a ZX-B1 and like games, then you
should buy Michael Orwin’s cassette 4"

2 extracts from ZX Computing, QOct/Nov
‘82

“Eight games, including an excellent
version of the Scramble arcade game . . .
Easy to operate, graphically impressive
and good value for money.'

The Times, Saturday 11th December 1982

{about Cassette 4)

CASSETTE A

GHOST GOBBLER
Eat the ghosts before
the ghosts eat you.
Eat a star and you
can chase the ghosts
for a while.

ALIENKILL Control lasers, rockets and a
force-field to stop the aliens from landing.
MOUSETRAP Trap the mouse in the corner
but not anywhere else.

REVERSI A game of skill with simple rules
but sophisticated tactics. Play against the
COIT‘IPI.IIEI'.

LASER DEFENCE Control the laser sight to
shoot down the alien ships. Machine code
sound routines.

NEW! FOR 16K SPECTRUM

{will also run on 48K Spectrum)
Ten programs for £6

TANK BATTLE For 2 players simultaneous
Iy or play against the computer. Each play
er has 2 rotate controls and move and fire
controls. The tanks fire steerable missiles.
PHOEBUS A puzzie.

BLACKSPOT Gobble the stars and avoid
running into black spots created by cross
Ing your awn path.

CUBE Manipulate a cube any size from
2u2x2t0TxTn]d.

MINEFIELD Coliect the crowns while
avoiding the mines and the electrified
fence.

plus an extra . . .

GRAPHIC DEMO Did you know your Spec
trum could do all this!?

CASSETTE 1, eleven pro-
grams {including 7 in machine

CASSETTE
Basic

code)
for 1K ZX81

2,

ten games in

CASSETTE 3, eight programs
lincluding 1 in machine code)

E5 | for 16K ZX81 £5

ZX-SCRAMBLE (machine code) with 3 stages.
Bomb and shoot your way through the fortified caves.

SGr (s
TG r‘

SRCGPPING ANT I-FUNGUS BOHBS=

THEM .

ESTROY

MU ENT
F'NGH_-':.

£3.80 | for 16K ZX81
CASSETTE 4 8 games for 16k ZXB1 E6
GUNFIGHT

GALAXY INVADERS (machine code)

[machine code)

INVADERS
(machine code)

Fleets of swooping and diving alien craft to fight off.

SNAKEBITE (machine code)

Eat the snake before it eats you.

LIFE (machine code)

Variable speed. (very fast at top speed).

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. It is 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 form

J. Steadman).

BYTE-MAN [machine code)
(previously available from Mindseye)

SPACE RESCUE (machine code)
(previously available from Mindseye)

CASSETTE 5

8 games for 16k ZX81
BREAKOUT (machine code)

£6

PLANETOIDS {machine code)
Rotate, move, fire and hyperspace controls
Wide range of choice of speed and difficulty,

DODGEMS [machine code)
Dodge the computer’'s car while éating the
dots.

DRAUGHTS [(machine code)

BLITZ {machine code)

Three skill levels.

MERCHANT (Basic)

b

Make your fortune on trading vuydqes in the

Mediterranean and beyond.

k|

7 of the 8 games are in machine code because it is much faster than Basm

Please make chr-ques payable to ORWIN SOFTWARE.
ORWIN SOFTWARE, Dept. OSP, 26 Brownlow Road, Willesden, London NW10 3QL.

ZX81 & SPECTRUM SOFTWARE WANTED
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game written for the 16K Spec-

trum by Umer Nalla of Bolton,
Lancashire. Thirty Plons start at the
top of the screen and move downwards
rapidly. Move left with Q, right with W
and fire with P. If you succeed in
clearing one screen, a new screen will
appear on which the Plons move even
more quickly.

P LONS is a Space Invader-type

i LET me=1' PAPER 7' INK 1' B
ORDER B CLS PRINT PRINT v L
ET m$="

UsE KEYS ‘49’ L T
v
‘P! ke fire missile

THE PLONS ARE INMADING.
MOM DEFEND YOUR RIGHTS
AMDR THE RIGHTZ OF OTHERS OR YO
OWILL ALL BE MADE SLAYES S»"
2 IF m&Cmed="~" THEN GO TO 5
 PRIMT :m¥imeli: IF mBlmed >

LHRES @22 THEM BEEP .B21,358!
4 LET me=me+i: GO TO 2
5 PRUSE S0 FOR k=0 TO 1GQ- PR

INT AT 21.k:" Press a key": BEEP
B85, k¥x2r HEXT k: PAUSE @

19 J0RDER ©@: INK ¥: PAPER @' C
L% ¢ LET hi=8: PRIHNT AT 5.9 INV
ERSE i; FLASH 1" "JAT 10

18; BRIGHT 2; IMVERSE @) "RLERSE
WRIT": PARUSE #48' CO SUB 322 PA
USE 3@+ G0 TO S8

28 PRIMT AT mw:mu;" "1 LET mu=

IF mx=acmy ) AND
HEH PRIMT AT atimy r.my)

BEEP .. @235.5:!
BEEFP .8%.,5' BEEP
PRINT AT aimud.mu;" "+ LET

scmesc+1@3: LET admu =@ LET killw

IF mxC=1 THEMN LET mi=8:r RET

49 BEEP .985,5% PRINT AT mx.m
INK 5;"t": RETURN
28 BORDER @°' PAPER A
LET mi=8' LET by
=15: LET kill=8: LET sc=@: LET uw

E2 FOR »=1 TO 3G: LET alxi=wav

78 PRINT AT 8.8
";ikill:AT B.18;
BRIGHT 1)"SLORE ";sc)AT @.22;
BRIGHT & "Wawe "jwawv

IMK &; PAPER

80 PLOT 7.68' DRAW @,166: PLOT
CRAW B, 166 DRAW —-241.08°

98 FOR x=1 TO 20' IF adx)=0 TH
EN GO TO 128

168 IF RHDM (uwave+Z2)3/9) THEN GO
TO 128

118 LET alixi=ai{x)}+2' PRINT AT a
Cxdoxi IHK 4:"a"iAT alxd—2,xs" "
120 IF INKEYS$="" THEM GO TO 168

130 LET tu=by:' LET hbuw=ku+( INKEY
#="u" )~ INKEY®="9"): IF ty{>by T
HEM BEEP .08@%.%: IF hw>3@8 OR hu<
1 THEN LET bu=tu

148 PRINT AT 21.tu: IMK 7) PAPE
F &:" “;AT 2i.bus IMK 71 PAPER 2
"R

{58 IF IN 57242=2%4 AMD mi=@ TH
Eb LET muy=by' LET mx=28' LET mi=
1 GO SUB 29

168 IF mi1 THEN GO SUB 20: PRINT
AT 8,8, IMK & PAPER 1,"Kill ",
k1l1:AT 9,16 INVERSE 1 BRIGHT
1;"SCORE ")=ciAT @,22) INVERSE @
j BRIGHT @ "MWave "iwaver2

170 IF ki1ll=3@ THEM CO TO 298
188 IF alxi»=21 THEM GO TO 2i4
128 HEXMT =

288 C0 TO 98

210 FOR k=1 TO 3+ FOR Jjwd TO T
OUT 254.J' BEEP .83,8' BEEP .83
+61 BEEP .83,7: BEEF .03,5' BEEP

LB8,-29" NEKT Ji' HEXT K

228 PAUSE 79 IMK 1: PAPER 7: B
ORDER 7: CLS ' PRINT AT 2.93:"HAR
D LUCK THE";AT 4.11: INVERSE 1"
SALIENSa" ) IMVERSE O:AT &,9;"HAY
E MADE YOU' AT 9,12; BRIGHT 1;"S
LAYES"

238 FOR £=5 TO 1 STEP -1: BEEF
L5.ft PAUSE 1: HEMT £

248 IF sc»hi THEW LET himac

238 PRINT AT 18,7;"HIGH SCORE "
JHIOJAT 19, 7:"YOUR SCORE ":SC: PA
W3E 380 FOR K=@ TO 18: PRINT AT
al.Ki" § to stapt": BEEP .082.k%
2: HEMT k

2689 BEEP .04,5' BEEF .04,7: BEE
P 04,6 BEEP .84.8: IF INHKEY®{>
"a" THEW GO TO 258

erg CLS +« GO TO 59

288 STOP

298 PRUSE €@+ CLS r PRINT AT 12
21835 BRIGHT 1 INK B; PAPER 71"
ELL DOHME";AT 13:5: FLASH 1 INVE
RSE 1;"BUT HUM THINGE GET":AT 15
+3; INVERSE @:"H A R D E R";AT 2
1.2; BRIGHT 8; FLASH 8" Presz
any ked to continue": FOR k=1 TO

i@+ BEEP .94.8: BEEP .04.£: BEE

P .84,7: BEEP .@4,%' HEMXT k' PAL
SE 8¢ LET kill=@: LET wave=wyave+
2
388 IF wave>i2 THEM LET wave=12
3198 CLS + GO TO £8

428 FOR £=USR "a" TO USR "c"+7:
READ a: POKE f.a' HEXT T

338 DATA 195,36, 126,219, 126,195
» 126,163,596, 60, 231,36, 126,96, 66,
231,33,31.64. 14,32, 175, 126,31

348 RETURM
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14 REM

15 LET G=8

1€ LET '5=6

28 LET L=16

EecLET CEl5

28 LET A=6

32 LET B=15%

e B

43 PRIMT AT 2,8;"(2%isP Jmonste
re2k1sp oY

248 PRIMT AT 4,2:"Y0OU ARE IWNSID
E A DRAGOMS LALR., 1T WILL CHASE
TOLD THROUGH THE LLALR BUT IT WIL
E LROF 1Ts TRERSURE, PICK L
FITS TREAZUREC . DIF YO MOVE IM
Tl THE BLOCKED EXITCes IT WILL
NOT SENSE YO, "

&8 PRIMT AT 18,17;"7";TAB ?1"U
SE KEYS:5+8")TAB 175 "e"

7B PAUSE 4680020

836 PRIWT AT 8.,6;"TREASURE=

HIGH=" (G

98 PRIMT “C31%g3 "

e PRINT "Cah:14%12P 9k 14K15P
=] gt

118 PRINT "cah:izp EX¥alh: 12P  5%9
he1ePah:12p  S¥akh 12Pp  E¥ah 18P 1 g
bt

126 PRINT "Cgh'ld4¥i1sp ahridkisp
rghs

1260 PRINT "Cakh:isp:ah:izP:3h1s
Peigbi: 2P 3k 13P 3R 18P Bl 1a2P 9K
SBhcieP Ak 18P gk 18P Rl 18P r@h |
2P gl 1eP s Ah1ap Bk )"

140 PRIMT "Cdh:12P 3k isPp gkl is
Prab1ep o dh 1eP cgh 18P rak e 18P 3K
izP:1z2P'gh igP:gh: 18P gl 1aP '3k
15P cabi 1sP 9k 18P 9k 3"

156 PRIMT "(gh:izP:gh:izP:gh:is
Porabc el ah: 18P gl 12P 9k igP 1 3%
12P 123P 3k 18P 9h 12P @k iap gk
15F a3k isp gk 1sP ek v

lei PRINT "(oh:i1sP-akh:iap gk iz
Peah:izgp gl izp Sk izsp gk isp 3%

1P 18P Gkl 1eP gkl iePah: iap :ak:
12F gkl 1sP Q@ isp gl !

176 PRIMT "(ah:9%12p:9h:3%18P g
Frispcah:dkiep cakb Sfisp gk o

188 PRINT "tak:12p:Pkak: 12p aky:
GEi=P ol 2P THal 1P Gl o

1968 PRINT "{ah:'9%ispF :Qlh:18p:7¥a
F:1ap:ap:9%1sp gk ot :

280 FRIMT "Cab:iep  3%0k: isp : 3fa
i igpPrakl: 2¥isP 589k 2F¥isp a9k 1P
AEakh s 1sP BEGlh 18P @l Y

218 PRIHT "(gkh:13¥isp:akh:1e: g
13%1sp gk )"

22 PRIMT "Cakh-12p 5%akh:S%i1ap 4
kioisPrab:1zp Gl 12pral - Sk1sp 5%a
bo:1spcaby "

230 PRIMT "(9kh:i1sp 3%k -3%1=p 3
¥ab1ep 9kl SK1eP @k 12p s 3K9k 2K
2P 23l 18P gk 2"

2468 PRINT "(9h:29K1sp k2"

2598 PRIWNT "d(ab:izp - 3%akh:3fisp 3
kO] TS - =T G o Y == S - RERE K L TR §1
=P« 3¥ah 1sp rah )"

258 PRIMT "d(ah:12%izp ' Z%akh 135%]
=p gk 2"

270 PRIWMT "(oh:isp 3¥ak:3%1sp ' 3
fakh: 1P Gk 18P 33k 18P rak 1ep 0 3
fgb 3f1sp c 2keh 18P Gk 0"

2t PRIMNT "(gk 13%1i2p - 3%al - 13%1
=P gy ot

298 PRINT "¢ 31%ga "

2686 REM MOVE MAM

18 LET Li=L

320 LET Li=C

248 LET le=l4c IMEKEYSE="6" 4=¢ [MKEY
H="E" 3

A58 LET C=L4¢ INEEYSE="13" 3—¢ IMKEY
H="5" 0

255 PRIMT BT L.,

He8 LET O=PEEE ¢ PEEK 1E63984+256%
FEEEK 1&3929 %

B IF G2 THEW COTO 394

2rs |EET e

228 LET L=L1

——— i eCe——— - T e — i i — —— e
——— S e e ~— ———— _—-—-
—— e ——— e —— e S —— — ——— - —em=——- =
T e TR OE———— e -—.: e emm———— -
e e — ——

—— —— —— — —_— c— — —=mm—
e — A —— —

. — S—— = ol . —mm——

S R SR i ——————
e i ——— e T ——— OU ARE trapped in the deadly
———— A i il maze which is the Werewolf
es——— — o —— —— Lair and the werewolf is on
e — '—-___ = -__"—_"_" your trail. Avoid him for as long as
e R ———— S e — possible and try to collect all the trea-
= Tm— B e S e he drops. If v ide in the -

- sure he mp“. f you hide in ‘door

comm— — - - = way marked “E” the werewolf will not
— — e — be able to sense you.
-—-: ——— = = = Written for the 16K ZX-81 by Neil
e —— T B T p— e Stevens of Shoreham-by-Sea, Sussex.
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3

£

G——== i

398 IF =11 THEM GOTO 9909 640 LET B-B1

43 IF L=151 THEM LET S£=5+1 GEd PRIMT AT AL,BL:"Ci%kJ3":AT M,
4l PRINT AT LlyCis: s isp 2" 3@/T L Byttt

P R e B B 98 IF S/5=INT (S50 THEN PRINT
SH6 REM MOVE MONMSTER AT B.185%

2168 LET ALl=A v IF L<»13d Ok C<>15 THEW GOTO
a2 LET Bl=B 38103

T8 LET A=A+ A<L d=C P>l > c18 IF IMEEY®<>"" THEW GOTO 346
Zd3 PRIMT AT F. ves LaTo veg

9989 LET f=PEEK (PEEE 18338+Z36% 9800 PRINT AT Al.B1;"¢ix>"
PEEE 163295 2E18 FOR F=1 TO 18

ol IF =12 THEW GOTO 90860 9020 FPRIMT AT L.C3"Cag "

78 IF A<>Al AND QX8 THEN GOTO 9838 PRINT AT L.Ci"Cad "

£ 2043 NEXT F

98 LET A=M1 25 PRINT AT 21.8."(99:9f:isp )3
S98 LET B=B+(B<Ci—cBM.? ot derd 12p af 99"

@8 PRIMT AT R.B: Ay IF Sl THEM LET G=%

510 LET L=PEEK (PEEK 16338+2356€% 50699 LOTU L&

FEEE 163932) 9908 SAVE "MOMSTER"

62l IF G=1868 THEW GOTU 9804 9918 REM "BY HEIL STEVEWS"

628 IF <x8 THEM LOTO &84 P32 RUM
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tom right-hand corner of the
screen. As soon as the game be-
gins a guided missile will begin to shoot
towards you from the top left-hand
corner. It has the advantage of being
able to move diagonally while you have
the advantage that it does not chase you
in the most efficient way possible. Al-
though you can survive for a long time
on slow speeds, it is very difficult to
reach a high score on the fastest speed.
Guided Missile was written for the
16K Spectrum by D N Heathfield of
Southampton, Hampshire.

YOU BEGIN the game in the bot-

GUDED NS

12 BORDER @' PAPER B CLS
28 INK 5: CLS PRINT AT 8.9."
SELECT SPEED!
38 INK 2: PRINT AT 1Z2.8:" 1 2
245"
48 IF IMKEYSE="1" (R IHKEY4="2H

OR IHKEYS$="3" OR INKEY®="4' (R
INKEY®="5" THEM GO TU =@
58 GO TO 48
63 LET e=VAL IMKEYS
7@ LET l=c
8@ PRINT AT
INK Sic
S8 FOR f=1 TO 188: HEXT f
188 CLS @ IHK 2 PRINT AT 4.0:"
DO YOU WANT SOUND 7 (Y- N
118 PAUSE 4
128 IF IHKEY#="H" OUR IHKEY®='"vn"
THEN LET =zx=1' GO TOQ 158
130 IF IMKEY#="Y" OR IMNKEY@="u"
THEH LET zx=8: GO TO 156
142 GO TO 118@

12, cX2+81 FLASH 1.

148560 TO 116

158 LET p=R

168 LET aa=zS4: LET ab=y
178 LET ba=@' LET bb=174
188 CLS

190 INK 5 CLS
SELECT LEVEL"
288 IHK 2: PRINT AT 12.4:" 1 2
345678 93"

218 IF INKEY®="1" 0OR INKEY®='"2“
OR IMKEYS="3" OR IMKEY$="4" OR
INKEY®="5" OR INKEY®="&" OR IMKE
YE="7' OR TNKEYS="8" (OR INKEY®="
3" THENM GO TO 238

228 GO TO 218

38 LET 4=VAL INKEYS®
248 LET »=2-(4-1Q)
256 PRIMT AT 12,9%2+4;
INK 34

260 FOR f=1 TO iBA: NEXT £: PAP

FRINT RT 8.,9;"

FLASH 1:

ER G BORDER 8@ (LS
278 INK 2' PLOT OVER 1)aa.ab
Z278rINK 2 PLOT OVER 1liaa,ab

288 INK &+ PLOT OVER 1iba.bh
238 IF INT Caar-C(3%l)3=IHT C(barC
%12 AND IHT CabrsC3%1 2i=INT Cbk
#C3%1 22 THEN GO TO A31@

S8l IF INKEY®&="@" THEN CLZ - GO
TO 338

318 IF INKEY#®="3" THEN LET aa=a
a=(xk1l3+ GO TO 358
220 IF INKEYs="g"
a+(xX1 ) GO TO 358
338 IF IMKEYm="7"
b+Cxkl 30 GO TO 358
348 IF INKEY®="g£"
b=(sX1 3 GO TO 358
398 IF aa*ba THEW LET ba=ba+l:
GO TO 274

368 IF aa<ba THEW LET ba=ka-1

378 IF ab<bb THEH LET bh=bb-1:
&0 TOo 398

388 IF ab*bb THEWH LET bb=kb+1

398 IF as8>2955 THEM LET aa=25%

THEN LET aa=a
THEN LET abw=a

THEH LET ab=a

F9R>IF aa>255 THEN LET aa=255
468 IF ab>»174 THEH LET ab=174
418 IF ab<@ THEM LET ak=G

420 IF aa<B THEW LET aa=0

438 LET P=pP+1

448 LET w={ab-bik)={sa~-ha’

458 IF w>8 THEM LET re=w

468 IF wi® THEM LET r=u

478 IF zx=i THEW LU TO 498
480 BEEP 8,084, INT r- 7+48

498 PRIMT AT B,26; INK 5S:p' IF
P2>1B88 THEM GO TO 800

5688 GO TO 278
510 FOR f=1 TO 23%5' BORDER &' E

ORDER 2' BORDER &:@ BORDER 2@ HEM
T f' BORDER B8: CLS
52@ IHK 4 PRINT AT 3.8:" THE

MISSILE HAS GOT You ([
338 PRINT AT 18.6:" YoOU ik , H
DWEYER .

SURVIVE FOR "
iB3" PHASES"
S3EPRINT AT (@.6:" YOU LID . H
OWEVER,

SURVIVE FOR

JPs" PHASES"

48 PRINT ' PRINT PRINT *
FRESS ‘A’ TO PLAY AGAIN"

558 PRINT ' PRINMT " orR 5
Lo TO SAVE!

968 PRAUSE A

570 IF INKEYS="S" OR IMKEY®="g"

THEN GO SUB 828: RUN

388 IF INKEY®< »"A" AND IMKEY®< >
"a" THEH GO TO 8569

338 RUN

622 FOR f=1 TOQ 255

BORDER 1@ B

ORDER 2@ BORDER 1' BOURDER 2 HEM

T £: BORDER 8¢ CLS

618 IHK 4: PRINT AT 4.4 "THE Ml
SSILE HAS RUW OUT. "

&28 PRINT FRINT " YOL HAVE
SURVIVED THE FULL "1 PRINWT FRI
NT " 1868 PHRSES [

E2@*PRIMT FPRIWT " YOU HAYE
SURVIVED THE FULL ": PRINT : PRI

il 1809 PHASES |"

638 PRINT AT 11.4;"PRESS 'R’ TO
PLAY AGAIN. "

€40 FRINT @ PRINT " OrR
S* TO SAVE"

650 PRAUSE @

668 IF IMKEY®="S" (R IMKEY#="a"
THEM GD SUB 828 RUN

678 IF IMKEYS<H"A" AND INKEYS<>
"a" THEN GO TO Qs5@

£8@ RUN

€98 IHK 4: BORDER 8¢ PAPER @@ C
LS

788 PRINT AT 2.@)" THE KEYS F
0R GUIDED "

718 PRINT PRINT " MISSILE A
RE g

72@ PRIMT ' PRIWT : PRINT "

B wmaa LEET"

738 PRINT ERIMNT " e
PIGXPRINT ¢ PRINT “ [
DOMN"

748 PRINT @ PRINT " T aae
UPFI

75@ PRIMT ' PRINT " B ....
RIGHT"

768 PRINT : PRINT " -
i

778 PRINT PRINT © i

SAVE THIS PROGRAM"
788 PRINT AT 19.3;
S5 ANY KEY TU PLRAY"
738 PRINT AT 21,2;" C(OR ‘S’ TO
SAVE »"

608 PAUSE &' IF IHKEY®="S" OR I
HEEY®="g" THEWN GO SUB B2

618 RUH
828 SAVE

FLASH 1:"PRE

“G M LIHE £98° RETURHM
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N EMERGENCY STOP, two cars
appear on the screen. Enter how
many metres forward you would
like your car to move. The further you
move the more points you gain but if
you advance too far you will crash and
be dragged away to hospital. In how few
turns can you reach 100 points?
Written for the 16K ZX-81 by Ste-
phen Turner of Wolverhampton, West
Midlands.
v

GOTO 7Ra@

LET H=8

LET G=IHT ¢ RHD®ESB )+1
LET As="(sp r3kae "
LET B#="(ap 'a530"
LET CH="{ap S5kisp "
LET Da=" (1 1

CLS

18 FOR A=6B TU @

2@ LET E=INT (RHD¥18)+1G

23 PRINT AT 1l,A AMIAT 12.fiB%
JAT 13.AJC%:AT 14.A:D%

B2 PRINT AT 11.B1"(2%=sp 3kac "
IAT 12,8 "(4%kap g82" AT 13.B8)"(S
*isP X"IAT 14.8:"0 o

5% FOR I=1S TOD 21

358 PRINT "(32%ga)"

57 NEWT I

52 PRINT AT @.,8)"HOW FAR UNTIL

HE HAS TO BRAKE?T"

63 PRINT "MAX=z@"

W m~mwB roe

7@ INPUT H

73 IF H>28 THEWN LOUTO 78
88 PRINT Hi" METRECS »"
85 FOR »w=i1 TO 58

BE NEXT X

98 PRINT AT 4.@:"

188 LET A=A+l

183 IF A=H THEW GOTO 29
11@ PRINT AT 11.RA:A%;AT
JAT 12,AIC%AT 14.0:0%
115 PRIHMT AT 11.B:"¢2%sp  3kas )"
IAT 12.B)"CA%ksp 1 9B 3AT 13.B8:"(S
Xisp 2" AT 14,B;"0 Bk

128 LOTO 1898

218 IF A=B-14 THEW GOTO 2358

228 IF AXB-5 THEN GOTO 400

230 LET N=h+A

235 IF H>=188 THEW GOTU 19808

12,005

388 PRINT AT 8.8;"WELL DOUMNE YOU
DID NOT BUMP THRT"."OHE.."

385 PRINT "AWD YOUU GET ";H:" PO
INTS. "

318 PRINT "PRESS ANY KEY TO PLA
Y AGAIN"

32Q IF INKEYS="" THEN GOTD 328

33@ CLs

34@ GOTO 4

40@ PRINT AT 11.8:"

418 FOR Z={
411 HEMT 2
420 PRINT AT 11.A:;"(9l:ac:99:8%
QS RZISAT 12,8 "CeP1eP 1 2%oh 1
2P 2" AT 13,R:"CePpiap ' 2Xikr12p 2"
JAT 14.[:"(Q4 a7 Sr-ad: a7 932"
421 FOR O=1 TO 58

TO A

SINCLAIR PROGRAMS  Ocrober 1983



422 NEXT O

438 PRINT AT 9.A "(2l 96 isp 96
'8 a6 1 920" JAT 1B,A)"{ap ' SXisp 3"
JAT 11.,A2"Ciap 3%ah:1ap 3" AT 12,
Ri"Cisp 3k@F 18P I IAT 13.A "(S%1
sP X' IAT 14.R8)"(94 97 :gr'Qe 18P 19
E)JI

440 FOR G=8 TO 49

458 MNEMT G

435 PRINT AT 9.A:"

460 PRINT AT 12.A:"<95:2%isp ' 2%
Q2" 1AT 12.A:"CeP o4 2Xisp 102"
AT 14,A:"( a4 3kaf 232"

466 PRINT RT 1B8.,A-1;"C(9G 10962}

467 FOR L=8 TO 28
468 HEXT L

472 PRINT AT 1@.A-1;" "IAT 8.
A=3; "OCisp 199 3"
473 PRINT AT 12.7:" ;AT 12

J'ﬁJ” Ll

474 PRINT AT L3.A;"(29:9u' 9t 85
rad 3" AT L4.A=1:"(&%i=p 2"

475 PRINT AT B.RA-3;" "“SAT 12
F=d; "0":AT 11, A=5;"Ca& 18P @9 3"}
AT 18,AR-5:"(ar =sp Ge )"

‘476 FOR [0=@ TO 5

477 HEXT D
488 PRINT AT 12.FA-4;" "JAT 11.A
=g "IAT 18.A=5:" "JAT 14,H

=5;"0K 18p 99 2"

588 FOR P=6 TO 58

S1@ NEXT P

528 FOR Y=8 10 A-7

538 FRINT AT 12,¥:" UY;RAT 12,4
LR IAT LS.V Gl

348 NEMT ¥

545 FOR W=A-7 TO 8 STEP -1

558 PRINT AT 12.,W:;"0 ";AT 13.H;
MC1400 M"AT 4.l "Ceq:sprigp O
ap "

S68 NEMT W

688 PRINT AT 8.8;"YoU WILL BE I
H HOSPITAL FOR 18", "WEEKS.AND WI
LL LOSE 28 POINTS3"."FUR EXPENLES

"

685 PRINT "DRIVE MURE CAREFLLLY

ON ¥OUR ", "RELERSE."

618 PRINT ...."PRESS FANY KEY TO

TRY AGAIM."

628 IF INKEY®="" THEN GOTO &20@

E21 IF H<{=@ THEW GOTD £38

625 LET N=N-2@

€38 LOTO S

FE@ FOR ¥=@ TO 23

718 PRINT AT 21.%;"CisP ) 0O o"
JAT 2@.M:"C1sPp '8P ' SXisP 2";AT 19,
Hiv"Ciap 2P @S5 0 @B X" AT 18.M45"(1
sPrap 1 IKQE "

728 PRINT AT 17.¥,"C1sP Y';AT 16&
JRINCISP I IRAT 15, ¥ "C1ap X" AT 14
SHI"C1ap VAT 13,45 " Cisp AT 12
G I8P XY IAT 11K "Ciap 3" AT 18
JHIC1aP XY AT 9.8 "C1sP )" IRAT B0 X
J"C1ep "

725 PRINT AT F.HMi"C1aP 2"s[T &.4
JUC 1P 2N GAT SaMi"CiaP 2" 5RT 4,45 "
Ciap 2" AT 3,¥:"C1sP )" IRT 2,¥: "1
sp 2"}

727 PRINT AT 2i.6;"

T3 HEXT ¥

731 PRINT AT Z2L.0:"Cisp )"

748 PRINT AT 21.24:" o "sAT
28,24 "CAXaP ~AkisP MIAT 19,245 "
CARP QR0 AT 16, 240 "C4Xap - 2¥a6
:.il

758 PRINT AT 21,26;" MiAT- 2
2,26 " ";AT 19,282 "IAT
18.26:"  *

768 FOR Y=30 TO 25 STEP -1

778 PRINT AT 21.V.;"(23-sp 3";AT
28,V "Lt sp )" IAT 19,0 "

78E HEXT

798 FOR C=20 TO 3 STEP -1

888 PRINT AT 13.24;"(g42";AT 268
24" Ca

8180 FOR G=@ TO 16

g28 HEXT G

838 PRINT AT 19.24;" "iAT 26,24
FRUE-T B L

B42 FOR G=@ TO 18

858 NEXT G

855 PRINT AT C,L1:"

BE@ HEKT C
BES PRINT AT 2@.1;"{22%97 )"
878 PRINT AT 3.2:" *EMERGEHLY
STOPX"
€85 PRINT AT 5.2 "THE UBJECT OF
THE"
89 PRINT AT 6.2:"GAME I2 TO ES
TIMATE"

891 PRINT AT V.2;"THE DISTANCE
BETHWEEN"

B95 PRINT AT 8.2:"THE TWO CARS.
L

988 PRINT AT 2.2;"IF YOUR ESTIM
TE IS"2AT 18,2 "WRONG THE"
918 FPRINT AT 11,2 "CONSERUENCIE
SCOMILL BEY;AT 12.23"  fatal..!
915 PRINT AT 13,2 "THE CLOSER %
oy GET";AT 14.,2;"THE MURE POINTS
"3AT 15, 2:"Y0U0 GET.TRY AND GET":
AT 16.2:"168 OR MORE"
926 PRINT AT 18,1:"FRESS ANY KE
¥ TU COMWT,"
238 IF IHKEY®="" THEM GOTU 236
943 GOTO 2
941 STOP
igBa CLS
1918 PRINT TAB &;"EMERGEHCY STUP

1828 FPRINT TRAB 6;"¢ 14%3s )"

1238 PRINT AT &.2)"HWELL DUNE YOU
GOT "iH:" POINTS","AND WOULD FA
5SS YOUR DRIVING TESTFIRST TIME..

1843 FOR A= TO 108

1845 PRINT AT 168,21 "Press any ke
¥ to cont..."

1258 IF IMKEY#®="" THEH GOTO 1058
1pea GOTO 2

8339 STOP

9888 SAVE "EMERGENCY STOP"

9188 RUN

52
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A Rt =

OU ARE involved in a desperate
shoot-out with the Gangsters in
a car park. Faces appear in the
darkness and you must shoot them with
key “@’. P | Irwin, of Bembridge, Isle
of Wight, who wrote the game for the
16K Spectrum, says that anything more
than 70 is a good score.

5 DEF FH mix,d i=Cx+u+fIBS (x—y

.",.u BEF FH ut =0 655368 PEER 2367
A+ZSEEPEER 2UeTI+HPEEK 23672754

7 DEF FM & 3»=FH miFN 0 3, FN w

9 LET hs=8

i PAPER #- BORDER B: IMNK %:
| Bt

1% L0 SUE 99b6

Zia LHPUT "Inztructione?d ' ENTER

+ for Yez)") LINE a%: 1IF CODE
a%=121 OR CODE a%=89 THEN GO SUB
e

H0 RESTORE 206 DIM a<32> FOR
f=2 TO 38 STEFP 2: READ alf > HE
vdl FEE

4 IHFUT "“ENTER’ Lewvel ¢S-har
o to l=-easesi";lev: IF lew<l OR 1
ewS THEMN GO TO 44

S LET weB: LET x=4- LET sc=0'
LET e==1+ LET 2=135

£ FAPER: 8 BURDER &+ INK T3 C
LS

e CIRCLE 2268,88,8 CIRCLE 238
B8 1.5

B PLOT 256,115 DRAW =5,=5:
Ffl =25, DRAW 6.-20' DRAW S,0:

DREFlY 24, 8.-3.3

S ITME & PLOT 143,160 DRAL 32
e -G DRAW -892.0,-6.68' DRAW
Be-4E- DREAM 22.8,0.8° DRAM o.42

180 PRINT AT 12019 "o 1"

11 iHE 4- PLOT 0,112 DRAW 22,
(1 DRAW B, =8¢ DRAM =42,6: DRAW 8
=30 DRAW 3Z.8: DEAM 6.-8: [DRAW
-22,8: DRAW 9,-3: DRAW 32.6: LRA
W 13,24

120 PLOT 2,112 DRAM G,=8' URAL

Heae DRAM G, =2 LEAW -8.8° DREAY

Ha=FG: DREAW 2,8 DRAM B, —f

1E3E PLUT 24.11%9° DRAW 8.-8+ PLO

T 24,183 DRAW &8.,-8

148 IHK 2: PLOT 84,48 DRAKN 48,
By=2.59

58 PUKE 23674.8° POFE 22e73.8¢
G
£ 3+ PRINT AT 2.)1: INK 7
j shnot ot "
1768 FOR =1 TO 3+« BEEP .D05,58:
PALSE S5t HEXT. s

186 PRINT AT 12.19: IHK 2:"B"
1903 PRINT AT 21:32;: iMNk 9 "Score
al o PRINTESAT L 2T ITHE 55 "High

1 LET a=FH £ 3: 1IF 4>&8 THEHW
I

18 LET feg-0 iNKEYS="S5" AND 93>0
A THEEYSE="2Y AHD 943213

226 IF f4»9 THEN PRINT AT 12.,9;

F fisa THEN MRINT AT 1R,
2B TLET
IF INKEY$="6"

THEH LU SUB 7

725G IF =chhs THEM LET khsrsc- LE
T w=}

268 PRINT AT 21.9; IHK Sisc' PR
INT AT 217265 IHNK 5
S0 LET cre+l' IF c=20=lewkd
EM LET e FPRIHT AT atxh.x: PRAP
ER gt

518 IF <=6 THEH LET =-INT ¢RND®
TE Y o LT e CERTHTCRQT a0 50,
=i /Y

ST CU TO 260

7oA IF g<*x THEN BLEEP ,.5,=206: R
ETURRN

TEG FOR c=7 TO B STEP —1: PRINT
AT atxd, = IHE =:;"A" ‘' BEEP .85,
CHIMT CRHDEP 3+1 - MERT o

778 PRINT AT alx>, x; PAPER G;"

7EA LET sc—sc+lew: RETURMN

BE0 IHK & CLS PRINT "The 1ce
a of the game 1s to shoot"?* "The
oublawz A who appear"’ ‘" {rom
hebiind the wall.car, ook "ang
a1l oerum: bY omoding Hous aun”

805 PRIHT *"IEB' usind the cursd
r ke g BUTTIE e gsing 20
o e s M Ydepencdent on 4
aupr lewvel”

218 PRINT *"Hote that 1t 1= nob
nesessari e "possable to hit
e et MYan ha

fmtte t =

i
Had LET afmibELYe: 17 COPE a%=l
3 THEM RETUREH

S50 GOOTH 820

GG FOR 2= TO 21 PRINT AT =8

OVER' 45 IHE 7i"C32¥isp 2" EBEEP
B sedet: HEMWT 3

il PRINT AT 1<9.11: FLASH 1; PR
PER 7: IHK 4:"Came over"”

- ERINT AT 21.3: FAPER 7i"Sco

B PRINT AT 21,21)
Sh s

940 THFUT "Anather ao? ’EHTER?
n o nodt: LINE 2% IF CODE ag-
118 UR CUDE 2%=7C THEN STOF

9%0 FLASH 87 GU-TO 49

SEGE DATA €8, 16, 14,13, 14,17, 10,

o

FARER 7 "Hi

PuiE RESTORE 9830 FOR w=Usf "a"
TSR ke RERD e FOKE x40
HERT
2013 RETURH
Sl DRTH S
5,14

s AT @0 L, 1658, SE 250, 25

S8 16,146, 16, 22,56, 13
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1 LET S=PI-P]
2 LET O=YAL "3"
3 FUR M=WAL “1" TU U
4 LET ¥=WAL “5"%H
5 PRINT AT WAL "4",Y;
& FOR M=VAL "1" TO WAL "S"
7 PRINT TAB ;"¢ Gkizp )
£ MEXT M
4 PRIMT AT WAL "6",Y+YAL "1
H
16 HEXT H
11 LET W=IMT CRMDHO VAL "1
12 PRINT AT WAL “15", VAL “1";"
WHICH DOORT"
13 IF IMKEY&="" THEN GOTO YAL
Hl.'z,!”
14 LET #=CUDE INKEY&-YAL "28"
15 LET Y=WAL "S"kH
16 1F ¥=W THEW GOTO WAL "26"
17 LET S=%5+1
18 PRIHWNT AT WAL "4",Y;
13 FOR M=WAL "1 TO WAL "S"
13~FOR M=YAL "1" TO VAL "S5
26 PRINT TRB "
21 MEET M
22 CLE
23 LET D=0-4AL 1"
24 1F S-UAL "4"=INT (S/VAL "4
2 HMD SXYAL "BY THEW GOTO WAL "2
&5 LOTO WAL rav

26 PRINT AT WAL “4".,%;"  ";TA
B Y:" 0O ":TAB Y;"(at:iap:ay d";TAH
E

Y3l CaED TITHB Y Caf
27 PRIMT AT WAL "15", WAL "1";"

there is no escapes'

26 PRINT ,, "SCORE=";%;" ROGMS"
OU HAVE fallen unwittingly
into the hands of an evil wizard

23 STOF
Yfmm whom there is no escape.

The wizard likes to play games, how-
ever, and has devised a special torment
for you. A house with many rooms is
the play area and each room has a
certain number of doors. Behind one of
those is the wizard. The longer vou
avoid him rthe longer you survive.
Doors was written by Raymond Mirtch-
ell of Warrington, Cheshire for the 16K
ZX-81.
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CASSETTE 50 . aics®Siial s il
for your MICRO . af ) T ‘ﬂ'
\

GALACTIC ATTACK MAZE EATER
SPACE MISSION OHBITTER SUBMARINES
LUNAR LANDER MOTORWAY ROCKET LAUNCH

PLASMA BOLT FORCE FIELD PLANETS . = il = ‘
STARTREK NIM BLACK HOLE ﬂ A ¥ : CASCADES HOUSE
RADAR LANDING TUNNEL ESCAPE DYNAMITE s T i LLANDOGO

ATTACKER BARREL JuMmP DO YOUR SUMS l : ; e POMNMOUTH I

GALACTIC DOGFIGHT CANNONBALL BATTLE | DERBY DASH GWENT
ZIOMN ATTACK OVERTAKE SPACE SEARCH mFTWA SWALES NP5 AP4

IVASIVE ACTION SITTING TARGET UNIVERSE
oxo SMASH THE WINDOWS RATS | ENCLOSE CHEQUE/PO. FOR £9.95 (WHICH INCLUDES VAT AMD DELIVERY).
OGGLES SPAC TANKER
ES; rJD{)N :EF?(; rL :SL-HP'I'; PARACHUTE PLEASE SEND ME 50 GAMES ON A CASSETTE FOR MY COMPUTER
SKI JUMP PHASER JETMOBILE l
HANGMAN INTRUDER HIGH RISE NAME
0OLD BONES INFERNO THE FORCE
THIN ICE GHOSTS EXCHANGE ADDRESS
SF9

WE BUY GAMES CONTACT US NOW e T S S e S S

Atlast... A joystick that works!

Cambridge Computing bring you the first programmable joystick -
ata price you can afford.

Q20

JOYSTICK, INTERFACE
AND TAPE COMPLETE

interface

@ 1k on board mamaory p

@ Easy 10 use program enables the interface

@ Own rear edge connector — for printers etc., towork on ALL software

@ Compatible with all standard
joysticks

@ Keeps a record of all your games — 5o you
only need to tell it about each game once!

Joystick
® Self centring

@ 8 Directional microswitehed action

® 2 independent fire buttons

G S S S S G S S SN S S S— — —
I_I'Iaa;e sand me:- For Spectrum

l Joystick, Interface & Tape at £29.90 | enclose cheque/postal order for £. ... .. l

| 1terface and Tape at£24.00. ... ... made payable to Cambridge Computing |

{{ CAMBRIDGE COMPUTING | /oo™ :
| A e e e S A L R i e o e e o l

40-42 Hobson Street Cambridge CB1INL  Telephone 0223 322905
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The Galaxys FIRST
‘ever computer comic! |

!/

t
£

Zooming into touchdown at WH Smiths, John Menzies and other good newsagents now :

and every fortnight. .. only 40p. ’!
Order your copy TODAY! |
Bursting with great new comic strips. . . exciting stories. .. astounding facts. . . I

big prizes . .. competitions. . . fascinating quizzes . . . star personalities.
And that's just the start of Britain’s newest, brightest, most fun-packed comic ever!

LOAD RUNNER

It's the only comic for the age of the computer -
it puts.thedgast back with the dinosaurs!

4
a T T Y T T T —

#

i} . i

-

RTar,

\

4 ﬁ" ; gg

4
s W Bt

- AAILABLENOW -

and every fortnight. . .order your copy TODAY.

p
:
i
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THE TOMB OF

DI’IAGULA‘

For ZXB1 'lll'l!h 1EK RAM .
For 48K SPECTRUM ..

For the 16K ZXB1 or with colour and sound for the 48K
SPECTRUM, a superb 30 graphics adventure game! Enter
Dracula’s tamb at 30 minuteés to sunset . . . wander through the
tomb's pre-mapped 300 vaults in search of the fabled Vampire's
Treasure . . pick up valuable silver stakes and use them to defend
yourselt against the lurking horrars . . ghouls, zombies, pits of
primaeval shime . Seea them all on the computer’s plan of the tomb .

when it will let you! Take a chance on a Mystery Vault if you
dare! And all the time the minutes are ticking by to sunset . whan
Dracula rises from his coffin and comes after youl

@ Castle Coldity
() ESCAPE-08-DIE ADVENTURE... .

For ZX81 with 16K RAM .. £4.956
For 4BK SPECTRUM

You are an Allied POW in the infamous Castle Colditz, Nazi
fortress jail for Allied prisoners-of-war! Can you escape with yaur

life through the vast labyrinth of rooms to the main gate? Tackle

brutal Gestapo and §8 guards, savage guard-dogs, traps and

pitfalls! Suevive if you can the Corridor of Rats, the Tunnel of
Poisonous Spiders, the Vault of Human Bones and many

maore! And on your way, grab all the fabulous Nazi loot you can

carry!

Price includes ready-to-load cassette with library case and inlay, full
instructions, postage and packing. Order today! Money refunded if
not delighted!

Sand cash, P.0. or cheque 1o:

FELIX SOFTWARE (DEPT. SP10)
19 Leighton Avenue, Pinner, HAS 3BW.

memiber of the Camputer Trade Association

TXST 16k ey

2 SUPER ﬂ&ﬂﬂﬁ
oy EAGH !’&FE

£3-50

PER TAPE inc.P&P.

Send Cheque or Postal Order

MEOW MICROS ()

8 Newnham Close

Braintree, Essex O
cM7

SPECTRUM

2 GAMES a tape

£4-50

inc. P&P. 2 for E£8

All the tapes above are in stock, allow 14 days
for delivery. Other tapes are available, please
send SAE. Trade enquiries welcome,

SINCLAIR. PROGRAMS  Ocrober 1983

MAZEMAN b
e LYNX....

S_PEFTROID STORM: A fast action graphic space game.

You dodge asteroids and znp aliens in this cosmic battle  Spectrum £4.45
for the stars. There are bonus poiniz to be scored for the e

sharp shooter with the speedy ship. The whole of hyper- TENAT i
space lies waiting for you when you pile on the super l}\l‘;“ i
thrust.

FORTH: A full implementation allowing the full
range of sound and colour, The only Spectrum Spectrum 14:.95
package endorsed by the Forth Interest Group and
the one used by Sinclair User in their series on Forth.
. well worth the price . . . for a speedier Speetrum’
FPersonal Computer

THE WIZARD'S WARRIORS: A fast moving game |
featuring continuous sound effects and arcade quality Spectrum  £4.95 |
graphics |

|

‘a well written praphics adventure!
Home Computing Weekly

ADVENTURE ONE: With save game facility. Spectium £6.95 |
‘a remarkably good version . . . well warth the money,’ ZX81 £5.95
. Sinclair User
MAZEMAN: -NOW AVAILABLE FOR THE LYNX £4.95
A fast action machine code game. Spectrum £4,95

is very accurate and fast.’

Which Micro 2x81864 45

CHESS: Ten levels of play. Good graphic display.
.. .ina elass of it"s own,' ZXB1£5:95
. Your Computer

INVADERS: Very fast m/c action. Includes mystery ZXB154,45
L—H ship and increasingly difficult screens,

Dealer enquiries are welcome 0970 528851

un
=1



SPECTRUM

I6E or 28K

NUMBER &

L

SPECTRUM BOOKS

AVAILAELE THROUGH COMPUTER BOOKSHOPS AND W H SMITH

40 BEST MACHINE CODE ROUTINES

FOR THE ZX SPECTRUM £5-95

By Andrew Hewson and John Hardman. This book teaches
the beginner all he needs lo know in a simple, easy-to-leam
form and its an invaluabde reference work for the expert too!
SECTION A: Three chapters explaining what you need to
know about Z80 machine code on the Spectrum. ® How lo
Inad and save maching code. ® How to use the system
variables. ® How memory is organised. ® How program ines
\ are stored. = How to use the stack, the display, the atiribute
files. ® How to call ROM Routines — where they are and what
they do. ® The structure of Z80 code — plus a valuable glossary. SECTION B: 40
routings including, = Scroll = up, down, side o side by pixel or by character.

= Search and replace, token swap, string search. » Rotate character, invert
character — horizontally and vertically. @ Line renumber — including GOSUBSs,
GOTOs, RUM elc

20 BEST PROGRAMS FOR THE ZX SPECTRUM £5-95

By Andrew Hewson. Program titles include: MACHINE CODE EDITOR — Wrile,
modify, extend and load machine code using this all-basic program. No need to
use an Assembler when you have this program. INDEX FILE - Learn about fixed
length records, save numeric and string information, add to, sort, modify, delete
and print your records. ldeal as a computer based filing system. DUCKSHOOT -
Leamn how to manipulate the altributes file and have fun at the same time.
GRAPHIX — Construct up to 210 graphics characters with the full on-screen
aediting facilities, enhance and modify them and recall them later to build a
detailed display to save on cassetie. SPIROMARNIA — A program to stretch your
artistic talents, imagination and lng&enwty. Draws a limitless variety of curves and
spirals. Plus: FOOTBALL, DIGITISER, DIARY and many more,

() Hewson Consultants

— — — — — — S— — S— — — S—

Pleasa sand me: {tick box)
[140 Best Machine Code Routines £5:95  [] 20 Best Programmes £5-95

Flease debit my AccessMisa Account No _

Signature

Name

Address

Please make chequesipostal orders payable to E ===
Hewson Consultants. Allow up to 14 days for delivery —

(:[_D Post to: Hewson Consultants, 60A St Mary's Street,
Wallingford, Oxon OX10 0EL Tel (0491) 36307 SPT

——— — —— — —— — — — — — —
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MINGILLEN

COSMIC RAIDERS (16K) £5,95

You — the only remaining pilot of the "Earth
velence Flest" - have the dawnting task of
:I:iundin:; the Earth from attack by alien beings
thaet have already sot up a base of their own on earth,
* Radar Scanner display in hi-res ®
* Full colour and sound effects *
* From the author of Spectrum "Scramble’ ®
* 100% machine code *®

ck oplion *
sound and colour *

*Three playing speeds #

MINES OF SATURN and (16K) Text Adventure
RETURN TO EARTH £5,95
Mines of Saturn While pliloting & routine orbit of
Saturn, you are cawght uwp in a radiation storm

which forces you into the gi
energy drained; you make a foreed landing on
t's surface. Luckily you crashed near an
sbandoned mining base and you set off in search of
some di-lthium crystals to refuel your stranded
space ship. Can you do L7
Retum to Earth Having es
dileerims, you reach Emrth  Statien 1, but fall

it planet’s rings. Your

the plane

ped from your previous

to meke radic contoch. You eflect a sale |f
hartowing manual docking. On entry you find it
cy and the control room destroyed. You must
explare the stathon and find some way Lo alert Earth
ol your predicement, but beware, many of the
roams are dentical, there s extensive damage, o
aigns of alien intruders.

d

Adventure  (ABK)  MAD MARTHA

BARCLAYCARD

Access or Visa Card holders
please telephone (0344) 27317 (9am-6pm)

i bl T TP ———r— [ ———
Please add 40p per order for post & packing <
Mame Address
|_| Cosmic Raiders _| Space Zombies
| Mines of Saturn/Return to Earth kad Martha

MIKROGEN, Dept SP, 24 Agar Crescent, Bracknell, Berkshire, RG12 2BK

SINCLAIR PROGRAMS Ocrober 1983
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