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FROM CRYSTAL

TUBE WAY ARMY

e,
B71T'S THE
WOOLUF!
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T CRVSTAL

Written by: Martin Buller

Written by: Rainbow Software

From the creators of ‘Halls of the Things, ‘Invasion of the body snatchas;
and many other software clossics come these exciting new gomes.
Games fo fax your judgement and puzzle and frustrate you for months on end.
Don't forget our other titles, which have attracted enthusiastic reviews like
“Spectacular, ane of the best games I've seen”... POPULAR COMPUTING WEEKLY and
“Excellent, dangerously addictive, could change the Spectrum games scene overnight” . .. SINCLAIR USER.

i l- - . i g | 3
HALLS OF THE INVASION OF THE ROMMELS
THINGS | BODY SNATCHAS REVENGE

Written by: Meil Mottershead,  Written by: Simon Brattel Written by: Martin Horsley

Siman Bratiel ond and Meil Mettershead
Martin Horsley PROGRAMMERS ! WRITTEN ANY SOFTWARE THAT COMES UP
TO OUR STANDARDS 2 |F SO SEND ITTO US FOR EVALUATION,

Selected titles available from:— !,'/ John Menzies WE OFFER GENEROUS ROYALTIES,

THE DUNGEON
MASTER

Written by: Graham Staford

i ,‘__',_v_,___'_, HMV e - - . S S S S S S S S S S s s e
smtium WOOLWORTH Written by: Please supply: INVASION OF THE BODY SNATCHAS [ ] £6.50
: Groham Stafford I HALLS OF THE THINGS | | £7.50 THE DUNGEON MASTER|[ | £7.50
other large department stores and all good major IT'STHEWOOLUF [] £6.50 ROMMELS REVENGE[ | £6.50
software retailers. Alternatively, send the coupeon to:- I TUBE WAY ARMY [1&7.50 ZEUS 64[ ] £9.95
CATALOGUE OF LATEST SOFTWARE [ |

\VAGRY. ST 1 ——

CRYSTAL COMPUTING, 2 ASHTON WAY,

EAST HERRINGTON, SUNDERLAND SR3 3RX.

TRADE ENQUIRIES WELCOME:— Tel: 061-205 6603.
CRYSTAL COMPUTING IS THE TRADING MAME OF CHANDREX LTD.

e e { ek © ead ncker heance
T+ ek |

| enclose cheque/p.o.for................ st e B M
P&P inciudej Overseas orders, please add £1.50 per item. :
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Instructions for graphics characiers are printed in lower-case letters in our listings. They are enclosed by brackets and separated by colons to distinguish
them and the brackets and colons should not be entered.

Inverse characters are represented by the letter *'i”” and graphics characters by “g". Thus an inverse W would be represented by “iw", a graphics W by
“gw’, and an inverse graphics W by “igw".

Spaces are represented by “sp” and inverse spaces by “isp”. Whenever any character is to be used more than once, the number of times it is to be used is
shown before it, together with a multiplication sign. Thus *“6*isp’’ means six inverse spaces and ““(g4:4*i4:23)”" would be entered a5 a graphic four, followed
by an inverse four repeated four times, followed by a graphics three.

Where whole words are to be written in inverse letters they appear in the listings as lower-case letters, Letters to be entered in graphics mode on the
Spectrum are underlined.

Inverse characters may be entered on the ZX-81 by changing to graphics mode and then typing the appropriate characters and on the Spectrum by
changing to inverse video and typing the appropriate letters. Graphics characters may be entered on the ZX-81 by changing to graphics mode and then
pressing symbol shift while the appropriate characters are entered. On the Spectrum graphics characters may be obtained by changing to graphics mode and
then pressing the appropriate character. User-defined graphics will appear as normal letters until the program has been RUN,
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THE NEW COMPUTER
GAMES MAGAZINE THAT
BREAKS ALL THE RULES

= Attention all you pixel-packers,
midnight hackers and binary-bustin’ bozos! Gorf’s gift
to gamesville has just hit the streets.Big K's the name and Big K’s the game —
it’s a new magazine that’s going to be music to your micros. Whatever Big K
gets in its sights — technical, tactical or just plain old topical, don't expect
anything typical. Big K plays it different and says it different. We're not
afraid to shoot from the hip — and we're always hip when we shoot! We've a
no-holds-barred approach to arcade strategy and adventure that’ll have your
CRT's tingling. Key in to Big K now for a magazine that puts news, reviews,
programs and hardware under your fingertips. After your first byte of
Big K...the game will never be the same.

THIS ISSUE: Modem Living —
access the world through your
micro and telephone — Big K
makes the right connections.

e Win a full-sized BATTLEZONE
arcade game in Big K's
extravagant competition.
e What’s all the fuss about?
Big K examines the 68000
wonderchip.

e Atari 800XL review.

® 7 games programs for
Commodore 84, Vic 20, BBC, L4
Spectrum,ZX81,0ric, Atari.
e Atari graphics — ' :
read Big K’s special feature. SIIEEEEE W
Plus—Arcade Alley, -

dozens of games reviews,
expert technical
features, lots of fun
and lashings of colour.

Third amazing issue
on sale 17th May

Ask your newsagent for a copy —85p

SINCLAIR PROGRAMS  June 1984

A N T - W

R — T IR . YN O O a

- L



THE OBJECT of The Clown is
to answer 20 questions on either
addition or subtraction correct-
ly. If you choose to answer subtraction
questions, a correct answer will result in
a tick being drawn on the screen.
Alternatively you can answer questions
on addition, in which case a correct
answer will result in a smiling clown,
whereas an incorrect one will result in a
gloomy clown.

The Clown was written for the 16K
ZX-81 by David Read of Ashby-de-la
Zouch, Leics.

Y %
" THEN GOTO 70
" THEN GOTO 322
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PRINT AT 16,20; " eeess—m"
LET C=0 ;

LET S=Q

LET C=C+1

LET A=INT (RND*50)
LET B=INT (RND*S0)
IF A+B=0 THEN GOTO
PRINT AT C,1;R;"+";
INPUT D

IF D=0 THEN GOTO 35
PRINT AT C,7:D

IF D=R+B THEN GOTO 200

IF D<>A+B THEN GDTG 320e
PRINT AT 16,2@;" he
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EOTO 97

=
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31 PﬁINT ate ANSUER="; A+B
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35@ INPUT D
352 IF D=0 THEN GOTO 35S
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AGF Joystick Interface Il
for Spectrum or ZX8I

Mow the AGF Interface Il & even berter value Sknca we When vou feel like upgrading to a mone flexible joystick
ploneered the cursor-key interface in October 1962 thore system you can claim 12.5% off the purchase price of our
Programmable Interfacs

Al AGF Joysiick interfaces will work with any industry
including Quick

are now over 100 games or utility programs with either the
AGF option of cursor key controlled — that makes |t
unboatable at this new low price. ki ket JoA TR i B/ pli
51l incorporating the all imporiant resr expansion con- Shot 11 and the new Trackball coninolbers.
nector which means other peripherals can be connécted at
the same time i.e Ram Packs, Printers, Speech Units etc,
and of course the key replication principle used guarantees
this will never conflict electrically with any other add-ons.

Don't sertle forless. .. ... .

Joysticks goc

The chowce i yours. The standard CuickShol s excelient value
Iincorporating suction cups for surefooted precisicn and a comfort-
ably contoured handle with a convensent top firing button, plus

conventional button in the base

Four feet of cord terminates in the industry standard Sopin D" pleg
for compatibility with our interfaces o direct connection o a
sabection of home micros.

The new OusckShot 1] has improved styling with a trigger type firing
confrod as wall a5 the top firing action and a broadar base for graater
sietion stability. The rapid fire switch, which allows a continuous
streem ol shells where normally a8 bution press s required lor esch
ang, is located in the base for easy access in use

Cord kength and termination & a6 the standand Cuick’Shot controller,

I
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free mic arcade game....x oo

——— = = ————— FRi MAMRS/MMISS
- S s— P T W — N— W— & .
| — B - S S ;"DI}RE% _____ —
e —— i —— e ——
E T —
LN BN ] =

I ITEM FHIEF_

= — -
ost free bOth wQys =
j AGF JOYSTICK INTERFACE 11 895
| QUICKSHOT JOYSTICK = = 8.95
11.85

e

| OuICKSHOT I1JOYSTICK.
COUNT VOUCHER IF ORDER EXCEEDS £18 FREE
Ploase tick FINAL TOTAL

Please allow up 1o 28 days from receipt of your order alihough we n ally cespatch from stock
wd on a 14 day money

within T days All AGF products are guarsnteed for 12 months and are
back undertaking AGF Hardware, Bogno: Feg 1 Sussex, Telephone: (0243} 823337
SINCLAIR PROGRAMS  Fune 1984
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EACTOR centres on the player
Rwho is trapped in a nuclear

power station. You have to
move round the power station in an
attempt to find three numbers which
make up a codé which allows entrance
to the control room. Once in the control
room you can choose one of two switch-
es. One of those switches will close
down the reactor, whereas the other will
self-destruct. A reducing water level
acts as a time limit, so if you run out of
water the game ends.

The code you have to find is random,
as are the two control room switches.
To aid the search a map of the maze is
displayed at the start of the game but
the map, which can be recalled at any
point during the game, will appear only
for a second at any time.

Reactor was written for the 16K
ZX-81 by Eliot Groves, aged 14, of
Huyton, Merseyside. He has owned his
£X-81 for two years and the program
took him approximately four hours to
write.

It is good to see that people are still
producing good-quality programs for
the ZX-81. What is more, this one is
written entirely in Basic and Spectrum
owners could do worse than use the
listing, since very little conversion is
needed.

The game is centred on a nuclear
reactor and you, the player, have
pressed the self-destruct button acciden-
tally. To prevent the disaster of a melt-
down, you have to search the maze of
corridors for three separate digits of
code which will enable you to enter the
control room.

Once you have entered the room, you
have three attempts to re-arrange the
code; if successful, you can enter the
reactor where you have to flip a
switch—but which way?

The program employs good use of
the chunky ZX-81 graphics. When the
program is loaded and run, you are
confronted with ‘windows’ showing an
enlarged section of the maze—with you
in the centre—the reactor, code status
and control room door.

You have four controls to move about
the game, U — up, D — down, L. — left
and R right. If you need help you can
enter ‘HELP' and a map showing
where you are as well as the codes will
be displayed briefly.

When wandering round, keep an eye
on the reactor which is melting; also
watch for the radioactive wall.

Lines 9000-9130 display the intro-
duction page and the controls. There is
a small delay which is not produced by a
pause statement but by the maze being
set up in lines 9100-9122. Also the
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positions for the pieces of code and the
control room have to be set up in lines
9130-9160.

Note that the general-purpose sub-
routine at lines 9200-9230 ensures that
neither the code nor the control room
will be positioned on any part of the
maze wall or on the player.

The main display is printed at lines
200-220 and the expanded part of the
maze is updated in the routine at lines
300-395. The time is checked at that
point and a jump is made to lines 2000-
2090,

Then T is incremented on every oc-
casion the time is checked and, depend-
ing on its value, the reactor core is
decremented. If T is greater than 7 a
jump is made to line 2100, where you
proceed to die.

On the other hand, you are then able
to make a move and a small move
processor at lines 400-450 checks your
input. If you have entered HELP, a
jump is made to 665, where the map is
displayed. You can cheat by making the
map display for as long as you like by
entering line 665 IF INKEY$=""
THEN GOTO 665.

That is the main part of the program
loop but you still have to check to see if
code has been found. That is done at
line 500-540 and the code is jumbled in
800-940.

That shuffling is very useful in card
games, so study it closely. Finally,
1000-1096 is the last task where you
have to choose which switch to press;
notice it is random.

The game can be made more interest-
ing by defining your own mazes and
because of the way the program is
written the task is very simple.

SUBROUTINES AND MAIN CODE

9000-9130 Displays introduction

9200-9230 Sets positions of codes and
control room

9135-9160 Inserts code into maze

9700-9780 Prints maze

200-220  Prints main display
300-395  Maintains and updates mag
2000-2090 Checks time

2100-8999 Explosion

400-450  Prints man and checks user
input
500-540  Deletes control room

ARRAYS USED
A$(13,13) Holds maze.

POKES USED

FRAMES 16436-16437 Used as timer
16424 Jolts screen

in explosion

STRINGS USED

B Holds possible code digits 1-9

C$ Holds the three-digit code

M35 Stores user’s input

F$ Stores jumbled code

VARIABLES USED
F,Q.V FOR . . NEXT counters

X,Y Hold horizontal and vertical
co-ordinates of man

A,B  Hold horizontal and vertical
co-ordinates for code and control
room

R Random number between 1 and
10, used to pick code

N,M Used as indices to A$ — the
maze

G,H Used in plotting expanded part
of maze

FIAT Holds time

Ik Used a counter to decrement

the reactor core




28 LET X=7

S0 LET Y=7

48 LET M=S

S0 LET HM=5

68 LET C=0

lég EET T=0

1858 GOSUBE 2VE

158 GOSUB 9782

lE@ GOSUB 209

162 POKE 15435 ,25%
163 POKE 186437,25%
170 GOSUB 39

' 2

175 LET T1=PEEK 15436+2S55+PEEK
16437 :
176 IF T1<54220 THEN GOSUB 2222
1580 zO0SUB 492@
199 GOTO 17
2080 REM
218 PRIN

CONTROL

ROOM CODE FOUND

300
310
320
352
3254
536
358
,330 1 ¢>"l" THEN GOTO 3
335 PRINT AT G,H;" "SAT G4+l
q%: :;RT E+2,H; " “"IHAT G+3,
%¢@ A$IN,MI ¢>" " THEN GOTO 3
345 PRINT AT G,H; " AT Ged,
NUAT G4E,H; ¢ AT G423,

gsa IF ASIN,MI <>"X" THEN G0OTO 3

=}
355 PRINT AT 3,H;' "IAT G+1,
Hi AT L:+2 H: ﬂ-.‘-;m- G+3,
26 LD&E A% (N,M) <156 THEN GO
TO 333
365 PRINT AT G,H;’ ﬁ";HT G+1,
H, “,HT E+42,H;" "IRAT 343,

37 CODE A% X w\>155 THEN PR
INT AT E+2,H+1; PAH XY

375 IF CODE H$iK Y1 51885 THEN GO
SUE S0@

380 MEXT @

385 MNEXT F

asaa IF AsiX.Y) ="l THEN GOTD 7@

391 IF I:"I$1::l. ¥i="X" AND C=3 THEN
L‘!UTG 508

395 RETURM

d@@ REM

A5 PR e e T

418 INFUT
="0" AND X<¢121-(
%

M§="R" AND Y <12) -1
|

430 IF M$="5" THEN STOP

44@ IF M&="HELRF" THEN 30TO &S50

{5 £ e

SE El QDUND

S1@ LET C=C+1

S2@ PRINT AT 16+C,2;R&(X,Y)

S35 LET A$(X,Y) ="

S30 IF C=3 THEN GOSUE &0@

%E Eﬂﬁfﬁ* T 5.5 FEW;AT 5,5
528 =R S e e =i
RN AT 7, S; A AT S, S; R

fP4 FOR U=1 TO 100

E0S MEXT U

610 RETURN

650 REM

£S5 FOR U=1 TO 12

656 PRINT AT U, 1 AV, TO 12);A
T X,¥; ("E" AND U= )':J

550

539

700 .

718 [.
i!l "

21d %EE:FE%” . AT &5

BN s = B
el [ AT el T | [ i A

716 LET K=X##Y

720 PRINT AT 5,5;" o
‘™ “;AT 7,5;" kel ;AT &,5;°"

721 LET K=X#®#Y
735 PRINT AT 8,5:" = "IAT 7,5

726 LET K=X#Y

758 PRINT AT B6,6;" ";AT 7,6;"

731 LET K=X%sY

749 FOR V=1 TO 12

745 PRINT AT ©,1;"

750 NEXT U

258 BER

7 DOHECODE

8@5 FOR H E ¥§

E%g ERINT AT U, 1,

S35 PRINT GQNTROL ROON-
(AT 2,1 wm@mw@ﬁé@wm& 1 "E
NTER THE"; 5,1;" CODE. IF i E
T 8,1; "MATCHES 'THE" ;AT 7.1;" COM
EINATION" ; §,1;"YOU CAN OPEN";
AT 9,1;" THE DOOR,";AT 1@,1; "voU

HAUVE 3";AT 11,1;" GOES

§22 FOR U=1 To 5

535 LET Fg="

530 FOR F=1 TO

835 LET R=INT IRHDr ] 41

840 IF F$IR) <" " THEN GOTO 335

SE@ LET F%(R)=C%(F)

§70 MEXT F

TfAGER

‘\ r€J|




530 LET C4%=F%
S9@ MEXT U
89% FOR F=1 TO 3
2P0 INPUT M4$
9@1 IF LEN M%< :3 THEN GOTO S8
3?3 IF CODE M%(l13>155 THEN G30TO
985 FOR I=1 TD 3 ;
@5 LET H$LIJ'LHR$ [CODE M&(I)+
123}
987 NMEXT I
218 PRINT AT 16,27, M% (1) ;AT 17,
27, H$IE1,HT 183,27 M%(3)
F$=C% THEN GOTD 1008
33@ NENT F
13%3 E0TD 3008 —
."‘
1318 PRIN? AT 18,23;" é
1811 LET RkR=xX%=Y
1020 PRINT AT 183,23, "m "
1221 LET K=Xx#Y
}GS@ PRINETRI?igieu .q$ iw 2
1" il : H I 5,2
%;:jlﬂl".nT 19,91} l; AT 33,5
184y FOR U=1 TO 12
1845 PRINT AT W,1;*" :
12580 MEXT W
1862 FPRINT AT 2,1; "¥OU ARE NOW'™;
AT 3,1;" FACING TUO" AT 4, TssUT
TEHES," ;AT 5.1;" ONE TUPN‘”'HT =1
21; "OFF THE NUKE';AT 7,1;" THE 0
THER! AT &,1; DﬁEu.NT.....”;HT X
AL SUTTEHY AT Tl 8 %1 0n 2
1378 LET R=INT i(RND%21 +1
1375 INPLUT SWITCH
1988 IF SWITCH:2 OR SWITCH<1 THE
M GO0TO 1875
18d3@ IF 3SWITCH<:E THEN SOTD 21208
1831 FOR F=1 TD 12
1232 PRINT AT F,1;"
189323 MEXT F
199% PRINT AT &,5; "WELL";RT 7.,5;
"DONE" ;AT 11.,1;" MNUKE SRR
1238 STOP
2009 FEEH
2218 = +l
2245 QDRE 18436, 255
2047 PDKE 18437 ,255
20S@ IF T:=1 THEN PRINT AT 3,22
g@Sﬁ IF T:=2 THEN PRINWT AT 4,22;
s
ﬁﬁﬁ@ IF T:=3Z THEN FPRINT AT 4,22;
2085 IF T:=4 THEN FRINT AT S5,28;
i
2870 IF T>=5 THEN PRINT AT S5,223;
%E?ﬁ IF T:=6 THEN FPRINT AT &,22
R
2080 IF T:>=7 THEN PRINT AT &,2%;
2035 IF T:=7 THEN GOTO 2128
2098 RETURH
218 FOR F=@a
=118 PRINT AT
2128 PORE 15424 255
2130 MNEXT
2l4®d STOP
2283 STOP
QB2a REH
Q@1 FRIMN HT @,
Sl HA
FT 1IM CHARGEE OoF o
! STATION, HMFHQ
MISTAKERNLY
-DESTRUCT q :
A= LIHHT .IIIT|:
YO HAVE TO
MEZE LODK IN

INE HLL

- EE EES

BELUN Nl vl s ol el sl el et e el el el ol el sl el e el ol el el el e o o
ST o o e o o 00 0TI TN b o e e e e o o e e
V50 58 50 0 = T e 0 T 0 0 e 00 20 - J T T e L ) =

ﬁm@mmw@mwmmmmmmmmmmmmmmwmmm
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o

1= (31 1)~ J T L
153 54 58 059 (5 £ 5

ACNENDD S R 0D

SEPERATE
E. WHEN
THREE

|" 1'1H'I'F'|'|L

PRINT AT
FOR F=0
PRINT

NEXT F
ERINT BT =39, THE CONT
1@ %MWWW R
'RT 8,88, " p"h=

3; A ZUERTY AT 10
é T 12,5; """HEL

-
m
-
| -
OMIMIDINTDDLDIDDID LD D
|1 R ET R R R R R R R

Bt | o O | | e

-
a—

RETLIRN
LET A=INT
LET B=INT

OTO 92

1
[ i
IF RA=X RAMD =¥ THEH
IF AsiR,B) 4"
RETUREM

FRINT AT &,8;
D Tu P
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Upgrade your

16K ZX SPECTRUM
Now!

The “CHEETAH” 32K Rampack simply plugs into the user port at the rear of
your computer and increases the memory instantly to 48K.

@® Fully compatible with all accessories via rear edge connector.

® No need to open computer and invalidate guarantee.
® Why send your computer away and wait weeks for upgrade. ONLY

Why wai - cmylonger ? £39-95

Now make your SPECTRUM and ZX81 Talk!

The CHEETAH “Sweet Talker’ justplugsintothe back ofthe computerusing
the existing power supply. Based on an allophone system you can easily
program any word, sentence or phrase. Fully cased, tested, guaranteed and
compatible with all accessories via rear edge connector. Complete with
demonstration cassette and full instructions. No more lonely nights!

Terrific Value at £29.75

when ordering please quote whether Spectrum or ZX81 owner.
Also available:
16K Rampack for ZX81 £19.75 64K Rampack for ZX81 £44.75

Prices include VAT, Postage and Packing. Delivery normally 14 days. Export orders
at no extra cost. Dealer enquiries welcome.

Send cheque/PO now to:-

CHEETAH MARKETING LIMITED
Dept. SP6, 24 Ray Street, London EC1. Tel: 01-833 4909
Cheetah, products available from

branches oa‘m WHSMITHO Rumkbelows

and all good computer shops

10 SINCLAIR PROGRAMS  June 1984






12

IVE HURDLES appear and you

must jump over them using keys

5 and 8 to move back and forth

and 7 to jump. When you have cleared

the five hurdles on level one you go to

level two, where you will be faced with

five more hurdles and some thistles.

The thistles multiply according to your

level and an extra man is gained for each
level completed.

Hurdle Hopper was written for the

16K ZX-81 by Michael McRoberts of

MNew Brighton.

"MEN='"; MEN; "

14 ,8; "ZX81 HURDLE
HOPPER "

1@ FOR A=3 TO 28
ET _Z=INT (RND#1@) +1
Z»DIF THEN PRINT AT 1@.R

2]
TO 28 S]EF =1
T 1e,A;" I"

.
&

GOTO E@Q
THEN GOTO 120

MHREY§="8") - (INKEY
INKEY &="7" THEN GOSUB 38
INT AT A
(PE
) EN

B
’
B
K

B
e e

[0

Bk 18398+258+PEE
GOTO 408

=

W ERERWEOWEWELEE
FrCoOHT H=TOTHHOIrrZOmMZ HC

PRINT AT A,B;“W";AT A,B;" "

Eﬂﬂﬂﬂﬁﬂmmﬂﬂﬂﬂaﬂﬁ ARG RE0E

O O G PO S OB = ~J R
Lr)

£ K 16398+255 :PEE
¥ GOTO 408

Z=@ TO 20
T i

L

=]

I

9

R
488 F
L P AT A,B; "®";AT A,B; """

M

&

P

P

INT AT 1@,1@;"BAD LUCK"
INT AT 1E.5; "yOU LGSE ONE

T MEN=MEN-1

N=2 THEN GOTO 700
WAL, 21,85 "PRESS ANY KE
KEV$="" THEN GOTD 492
[

~r
M

Zom

-

a
ia 1Bjﬁé
1 =CHRS§ (CODE A%IA) +

DHDIM
=~ &
-

=¥ —HAD-Dnum=un (5]
§4 z [=] Hz
Do

by VEL

PRINT AT 21,3; "PRESS ANY KE

CONT INUE"

EF INKEY $="" THEN GOTO &a@
L

]
=)
&
N
)
-]
B
B
7
7

EEOUD-HE S
BERRNE0OSRT BEE

,
B3 NE ]
81@ PRINT AT 21,3;"00 YOU UANT
GAMET™

INKEY$="" THEN GOTO 820
830 IF INKEY$="Y¥'" THEN RUN

4@ STOP

@ CLS
1019 PRINT TAB S;"ZX81 HURDLE HO

FPE

18320 PRINT_,,.." IN HURDLE HORPE
A YOU (@) THE HOPPER HUiT JUH
P HE HURDLES () BY
PRESSING KEY 7. BUT,UATCH OUT F
OR THE DEARDLY HISTLES (&) ON
THE OTHER SIDE 0OF THE HURDLE."
1@38 PRINT ,.," WHEN YOU HAUE CLE
ARED AL FIUE HURDLES ¥aU
WICL S0 ONTO HE MEXT LEUEL WH
ICH WILL HAUE HMORE THISTLES AND
YOou WILL G EXTRA th ER."
104@ PRINT ,," S=LEFT &
=RIGHT 7=HOP
1858 PRINT AT 21,3; "PRESS ANY KE
1@8@ IF IMKEY$§="" THEN GOTO 1380
ig7@ CLS

e8@ G0TO &

9998 SAUVE "HURDLE HOPPER"

9989 RUN
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LTHOUGH Rolling Stones is @
simple in operation, the program

is small and compact. Many im-
portant programming features are in-
cluded and it is worth looking at even if
only to learn a few of them.

The program has no subroutines yet
closer examination reveals that it is in
three distinct parts. First, lines 1 to 18
which set variables. Next, the main part
of the program is really a large loop
from lines 20 to 36. The last section
deals with printing the dead man and
the score.

As the program allows you to control
a man with cursor keys 5 and 8, and a
stone is falling, much of the program
deals with controlling screen co-ordin-
ates. Here is a description of the import-
ant portions:

The stone begins its fall at a random
position at each attempt and that is set
in line 14. Line 20 prints the stone and
erases the position directly above it.
Line 22 checks to see if you have missed
the catch and, if you have, a jump is
made to the section where the dead man
is printed. If all is well, the program
proceeds to line 24, where the line
number of the stone is incremented.
Lines 28 and 30 check the key being
pressed and alter wariable A which
holds the position of the man.

The man is printed in line 32 and
line 34 checks to see if you have caught
the stone. Line 35 loops back to line 20,
where all the checks are repeated.

Eventually you will miss the stone
and a jump will be made to line 38.
From there the dead man is printed in
line 40 and your score in 44. Lines 46 to
54 check to see if you have achieved the
high score which is printed. Note that
this program can be run on the Spec-
trum with very little difficulty.

VARIABLES USED

A$ Holds user’s input.

H$ Holds high score.

A Holds the horizontal position of
man.

C Holds the line number where the
stone is.

HS Holds high score.

Z Holds score.

SINCLAIR PROGRAMS June 1984

OU ARE standing at the botrom

Ynf a hill and must try to catch the

stones rolling down. Use keys 5

and 8 to move as you attempt to catch
the stones in your pouch.

The graphics representation of the

man is very good when the length of the

program is taken into account. There is
also a facility for the name of the high-
est scorer to be entered.

Rolling Stones was written for the
16K ZX-81 by Richard Turner of Gor-
leston, Great Yarmouth.

=

+
& GOTO 28
58 C

4@

42
i

46
48

S@

s52

54
HS

S5 PRINT
55 ANY KEY"

6@ GOTO 8

i CEY HRorhils..
6 LET H5=0
8 LET R=15
19 LET Z=0
12 CLS :
14 LET B=INT (RND%32)
16 LET C=
18 PRINT AT 21,0;"-=--~=--==---
20 PRINT AT C,B; "0";AT C-1,B;"
5 22 IF A+3¢3B AND C=18 THEN GOT
24 LET C=C+1
26 IF C=2@ THEN GOTO 14
28 IF INKEY$="B" AND A>® THEN
LET A=R-1,
30 IF INKEY$="8" AND A<23 THEN
LET A=A+1
32 PRINT

BT 16,8 AT 17
A; “URT 1BLAL " « ;A

iy “'AT 20,R."
34 _1F A+3=B AND C=

cLs
PRINT AT 20,R;" .
PRINT aF 2oz iva i o
PRINT AT 4,2; "YOUR SCORE=";
IF Z3>HS THEMN INPUT A%
IF Z>HS THEN LET H$=AS%
BRINT AT 6,2; "BY
IF Z3HS THEN LET H&=Z
PRINT AT 8,2; "HIGH SCORE=";
,,"FOR

58 IF INKEY%="'" THEN GOTO 58

T 13.R
THEM LET

WL

ANOTHER &0 PRE

13



! i, 3 i -
' ' ¥ - '- . . y
e S 1 - ._
o I ._'_ :-.- .- L . Iil: & -4 . 3 ". 3 4 \.
d s : " 15 : ‘.‘ - —
| _-.-_HW ; e i r,"hJ ) . ;

24 x 24 GRID FOR H.R. GRAPHIC DESIGN. 200 CH. STORE. VIEW "~ AND EDIT
UP TO9 CH. — CHOICE OF 9 FORMATS — ROTATE — MIRROR (HOR. OR
VERT.) — MENU DRIVEN — KEYBOARD/JOYSTICK CONTROL — TOOLKIT

INCLUDED TO USE U.D.G IN YOUR OWN PROGRAMME

TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322)92513/8
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083
PAYMENT BY CHEQUE P.O. ACCESS/VISA



Z FOR MN=1 TO Z0
3 PRINT

4 NEXT H

5 FPRINT AT %, 1; " [EEE R

& PRIMT AT a17,0; SNy
LEFT 13 R F SN

a

IMNPUT AS

2 IF As="R" THEN GOTO =2
1@ IF ASE<>"R" THEM GOTO &
20 LET S=0

29 CLS

35 PRINT © TN AT
T

40 PRINT AT 1,0; "
e e i

41 PRINT AT =,o; " -y
R P

42 PRIWNT AT =,.8;" " "
T M W

5@ LET Se3+1
BE PRINT AT 17,0

D e

20 LET A= O N R
ENEE EE

7O LET Ds="lN e D W
S e i

83 LET Y=i13

¥0 LET X=l1&

108 IF 2=5 THEM ZOTO 2@

11@ LET A=A (19) +RAS( TO =2)

120 LET BS=BE(2 TO ) +BS(19)

1338 PRINT AT X,¥;'" “;AT 4,0;A8;
AT B,0;Bg; AT 2,0 A%; AT 10, 0;B%; A
T 12,0;A8; AT 14,0;B% :

140 LET ¥ev+ (INKEYS="8") - iINKEY [u
=5

1B@ LET XaX=(INMKEY &= 0"}

18@ PRINT AT X.¥;

ive IrF PEEK (PEEK 16398+256&8PEE

”
e P ¥
.
K 163991 3121 THEMN GOTO =218
i&d PRIWNT "B
190 IF Xex THEN GOTO =0
=08 GOTO 110
210 PRINT AT 19, 1;  EEEHESSSEEEEE -
¢

211 PRINT AT 20.13; "D

Z18 IMPUT AsS

220 IF AssTv" THEN GOTO 20
EIO IF AS="H" THEHN STOF

40 IF As<:»v" THERN GOTO =16
250 SAVE “SFY

ROSSING the road is not too reach the'other side safely-and*"th:%?ﬁ-:

easy, especially when you have at the houses. =

to avoid the juggernauts and Risky Business was written for the
other vehicles which race along the 16K ZX-81 by Matthew Norman- of
road. Taking your life into your hands  Redhill, Surrey, who has managed to
you have to attempt to cross the road to  complete 10 screens.

HOOT the Slowboat as it chugs
along the screen and prevent it
invading your territory. If you

allow the boat to pass you four times,

the game ends. Use key K for up, M for

down and Z for fire. Slowboat is a

beginners’ program written for the 1K

ZX-81 by Matthew Norman of Redhill,

Surrey.

1 P T T T S ST

15 LET K=o
A8 LET C=®

17 LET D=1

18 LET FP=4

19 LET Saa

=0 FOR T=0 TO Za

30 PRINT AT =, T; " ol

OB FRINT AT P35 il

48 LET Vs

=11 :P_ INKEY#="K" THEM LET Um-=d4

B8 IF INKEYS="M" THEN LET Ved

BS5 IF INKEYS="IZ" AND Pas THEMN
GOTO Zaa

@ IF P+U3A THEN LET U=®

as PRINT AT P.285;" £

28 LET P=P+uy

100 MNEXT T

1085 LET CemC+l

198 IF Cs3 THEN GOTOD =32

11@ LET 3=sIMNT (RMNDed) sd+d

120 IF S518 THEN LET Se=4
4 - B 138 OTO 20
- 283 PRINT AT 8,7T;*"
®I1D LET HKeK+l
A= IF K3>i@ THEN LET CesD+2
220 GOTD 110
238 PRINT AT 41,8 "'SCORE=";K
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rAT 8,00 10 01
JRT 7.0 " . J
AT &,0; NN B B

PRINT " RRRING"
PR

INT
PRINT “WHICH PHONE?"

@ LET A=INT (RND#4) +1
igg %E;u;ngT (RND#128@) +1
115 IF P<¢1 OR P>4 THEN GOTO 7
1%3 =1 THEMN PRINT "¥YOU HAUVE

120 IF A=l THEN LET SC=3C+B
146 IF A=2 THEN PRINT “YOUR _SHA
RES HAUE RISEN.
IF A=2 THEN LET SC=3C+B
128 Ir A=3 THEN PRINT 'VOUR FIR
M, HES EORESPYREN soTo_20s
-}
IF A=i THEN BRINT "¥OU HAVE
JUST BEEN DIDDLED OUT OF £";
188 IF fizd THEN LET SC=5C-B
195 PAUSE 15@
208 GOTO
295 ERInT "BAD LuCK"
220 PRINT "YOU MANAGED £;SC
220 PRINT "ANOTHER GO (Y /N)?2"
550 INPUT
580 IF Ag="Y" THEN RUN
370 ST

1 LET sc=0
10 PAPER Z:
15 FOR = USR "a"

INK &: CLS
TO USR "£"+
7: READ a: POKE f,a: NEXT +

20 DATA 8,20,36,72,58,589,195,1
8

30 DATA
il

40 DATA 240,24,208,102,102,208
3 24 4,280

50 DATA 0,24,60,126,24,560,60,46
O

&0 DATA

15,24,51,102,102,51 ,24

126,24,24,24,24,50,102
70 DATA 0,0,24,24,24,40,346,0,0

75 FOR =1 TO 30: PLOT INK &3
INT .{ RND #200}, INT ( RND #*150

OUR TELEPHONES appear on
the screen and when one of them
rings you have to guess which it
is and answer it. If you choose the
wrong telephone your firm will become
bankrupt or be swindled by a client. If

you answer the correct telephone your

shares will rise or you will learn of an
inheritance. The object is to try to raise
as much money as possible before being
made bankrupt.

Business Man was written for the
1K ZX-81 by David Hindon and Mar-
tin Bowell, of Swindon, Wilts.

OVE your laser base left and
right with keys “6’" and “7"
and catapult missiles into
space using “0”. You must fire at the
Sun King as it passes and attempt to
reach as high a score as possible before
you run out of laser power and the Sun
King wins again.
Written for the 16K Spectrum by
Christopher Powton of Shildon, Co.
Durham.

}i NEXT +
7& CIRELE 175,125,10
B0 LET laser=20: LET pos=15: L
ET w=0
0 PRINT AT 20,pos;
": PRINT AT 21,pos;

100 PRINT AT 10,v;
L1}

101 IF v >= 29 THEN PRINT AT
10,vs" ": LET w=0: LET laser=l
aser—1: GO TO 100

110 IF INKEY# ="&" THEN LET p
os=pos—1: BEEF .005,pos

112 PRINT AT 0,10;"SCORE = ";s
c

120 IF
os=pos+1:

INK 0;" D
INK 03" E

INK &3" BC

INKEY$ ="7" THEN LET p
BEEP .005,pos

130 IF pos <= 1 THEN LET pas=1

140 IF pos >= 27 THEN LET pos=
27 [

150 IF INKEY#$ ="0" THEN FOR
=19 TO 10 STEP -1 FPRINT AT +,p
os+1;"F": BEEP .003,f: BEEF .005
yf#pos/v/laser: BEEF .005,laser:

PRINT AT f,pos+13" "z NEXT f:
IF +=9 AND pos=v+1 OR +=%7 AND po
g=v THEN LET sc=sc+10: BEEF .1,
St PRINT AT 10,vws" “» LET wv=0
:| B0 TO 100

140 IF laser <= 0 THEN PRINT "
THE SUN KING WINS AGAIN '!i111

PAUSE ©O: PAUSE Or CLS : RUN

170 IF sc»1000 THEN PRINT

WIN CONTROLL OVER THE SUN":

f=1 TO S: BEEP .1,f:
USE ©: PAUSE 0: CLS =

200 LET w=w+l
2000 60O TO F0

"¥ou

FOR
MEXT f: PA
RUMN
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3 LET 5=0

4 FOR F=1 TO 18

5 LET 553” i

7 LET A=I (BNC£28)
B LET B=INT (RND#22)
9 PRINT AT A,B;B%
10 LET As=" b

a
58 PRINTIHT X.¥iA%
82 LET Y=Y+ (INKEY$="8") - (INKEY
8 IF INKEY§="7" THEN LET X=X-

11@3 IF INKEY$="8" THEN LET X=X+

S
@ PRINT AT 21,@;"Y0OU TOOK ";S

‘i .TOU ARE working on a free-
range farm and have to collect
the eggs round the yard. Only

one egg can be seen at any time and you

have to guide your barrow round the
screen using the cursor keys. To collect

each egg you have to push the barrow
through the egg. The next egg will then
appear on the screen.

Free Range was written for the 1K
ZX-81 by C Heath of Kings Norton,
Birmingham.

-

COLOURS is a short routine
written for the 16K Spectrum
by Andrew Wallis, aged 16, of
Marston Green, Birmingham. It pro-
duces three screens full of different
colours by combining the user-defined
graphics and paper and ink colours.
The finished effect is similar to the
pattern of a woven rug.

10 REMyE4F EXTRA COLOURS #36H
20 REM#H4: BY ANDREW WALLIS %
30 CLS

40 FOR a=0 TO 7

S50 READ b

60 POKE USR "A"+a,b

70 NEXT a

80 DATA 85,170,85,170,85,170,8

5,170

90 FOR p=0 TO 7

100 FOR i=0 TO 7

110 PRINT INK i; PAPER p;"AAAA
AARAAAAAAAAAAAAAAAAAAAAAAAAA"

120 NEXT i
130 NEXT p
140 STORP
150 SAVE

"colour" LINE 10
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ONLY THE BEST BECOME A...

FIGHTER

48K SPECTRU

BY DK MARSHALL

A SPECTACULAR FLIGHT SIMULATION OF THE
WORLD’'S MOST EXCITING JET FIGHTER WITH
STUNNING 3D COCKPIT VIEW AND THE
MOST REALISTIC 3D AIR-TO-AIR
COMBAT EVER SEEN ON THE
SPECTRUM!

. e SUPREME ._ﬂMHLATIUN
it leaves the rest at the -~

way

FﬂﬁTBAI.I.
LEAGUE

& ANALYSIS !
v p":'!"ﬂl ]

NIGHT GUNNEFI
£6.

i 48K Spectrum
FOOTBALL stt_lck Compatible *

The air battle whera
£7.95 only aces survive -
48K Spectrum with enemy fighters
attacking from all

0:2E¥uREs £7I95
,*E“aﬁ'.?fand’:aue ot inc. VAT & p. & p.

from 4 runways plus

stearing on the ground JDVSEick COmpallb!e

* Fully Aerobatic Kempston. AGF, Sinclair League Analysis - directions, guns
Performance [ p 1 : g E?sg '? ”:e Paols blazing. explosive 30
= Airfield attack by the Interface 2, Protek EtG.} adictio ground attack sorties -
enem £ With 9 methods of arwd there's still the

# Cro‘;& winds,
Turbulence and
landing in fog

* 4 Pilot ratings, B
Beacons, ground
features and map
+ Artificial horizon,
radar and flight
computer.

team performance flight home
analysis - let your E
Spectrum gwdu you 1o

“Definitely the best % ' i your poals selectian _
simufation for the R O /f TAXI
f'f £5.50 J
Any Spectrum

Spectrum...” B N
- Crash Micro e 1

# |ILS, Flaps, W/C and L= N { .-/ /  Become a Taxi Driver
system failures and test vour skills - WIZAHDS OF /
* 100% machine code but beware the COMPUTER G#MES
with complete Escklautl he SOFTWARE
instructions and pilot : / Fun for ail the family
notes. ’\ #
------_--/ Lk & B N & & _§B N B _§B _§__JN__JN__§B __}N__N§N_ _§ _§__§N _§N__J}N__J
I ITAL Please send me the ‘ Lifetime Guarantee Cheques payable to Digital Integration
following games 1or the :-|.2|"‘<:1r 1] ) | enclose a cheque/P.0. for Total.
NTEGRA—I—ION I/—__“'\,I Fighter Pilot 48K i ] £7.95 Name
I Mo Night Gunner 48K ] £6.95 Address
Football 48K _] £7.95 Trade and
Watchmoor Trade Centre) Taxi (Any Spectrum)  []£5.50 Export Or debit my Access Account No
Watchmoor Road, VAT and p. & p. inclusive within UK enquiries EEEREEEEE EEEEE
Camberley, Surrey GU15 3A : (Overseas inc. 55p. per cassetle) welcome. Tele Sales Cambarley (0276) 634959 ]

Selected products avallable from: Piease send to Digital Integration, Dept SP6

Bools, Woolwarihs, HMV., Menzies Watchmoor Trade Gentre, Watchmoor Road, Camberley, Surrey GU15 3AJ

Greens, Lasky's, ( rys, Rumbelows, Selfridges. Spectrum

Dealers. Video Palace, Zappo, and all good Computer

shops




rapidly. After killing the monsters you
have to go through the door at the
bottom of the corridor to reach the next
screen. There are nine skill levels and
yi the higher the number the faster the
time ticks away.

Ladders was written for the 16K
il Spectrum by Christopher Sully of New-
; po;t, Gwent.

r l"lHE ORBJECT of Ladders is to
race along the corridors and
climb the ladders to reach the

monsters at the top of the house. As

each monster is killed it releases an
invisible gas which decreases your time
r

3

LET hs=0 PRINT AT 1,153 INK 43"FF": FOR EYF m"4" AND k 3= i& THEM LET a
2 INK 3: BORDER O3 FAPER O: C 30: PRINT AT 1,b; INK =a+%1 PRINT AT a=3.bi;" ": BEEP
LS : GO SUB 2000 L

4y LET b=bk+1: MNEXT b .01,10: BEEF .01,0: LET n=0

3 CLS : PRINT AT 10,0; INK 7 100 FOR n=0 TO S: PRINT AT =z, 2R LET  mt—]
;"Do yvou need instructions ? (y/f RNMD #2%+1; INK 7; BRIGHT 1;"C": 285 IF ATTR (a.b)=71 THEN BEEE
ny" LET z=z+3: MNEXT n F .1,80: LET sc=ec+50

4 IF INKEY#$ ="n" THEM GO0 TO 110 PRINT AT 20,29; INK 2;"BH" 287 IF n=1 THEM LET t=t—(2%1}
4

S IF INKEY# ="y" THEM GO SU 120 FOR m=—-10¢ TOD 20: BEEP..0S5,m 288 PRINT AT 0,18;" "; AT O
B 5500 MEXT m 2181 INK 7:it

& GO TD 4 195 LET a=20: LET b=1 gsé IF £<00 THEM LET t=0: PRINT

7 ELS : FRINT IMNK 73;"START L 200 FRINT AT a,b;"a" AT 0,183 " "s AT 0,18; INK 7:
EVEL 7 (1-R)": INPUT 1l: LET sc=0 201 BEEF .002,0: BEEF .002,10 "Of: IF t=0 THEM GO SUB S000
t LET k=0: IF 141 OR 1>% THEM C 280 IF b=0 OR b=31 THEN GO SUB
LS : PRINT AT 10,133 FLASH 13 I 205 FRINT AT D,&; INK 7;3sc 1000
MK 3 “FOOL": PAUSE 100: GO TO 3 250 IF INKEY# ="5" AMD b>0 THE 291 IF ATTR (a,b}=2 THEM LET

M LET b=b-1: PRINT AT a,b+l; O 1=1+1: GO TD B
8 LET =21z LET t=1000 VER 1:;"A"

Q@ CLS : PRINT AT 0,0: INK 7;
"SCORE="jscy AT 0,13;"TIME=";t;

00 GO TO 200

260 1F  INKEY#$ ="B" AND b<3I1 TH 1000 LET a=a+l: PRINT AT a,b;"a

EM LET b=b+l: PRIMT AT a,b-1; "3 BEEF .1,=a: PRINT AT a,bg" ™
AT 0,257 "LEVEL=":1 OVER 1:"A" 2 IF a <> 21 THEN GO TO 1000
10 FOR a=1 TO 30 270 IF SCREEN# (a=1,b}=" " AND 1010 PRINT AT a,b: FLASH 1: INK
11 PRINT AT b,a; TINK S5:"E" IMKEY® ="7" THEN PRINT AT a; T : BEEP 2,-40: GO TO S000
0 MEXT a b;" "t LET a=a-1: PRIMT AT a,bj J
0 IF B*8 THEM LET b=b-3: GO "At BEEP

=l

TQ 10 AT a-1,b3"

40 FOR m=1 TO 2
45 LET r= RND #29+1
20 FOR s=1 70 2: PRIMT AT b,r

Z2: LET a=a+i: FRINT 2000 FOR =z=144 TO 151: FOR %=0 T
" 0 7: READ a: POKE USR CHR$ z+x
g8z MEXT x: MEXT =z

2010 DATA 24,3k,24,60,90,24,36,6

275 IF  ATTR (a—1,by=& AND IN
EY$# ="7" AND a>3 THEN FPRIMT AT

ayby” "1 LET a=a-3: BEEF .01,10 &
INE &3;"D": LET b=b+1l: NEXT s : BEEF .01,5 2020 DATA &0,92,191,251,190,255,
. 280 IF ATTR fa=1,b)=4 AND INK 86,24
_70 IF b<1% THEN LET b=b+i: GO EY# ="7" AND a<3 THEM PRINT AT 2030 DATA 0,14,546,84,254,84,56, 1
0 45 @,b3" ": PRINT ‘AT a-1,bj'A": B &
B0 LET b=3: NEXT m EEF .1,-20: PRIMT AT a-1,b;" ": 2040 DATA 195,255,255,195,195,25
20 LET = LET sc=sc+100: LET n=1:1 LET k=k Ty 2oy 195
75 FOR b=1 TO 14: FPRINT AT 1, +1 2050 DATA 255,255,129,65,36,24,2
by INK #4:"F“"; LET b=h+1: MEXT b: 281 IF ATTR {a+l,b)=& AND INk 55,255
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2060 DATA 102,153,40,90,60,102,2
55,126

2070 DATA &43,33,33.33.33,33,33,6

2080 DATA 248,248,248,248,232,24

8,248,248

2090 RETURN

5000 CLS = IF sc>*hs THEN FPRINT
AT 5,83 INK 73 FLASH 1j;"CONGRAT

ALATIONS"; AT 7,3;:;"YDU HAVE BEAT

ENM THE HI-SCORE"; AT 9,1D3"of "3

hs; AT 11,8:;"with a score aof ":s

c: LET hes=sc: GO TO S010

S005 PRINT AT 10,7; INK 73'Your
score was "jsc

5010 PRINT AT 15,1; INK 7;"Do y

ou want anocther go 7 {(y/n)}"

9020 'IF INKEY#® ="n" THEM CLS :
FRINT AT 10,113 IMK 73 FLASH 1
s "GODDBYE": STOP

3030 IF INKEY$ ="w" THEWN GO TO
3

S040 GO TO S020

S000 CLS : PRINT INK 7;"Your ta
sk is to steer yoursel+# (A} aro
und the screen without falling
to your death or runningout of
time.Y¥You must attempt to collect
the jewels (C) and kill all the
monsters (F) before moving
on to the next level through
the door (GH)."

6005 PRINT INK 7'°“"Press any ke

vy to continue.": PALISE O

&010 CLS : PRINT IMK 7 "Once: yo

u have killed a monster an invi
sible gas is released and you
r time decrease=s more rapidly
St score SO points for eac
h jewel and 100 for esach mons
tar."

&020 PRINT AT 10,103 INK 7;"INS
TRUCTIONE"; AT

..... left" AT e T
..... down"; AT case .
4 upfs AT 1BSsMBecas i vaaiia
== «ight™

&025 FRINT IMK 7' '"Press any ke
v to continue.": PAUSE O
L0030 GO TO 7

USTOMS OFFICER was writ- item and the program will then calcu-
ten for the 1K ZX-81 by Ste- late the import duty at a rate of 15 per-
phen Kecskemety of Cheshunt, cent.
Herts. You will then be told how much you
When asked if you have anything to owe and be given the opportunity to pay
declare you should enter a commodity it. If you refuse you will receive a
of some kind, e.g., cigarettes or alcohol. random fine or be excused. The game
The next step is to enter the cost of the ends when you run out of money.

b = [

1 LET M=UAL “SE3"
4 PRINT "ANYTHING TO DECLARE?
- 5 INPUT L%
5 8 PRINT "HMONEY=E£";M,,"WHATS T
= HE COST OF YOUR “iL$
- 3 INPUT C
= B CL3
- _ 11 PRINT "“COST=£";C, . "RAMOUNT L
- EFT=£" M-, “DUTY=15 PEACENT"

1
1
e 12 LET H=M-£
y 15 IF VAL "C#B.15:M" THEN GOTO
VAL "'sa"
2@ PRINT "YQU SHOULD HAUVE FAYE
s D £";UAL " (C3@,15) +C", “WILL YOU
Al

PRY _£";UAL "C2@.15";"%"
F 25 INPUT A%
AN 26 CLS
: 27 IF AsivAL “1")
o) M=M-URL “Cz@.15"
- 28 CL3
29 IF RAS(UAL "1")="¥" THEM GOT
0 VAL 2"
32 LET @=UAL “INT (RMD#2+11"
32 LET L=UAL "“INT ((RND 2} +1) %
34 IF R=UAL "1" THEM PRINT "YO
U ARE _FINED £";L
35 I a=0AL I THEN LET Man-L
bt~

* THEM LET

?B IF Q2=UAL ' THEN GOTO VAL

2

a7 IF G=VAL * THEM PRIMT "I*
“LL LET ¥OU OFF THIS TIHE"

38 GO0TO |2
THSE PRINT "YOU""UE NO HONMEY LEF

=
I
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Bty S

HILE WORKING in a lab-
oratory experimenting with a
new jar of acid, you have
made the jar explode and the contents
pour out. Using the laser which runs
along the bottom of the screen you must
fire at the acid, using ““1” to prevent it
seeping through the floor. When the
acid hits the ground you will die. Each
time you fire the laser you lose five
points, 15 points are gained for hitting
the acid, and if your score reaches “0”
the laser runs out of energy.
Acid Run was written for the 16K
Spectrum by Robert Courtney of
Isleworth, Middlesex.

GO TO 1000
LET m=4

LET n=4

LET &=0

FOR a=0 TO 4

Lot ol B P S B

a, 103 a"
a’zﬂi IIE“

9 NEXT a

10 FOR a=0 TO 30

20 PRINT ; INK O; AT 20,a;" C"

25 BEEF .001,30

m, 103 "A"

n,20;"A"
4% LET m=m+1

44 LET n=n+1

47 IF m >= 19 THEN GO TO 500

48 IF n »= 1% THEN GO TO S00

49 LET t=t+2
S50 FOR a=30 TO 1 STEF -1

FRINT ; BRIGHT 13 INK &3 AT

7 FRINT § BRIBGHT 13 INK &3 AT

30 IF  INKEY# ="1" THEM GO SU
B 100
40 NEXT a

41 FPRINT 3 BRIGHT 13 INK &3 AT

42 PRINT ; BRIGHT 13 INK &; AT

&0 PRINT § INK O3 AT 20,a;"C "

&5 BEEP .001,30

70 IF INKEY# ="1" THEN GO SU
B 100
B0 NEXT a

85 PRINT AT 21,03"Time="jt
90 GO TO 10

100 BEEF .3,0

101 FOR b=1%9 TO O STEF -1

102 IF a=10 AND b=m THEM LET m
=m=4
103 IF a=20 AND b=n THEN LET n

=n—4
105 LET l=s
107 PRINT AT b+l,a;" "
110 FRINMT ; INK 23 AT b,as"B"
121 IF a=10 AND b-4=m THEN LET
s=5+130
122 IF a=20 AND b-4=n THEN LET

6=6+10

123 IF a=10 AND b-4=m THEM PRI
NT AT m;103" "5 AT m+l,103" "
aT m+2,105" "; AT m+3,105" "5 AT
m+4,10;"

124 IF a=20 AND b-4=n THEN PRI
NT AT n,203" "; AT n+1,20;" ";
AT n+2,203" "3 AT n+3,20:;" "; AT

n+4|2[:|;II "

128 IF = <> 1 THEN BOD TO 132

130 NEXT b

132 FRINT AT b+l,aj" "
133 IF 8 <> 1 THEN BEEF .1,30:
BEEP .1,20: BEEF .1,10: BEEF .1

,0

135 LET s=5-5

1346 PRINT AT 21,12; "Score=";s)
1Z7 IF =<0 THEN B0 TO S00

140 RETURN

500 CLE

210 PRINT "YOU ARE KILLED"
520 PRINT AT 10,10;"Score=";=s

30 STOP
1000 LET s=20

1005 PAPER S5: BORDER S5: CLS

1010 DIM a(B)

1020 LET w=9&

1100 FOR %=1 TO 3

1110 LET w=w+1

1150 LET v%= CHR% w

1200 FOR z=1 TO B

1300 READ alz)

1400 POKE USR y#+(z—1),a(z}
1500 NEXT z

1550 NEXT x

1900 GO TO 2

2000 DATA &0,40,124,124,255,255,
124,24 ,24,24 24 24,24 ,24 24,24 ,2
4,24,24,153, 189,179,255, 255
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sSirci=ir)
ZX Spectrum -

=i “‘_'131

PUT YOUR SPECTRUM

TO WORK ON DAD’S
INCOME TAX!

The easy-to-use Which? Tax Calculator helps
ALL tax payers — not just Dad — and can save a
lot of money too. Are you eligible for a rebate on
your tax bill? The Which? Tax Calculator helps
you find out — and tells you how much!

Specially developed by the Consumers’Asso-
ciation, this personal tax program for the
Sinclair Spectrum reckons your personal tax
accurately and automatically — taking you
step-by-step through your tax form. You simply

Sinclair Programs
196-200 Balls Pond Road, London N1 4AQ

22

answer the questions about job earnings,
building society interest and other income.
Then you enter your outgoings like mortgage,
and allowances — and the program does the
rest, showing your correct tax assessment, and
size of rebates due.

So DON'T pay more tax than you need!

Here's an EASY way to pay only the right
amount: send off right away for this compre-
hensive, fully documented package.

r——---———---—-1
Please send me the Which? Tax Calculator 83,84 for the 48K

l Spectrurn, | enclose a cheque for £11.99 (including VAT and P & P) I

l made payable to Sinclair Programs.

I NAME l
ADDRESS I

Please allow 28 days for delivery
ImEE I NN S S S B S B S B G -
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IT THE DESTROYER from
your post by firing at it. The
position of the destroyer will
be shown on the screen and you must
input the angle and strength of your
shot. If you miss the destroyer and your
shot stays on the screen the ship will
launch a deadly missile at you but if the
shot strays off the screen the destroyer
will not return fire, although you will
not score points. You have to defend
yourself against 10 ships to gain top
marks.
Shore Battery was written for the
16K Spectrum by Philip Robinson,
aged 13, of Darlington, Co. Durham.

SIMR&' B4 77'£R7

I DIM a{3&): RESTORE 1: FOR 30 LET ship=ship+1: PRINT AT INT AT 1&4,03"""": BEEP .4,-20:
x=1 TO 1&: REARD aix}: EEEP .S5,al 1,1;ship LET lives=lives—1: IF lives=0 AN
ty: MNEXT x: DATA 0,0, —.6,0,m,4 35 PRINT AT 1,13 INK ii3ship3" D sc>h THEN GO TO 180
4 Sad,2,0,2,0,-.6,0 SHIF":; AT 1,13;"SCORE= ";sc: AT 130 PAUSE 1S50: CLS : GO TO 22
2 GO SUBR FO00 1,25;"HI = ":h; AT 3,2&:n%: AT
3 BRIGHT 1: CLS 0 13*”ﬁn”‘11v95 135 PRIMT AT 17,f-1;""*": PRIN
S PRINT AT 1,8; INMNK 1j;"SHORE 38 INK 2: PRIMT AT 17,f=1;"BC T AT 146,4; FLASH 1; INK 2;"Ship
EHFTERY'"; AT 2785 TR 1M ———me L Destroyed!": FOR n=-10 TO 10: B
T 40 INPUT "Angle of shot ="j;ang EEFP .05,n+3: NEXT n: LET sc=sc+l
7 PRINT AT 4,4:; INK 3:;"The o la t PRINT AT 1,il:se
biect of the game is to hit the 42 IF angle>&S THEN FPRINT AT 150 PAUSE S0: CLS : GO TO 22
the menacing destroversfrom vour 10,03 FLASH 1; INK Z;"Angle bel 1&0 CLS IMK 1
position {(A). You fire by first ow && Please!": PAUSE 1501 CLS : 162 IF sc»0 AND h<sc THEN LET
entering the angle of your shot BD TO 22 h=sc: GO TO 18O
{Less than && and morethan 19), 43 IF angle<20 THEM FRINT AT 145 - CLS PRINT AT S5,1;"You sa
then the strength of the shot (U 10,035 FLASH 1; INK 2;"Angle abo nk ";sc;" Ships!"' '"Would you 1i
sually between 300 and S00)" ve 19 please!": PAUSE 150: CLS : ke another go?"; AT 10,14;" (Y/N)
8 PRINT "If vour shot stays o GO TO 22 “": LET lives=3: LET sc=0
n the screenand misses the ship 45 FRINT AT 4,1;"Angle="zangl 170 INFUT w&
will launch a deadly missile at e 175 IF wy#="y" THEN LET ho=0 AN
your post!": PRINT “If your sho S0 INPUT "Strength =":st D sc=0: CLS GO TO 22
t leaves the screen the ship wi 55 PRINT AT S5,1;"Strength=";s 176 IF y#="n" THEN STOP
11 not fire but vou will not sc ;= 178 STOP
ore anything!": FPRINT "To surviwv 70 LET a=st#* COS ( PI %angle/1 180 INK 1
e you must defend your self agai a0} 185 LET h=sc: LET liwes=3: LET
nst 10 ships!": PRINT AT 20,5; 75 LET b=st#* SIN ( FI *angle/1l ship=0: CLS PRINT AT S5,1;"Con
INKE 2; FLASH 1;"PRESS ANY KEY TO B80) gratulations you have scored"''"
BEGIN! ! B0 FOR j=0 TO b/l& STEF .3 the most today" '’ '"Please input
10 PAUSE 0= CLS BS LET c=.01#(b#® j—14%7%7) wour initials."’,"Max 5 Letters"
15 PAFPER 7: BORDER 7: FOKE 23& S0 IF a*j>4200 THEWN GO TO 130 INFUT n%
09,50 95 IF c>40 THEN GO TO 120 190 LET se=0: CLS : B0 TO 22
20 LET lives=3: LET h=0: LET s 100 INE O 9200 FOR a= USR "a" TO USR “d"+
c=0: LET ship=0: LET n%="" 105 INK ©O: OVER 1: PLOT .O04%awj 7
22.LET £= INMT ¢ RND *171+15 +.04,4%c+40: OVER O: INK O 9210 READ user: POKE a,user: NEX
25 LET b= INT ( RND #13) 110 BEEF .005,c+13 T a
24 IF liwes=0 THEM GO TO 145 113 NEXT 3 F220 DATA 4,8,16,32,80,184,54,16
25 FOR ==18 TO 21: FOR g=4 TO 120 IF ABS (a®b/3200-f)<1 OR
31: PRINT AT s,g; INK 1:"(ig8)" ABS (a%b/3200-f+1)<1 THEN GO TO 9230 DATA 0,0,0,3,255,127,63,0
MEXT g: NEXT s: PRINT AT 16,0 135
3 INMK O3 "A" 125 LET z=f: FPRINT AT 12205 F F240 DATA 0,0,192,224 ,255,255,25
26 FOR s=17 TO 21: FOR g=0 TO LASH 13 INK 2;"MISSED": PAUSE 40 4,0
3r FRINT AT s,g: IMNE 43" (igB)": : FOR x=0 TO f-1: LET z=z-1: BEE 245 DATA 0,0,1,127,255,127,1,0
MEXT g: MEXT = i P .003,-23: PRINT AT 1&6,z3"D":
27 IF ship=10 THEN GO TO 140 PRINT AT 1é&,z+13" ": NEXT x: PR 9250 RETURN
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-! harvest the corn on your land.
There are trees and rabbits

- 2 cause irreparable damage to your com-
P - /ﬁj

... move the combine harvester.

Billericay, Essex.

~g= INT

1 BORDER 2Z: PAFPER 4:
2 LET a=0:z LET
T ( RND %#20): LET
30): LET f= INT (
{ RND *30)
SLET S= T
INT ( RND %*30)
4 LET H= INT (
J= INT ( RMD #30):
RND %20): LET BA=
)

INK &
d=0: LET c= IN
b= INT ( RND #*
RND #20): LET

RND #20): LET

)=

RNMD #*20) =
LET AE=

INT

LET
INT (
( RND *30

5 LET ct=688
& LET as= INT ( RND %20): LET
sa= INT ( RND #30): LET SD= INT
( RND #20): LET DS= INT ( RND *
30)
10 FOR »=0 TO 55: READ y:
USR “"a"+x,y: NEXT x
20 DATA 0,68,238,238,238,68,68
,0,0,0,159,28,30,30,96,96
30 DATA 1,7,15,31,23,29,63,55,
224,184 ,244,172,254,95, 239, 252

POKE

40 DATE 30, 3,1,1,0.0.,3.7.,222,2
24 ,224,192,192,192,224,224

50 DATA 36,36,60,60,102,126,60
. 24

70 60 SUB 7999

90 LET A$="AAALAAARAALAAAARAAA

ABAARAAAAARAA"Y

95 INK &

100 FOR P=0 TO 21: PRINT AT P,
03 A%: NEXT P

149 INK ©

150 PRINT AT c,b;"CD"

155 PRINT AT c+1,b;"EF"

160 PRINT AT f,g;"CD"

161 PRINT AT f+1,g;"EF"

162 PRINT AT S,W;"CD"

163 PRINT AT S+1,W; "EF"

164 PRINT AT AB,BA;"G": FPRINT

AT H,J3"G"3; AT as,saz"G"; AT SD
,DS; "G"

165 IF ATTR (a,d)=32 THEN GO
TO 1000

147 IF ct=0 THEN GO TO 000

169 IF ATTR (a,d)=38 THEM LET
ct=ct—-1

170 INK 2

171 PRINT AT a,d;"B"

173 LET al=a: LET di=d

180 LET a=a+( INEEY¥F ="&")—-( IN
FKEY$® ="7")

200 LET d=d+( INEKEY# ="5")-( IN
KEY$ ="8")

201 FOR N=0 TO S: NEXT N

205
210

PRINT AT ail,diz" "

GO TO 165

1000 BEEP .02.,8B: BEEFP .5.,3: PRIN
T 2 BRIGHT 1; INVERSE 1; FLASH 1
: INK 2:;"YOU CRASHED - AND YOUR
COMBINE HARVESTER IS A"3: INEK 73
" WRITE OFF"
1001 STOF
7999 INK 2
8OO0 PRINT
AAQA"

8010 PRINT
ILEY™"

8020 PRINT AT 4,03"You are a fa
rmer.Todays job is to cut the c
orn.But remember to avoid the tr
ees and rabbits...."

80370 FPRINT AT B,0;"Use the curs
or keys"

8040 PRINT AT 10,4; "PRESS ANY K
EY TO START": PAUSE O

8050 RETURN

2000 BEEFP .09,%: BEEF .2,2Z: FRIN
T 3 FLASH 13; BRIGHT 13 INVERSE 1
¢ INK 73"YOU FINISHED YOUR DAYS
WORE - IN TIME FOR TEA": STOP

TAE 7;"AAAA HARVEST

AT 2,73"BY ROBERT EE

24
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OU ARE a farmer and have to

which must be avoided, as they will

.bine harvester. Be careful not to go off
2 fiof the screen, as that will cause the
, game to end. Use the cursor keys to

Harvester was written for the 16K
Spectrum by Robert Beiley, aged 10, of




_”,;aéﬁﬁﬁﬁﬁ.

HERE ARE five levels of play but you will lose a life if you do not

in Letter Box, level five being  press the letter shown in the time limit.

the fastest. As soon as a letter  The score, level and number of lives are
appears in the box in the centre of the displayed on the screen.

screen you must press the correspond- Written for the 16K Spectrum by Sl
ing letter on the keyboard. You do not Pushkar Dadarkar of Ickenham, Midd- ~ 7.
lose a life for pressing an incorrect letter  lesex. iy
1 PRINT INK 03 AT 9,0;"A LET 15 PRINT AT 10,15;"(ig8:g3:q97 80 FDR G=20 TO -10 STEP -1: BE
TER WILL AFFEAR IM THE BOX,FRESS e i T EF .03,B: NEXT G
THE CORRESPONDING KEY AS QBUICK 17 PRINT AT 11,15;"(igS:sp:g5 g0 LET LVS=LVS-1
LY AS ¥OU CAN. " el 92 IF LVS=0 THEN BEEP .5,-10:
3 POKE 23658,8 19 PRINT AT 12,15;"{igl:ig3:i CLS : PRINT AT 11,03 INK 13"vO
4 PAFPER S5: BORDER 4: BRIGHT 1 gzr" U SCORED "j; FLASH 13S; FLASH 03"
25 PRINT INK 0O: AT 3,23:"SCOR POINTS. " "PRESS A& KEY TO PLAY A
5 IMPUT "DIFFICULTY?t1 TO 5) E="3;S; AT 3,0; IMK O3;"LIVES="3LV  GAIN": PAUSE 0: RUM
"D 53 -"—‘eT 05135 INK 1:" (il :iE:iVziE:
& CLS 1 PRINT INK 03 AT 11,1 iL:i’:ig:iD:iF)" =5 ?4 PRINT INK 03 AT 21,0;" YO
1;"GET READY": PAUSE BO 30 LET 0= INT { RND #24)+1 U LOST A LIFE.FRESS A KEY "1 IF
7 LET D=100-(10#DF) 40 PRINT AT 11,163 INK 0;A%(0 INKEY+ ="" THEN B0 TO 94
g8 LET 5=0: LET LYS=3 Y: BEEP 11,20 96 CLS : BO TO 13
SHELS: 50 FOR F=0 TO D 100 BEEF .4,30
10 LET A$="OWERTYUIOPASDFEHIKL &0 IF  INKEY$ =A$(0) THEM GO 120 LET S=5+1
ZXCVENM™ 3 TO 100 130 G0 TD 25
13 BRIGHT 1: IMNK 4: PAFER 5 70 NEXT F 200 SAVE "TOUCH-TYPE" LINE 1

LET RE=@
LEf EE-‘Ls

E EE#TDIF =DIF+1@
+
18 FOR A=@ TO D%
2@ PE§¥TRHT RHD:21 ,RND#31; "B

28 N
7 3E sLOu
=== i€ LEr 9281
:—- =
= &8 LET Boas
= o — ES LET ¥=B
L [—=—% @ PRINT AT RA,B; 0"
— — 7@ INPUT AS
— | — 8@ FOR Z=1 TO LEN AS
—— @ PRINT AT X,Y;" “;AT A,B;"B"
1 1 LET X=f
i 8 LET Y=B
—3 ? LET RaR+(R%(Z)="B") =(Ag(Z) =
| ? LET B=B+(As(2)="R") -(AIZ) =
PRINT AT

R PEEL | (PEEK 180884258 1PEE
339) (3@ THEN GOTO 208
TP A28 THEN GOTO 306

NEXT 2

PRI Br 8, 8% 0% AT A B; "®"
NEXT 2 S 5 it

=

CLS

PRINT “YOU CRASHER",,.,,,"D

U WANT ANOTHER GO?"

PRINT AT 15,8; "YOURE SCORE
;" POINTS

IFEINKEYss' THEN RUN
IF INK Ey;-"u" THEN STOP
GO0TO 258
CLS
PRINT "UELL DONE YOU MADE I
"YOU GET"10 POINTS.
FOR T=@ TO 58
NEXT T
LET SCORE=SCORE+1®
GoTo 3
SAVE "COMPUTER CARE"
RUN

o o, o
WHEEHWE GERURODDD NIRRT

y =

HEN the program is RUN, a commands L, R, B and F to direct the
random maze is generated car. If you are successful you score 10
and a car is placed at the points and progress to a more difficult
bottom of the screen. You have to plor maze.
the movement of the car so that it will Computer Car was written for the
reach the top safely without crashing 16K ZX-81 by Michael McRoberts of
into the walls of the maze. Use the New Brighton.

PE-JEAGEERQOPEEOPE0 2 6000

RSN @G BOREE (OESERSNAREE

-

O L2 L3 O
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THE COMPUTER PROGRAM | | [y

COPYRIGHT REGISTER

Reach an estimated readership of over 200,000 users
per month for as little as £2.00*.

Or if you are starting your own small business advertise in the classified for

only £10.00

Maximum 30 words

Your advert will appear in the earliest possible adition
The governments of the following countries and states are
signatories to both or either of the Berne Copyright Union and
the Universal Copyright Convention:

AUSTRALIA, AUSTRIA, BRAZIL, CANADA, DENMAREK, |
FINLAND, FRANCE, GREECE, INDIA, IRELAND, ISRAEL, —— - |
ITALY, JAPAN, LIECHTENSTEIN, LUXEMBOURG, KENYA, |
METHERLANDS, NEW ZEALAND, NIGERIA, PAKISTAN,
SOUTH AFRICA, SPAIN, SRI LANKA, SWEDEN, SWITZER- |
LAND, THE UNITED KINGDOM, THE UNITED STATES OF ' 1
AMERICA, URUGUAY, VENEZUELA, WEST GERMANY | =

AND YUGOSLAVIA.

Authors who wish to protect the copyrights of their computer
programs against infringement by unauthorised users in any
of these countries or who may consider selling, leasing or
hiring their programs to companies which trade in any of these Te
countries are recommended to register before publication or
commencement of marketing. Registration forms and infor- Have you included the fee of £2.00 or £10.00?
mation leaflets may be requested by telephone between *for second hand sal I

10,00 am. and 4,00 pm., Mondays to Fridays, (Public Holidays seco and sales only
excepted), or by letter addressed to the Inquiries Department.

01-898 2385

o covrores e cormons e | | [
WYE HOUSE, TANGIER ROAD, RICHMOND, TWI10 5DW

Mame

Addrass

7 4

/ c/ Glr
FOGFaIms

The easiest way to become computer literate

All the best listings in ! SUBSCRIPTION FORM :
Basic, machine code, | Mail to: ECC Publications Limited: I
Forth and many more | 196-200 Balls Pond Road, London N1 4AQ |
SHEEAREE pIUS | Yes — I'd like to subscribe to Sinclair Programs |
® Programming advice | (12 issues — price £13.20) |
® Language courses | | enclose a cheque for £ I
® Software reviews : Please charge my credit card: :
EXPAND YOUR MIND AND P e |
YOUR MACHINE | l
| Signature Date
e
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High-res revolution
has been achieved
on ZX-81 computers

I AM writing to say how
pleased I was when, a few
weeks ago, I received a game
called Forty Niner for the
16K ZX-81. When [ LOAD-
ed it I nearly died of shock
when I came to face a
cosmic cockerel in hi-res
graphics. The game is excit-
ing and highly addictive and
makes great use of high reso-
lution.

It has a hall of fame, five
skill levels and lets users de-
fine their own keys for use. In
case anyone thinks I am talk-
ing about a Spectrum game, I
am not. This is definitely my
favourite game for the ZX-81
and, to me, it is definitely my
favourite game by miles —
no, light years.

Software Farm is the cul-
prit behind this revolution.
You can also be expecting
new games in its high-res
range. This is only number
one. So, before you rush to
buy your Spectrum, think
first.

It is difficult to explain this
piece of excellence so, if you
want to find how fantastic it
is, buy it. If anyone can beat
my brother’s high score of
46,469, write to Sinclair Pro-
grams. My personal best is
39,896.

Daniel Popplewell,
aged 12,
Bradford.

The Snowman

WELL DONE, Raymond
Briggs and Quicksilva. Their
game, The Snowman, de-
serves terrific success for hav-
ing no wviolence in it. It
always amazes me that orgies
of mindless zapping and de-
struction can be the product
of brains which can create
highly-original machine code
games.

An example is the game
City Lander, which instructs

SINCLAIR PROGRAMS  Fune 1984

the player to bomb as many
buildings as possible to clear
a landing area. That printout
was published in the Christ-
mas issue of Sinclair Pro-
grams under the title Moscow
Raid. Would it have been as
readily printed under the ti-
tle, say, Washington Raid?
Nick Thompson,
Langport, Somerset.

Worm record

WHILE READING the
April edition of Sinclair Pro-
grams 1 read the Iletter
titled Worm record from
Peter Clarke. He said he had
scored 176,400 and reached
level seven a second time. I
recently scored 403,335
which is a new record. I com-
pleted level seven five times
and, at one point in the third
round, I had five worms.
Jenny Matthews,
aged 13,
Hoddesdon, Herts.

® Worm Game was published
in the March/April 1983 edi-
rion of Sinclair Programs.

ZX-81

hardware

THANK YOU for a great
magazine. I have never had a
better computer magazine.
The one thing which disap-
points me, and I am sure
many readers will agree, is
that most of the advertise-
ments are for the Spectrum.

In the December issue on
page 15 it read “‘Sinclair Spe-
cial Inside. New Interface
Two and ROM: cartridges.
New Software™.

Cartridges for my ZX-81, I
thought, but when I turned
to page 17 and read “The ZX
Interface 2 is the latest new
peripheral for the Spectrum’
I was full of disappointment.

Because, as it was near to
Christmas, I could have had
one for my present as it was
only £19.95. I am sure that it
would not take much to make
a game or interface for both a
Spectrum and ZX-81. I think
it would please many readers
if Sinclair Research did that.
Freddy Powell,

aged 13,

Waltham Abbey, Herts.

® A spokesman for Sinclair
Research said recently rthat
there were no plans ro produce
new hardware for the ZX-81.

Worm again

IN Sinclair Programs in
April, Peter Clarke said he
had a new record on the
Worm Game of 176,400. Re-
cently I have achieved a new
record of 439,870. I complet-
ed stage seven four times and
reached stage four on my
fifth lap.
Lee Gordon,
aged 14,
Plymouth, Devon.

Scrolling
I OFFER a POKE command
which scrolls one line on the
Spectrum screen over and
over again:
10 FOR n=1 TO 255
20 POKE 23606,n
30 PRINT AT 10,0;
“ABCDEFGHIJK
Imnopgrstuvwxyz”
40 NEXT n
50 GOTO 10
David Pankhurst,
Stroud, Kent.

Zap record
I HAVE beaten the best time
for the game Zap-Zap, which
is 36 set by Andrea Woobery.
The time I have set is 31 time
units.

I have had my ZX-81 since
October, 1982 and I have
written a few adventure

Lettess.

games for the 16K and two

1K games since then. I am

hoping to upgrade to a Spec-
trum soomn.

I think Sinclair Programs is

ace and I buy it every month.

Denis Butler,

Fakenham,

Norfolk.

Slow loader

PLEASE inform F Jugg —
Sinclair Programs, April —
that the Slow Loader works.
We have 16K ZX-81 pro-
grams operating perfectly on
our 48K Spectrum, thanks to
Slow Loader.

I think perhaps he has not
tried a low volume setting.
The volume control on my
recorder runs from one to 12.
The volume at which the
Slow Loader works is just less
than one — yes, one. He may
at first get garbled versions.
He should make minor ad-
justments to the volume sys-
tematically until the
translation is perfect.

G L Budden,
Burnham-on-Sea,
Somerset.

ZX pen-friend
I AM Brazilian and a ZX-81
owner and I like Sinclair Pro-
grams. 1 have 300 programs,
games and others, and I
should like to exchange pro-
grams and information with
British people.

I should like to know about
the Sinclair User Group and
if T could be a part of it.

Andre Koch Zielasko

Av. Emancipacio

403 sala 2

Tramandai — RS — 95590
— Brazil.

Binders

I FEEL your magazines are
very good and think they are
getting damaged on the shelf
at home and am wondering if
you could produce a strong
binder to protect them — a
binder which holds 12 copies
like the ones for other maga-
zines. The binders could
have the volume number and
the name on it.
J Bentley,
Plymouth, Devon.
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Enjoyable version of
an old racing favourite

I : NIGHT DRIVER provides its
players with a birds-eye view of
the car to be controlled. The
aim is to drive the car round a compli-
cated circuit. Controls are accelerator,
brake and steering to left and right.

The road is very narrow and attempt-
ing to remain on it at speed is no simple
task. Learner option allows players not
to lose a life when they steer off the road
but limits time allowed to complete the
circuit. That time is short and any
player who can negotiate the course at
sufficient speed to complete it in that
time should choose the professional op-
tion.

Professional limits players to five
lives, one of which is lost whenever the
car is steered off the road. Beginners
will find it difficult to move more than a
few inches without losing all five.

Automatic option allows the com-
puter to guide the car round the course.
It gives some idea of what the course is
like, how long it is, and where the most
difficult bends and obstacles are,

Racing car games are not new but
this is a difficult and enjoyable version.
Knight Driver is produced for the
48K Spectrum by Hewson Consultants
Lid, 60a St Mary’s Street, Wallingford,
Oxfordshire and costs £5.95.

Study software

PENGUIN Study Software has re-
leased a range of study cassettes for
people studying the Shakespearian
plays Macbeth, Tewelfth Night, Romeo
and Fuliet, Fulius Caesar, The Merchant
of Venice and Henry IV part one. One
cassette is dedicated to each title and the
cassettes reviewed by Sinclair Programs
were Romeo and Fulier and Fulius Cae-
Jar.

The programs make use of the com-
puter as a database from which infor-
mation can be called-up under subject
headings or cross-referenced and com-
pared. Searches for references can be
made under character or theme head-
ings and limired to specific acts or
carried across the entire play.

Summoning-up references to two or
more subjects together can suggest
themes or images in the play which
have not been noticed previously. When
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This month we focus on
a selection of games
and on the new range of
software for students
of Shakespeare from
Penguin Books

STUDY G

SOFTWARE
SHAKESPEARE

ROMEO AND JULIET |

i

a reference is shown on-screen, the
other headings under which it could be
classified are given, so that a student
can choose to change the direction of
the search.

Students are referred to specific act,
line and scene numbers in The New
Penguin Shakespeare version of the play.
Information on-screen acts as a gloss or
comment on the lines mentioned and is
designed to make the student think
more carefully about those lines. Ques-
tions raised by the program are not
answered in it, so the program would be
most useful when used with guidance
by an experienced teacher.

The cover specifies that the cassette
can be used by O level and CSE stu-
dents. Points raised by the program and
its cross-referencing system would be
useful to students for those examina-
tions and also to A level students.

The cassettes are £5.95 each and are
produced for the 48K Spectrum by

Penguin Books Ltd, 536 Kings Road,
London SW10.

Blue thunder

THE AIM of Blue Thunder is to steer
a jet helicopter across the sea and is-
lands, avoiding all attacks from enemy
missiles and barrage balloons, to reach
and destroy the nuclear reactor and thus
rescue your comrades who are trapped
there.

The graphics are very well done. As
the helicopter moves, so the landscape
scrolls smoothly across the screen. The
helicopter movements and changes in
direction are equally well-displayed.

The game, however, is unexciting.
After a few runs the majority of artacks
become predictable and it is possible to
reach the nuclear reactor by moving
upwards, waiting the appropriate
length of time and then flying lefi. That
is a useful facility for those who are
trying to eat their lunch, or drink a cup
of coffee, or do anything else while
playing the game, but for those who
require a game to be interesting
throughout it is a major disadvantage.

Blue Thunder is produced by Found-
ry Business Systems Ltd, 2 Station
Road, Walsall, West Midlands WS§7
0JZ and costs £5.95.

Dr Franky

THE PLAYER takes the part of Dr
Franky who is trying to bring his
monstrous creation to life. To do it,
flasks of life-giving chemicals must be
collected from one side of the dungeons
and carried to the monster on the other
side. Of course, in a computer game
things are never so simple. Dr Franky is
being chased by the ghosts of his pre-
vious victims, the floors of the dun-
geons are riddled with holes, and
crossing the dungeons involves jumping
on and off a very unsafe lift.

The game is fast and furious, for the
ghosts seem to be everywhere at once,
50, for some time, it can be difficult to
decide how to move more than a few
inches without being killed. The screen
layout, the ghosts, the difficulties of the
game are not startlingly original.

Nevertheless, despite the air of deja
vu which many buyers will feel, the
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game provides a real challenge even for
the most experienced arcade games
player.

Dr Franky is produced for the 48K
Spectrum by Virgin Games Ltd, 61-63
Portobello Road, London W11 and
costs £5.95.

Jokers Wild

JOKERS WILD is divided into two
sections — adventure and action game.
To play the adventure, skill level four of
the action game must be reached. At the
end of each skill level, clues for the
adventure are provided, all of which
remain obscure until the adventure is
reached.

Novel features of the action game are
the compression of the maze format into
a grid, making it much more difficult to
become accustomed to the maze layout;
the fast-moving — but predictable by
the very alert — movement of the
knaves and the provision of a separate
adventure game, as a reward for the
skilful player.

Jokers Wild is produced for the 16K
or 48K Spectrum by Phoenix Software,
Tel: 01-868 3353 and costs £9.99,

The Skull

THE SKULL, by Games Machine,
appears to be a three-dimensional ver-
sion of Pac-man-type game, The aim is
to move round a three-dimensional
maze, amassing points by collecting as
much treasure as possible.

Also wandering round the maze are a
series of large skulls, which will kill the
hapless player who meets them. They
can be killed only if the player has
recently picked up a cross.

The maze is on several levels. Move-
ment from one to another is by accident
through a broken trapdoor, or by design
down a ladder.

ENTER THE CATACOMBS ...

HUNT THE TREASURE. ..
AVOID THE TRAPS . ..

WATCH OUT
FOR SKULL!

1007 MACHINE (ODE
3-DIMENSIONAL

FULL-GRAPHICS MAZE GAME
FOR THE SPECTRUM 48K,

GAMES MACRINE
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The graphics and screen layout are
good, the movement is smooth. Maze
games, however, both two- and three-
dimensional, have become common-
place on the Spectrum and The Skull
has no features which make it stand out
from the other games of its type.

The Skull is produced for the 48K
Spectrum by Games Machine Lid, 40,
Fretherne Road, Welwyn Garden City,
Herts AL8 6NU and costs £6.95.

DORIC COMPUTER

c/" "‘S SERVICES

Oracle’s Cave

ORACLE'’S CAVE is a superb animat-
ed adventure for the 48K Spectrum.
The player’s quest is to negotiate the
Oracle’s Cave complex, find the cho-
sen quest item, collect four items of
treasure, kill the oracle and escape.

Each movement through the caves is
shown on-screen, in a display which
scrolls smoothly from left to right and
up and down. The screen display is
divided into several areas — a map of
the cave showing areas which have been
explored and which do net contain
monsters; a list of options open to the
player; a response to the player’s last
choice; a chart showing the player’s
progress; and the display of the action.

The game has a time limit of five
days, which means that the player must
always clock-watch and avoid taking too
many rests. The time limit means that
the game never continues for too long
and it can easily be played several times
in one session.

Playing the game several times is
important, since there are several strate
gies to be worked out. It is important to
collect sufficient weapons to be able to
escape to freedom, to know where the
most valuable treasure can be found,
and to know when to explore and when

Softfocus

not. The key is important, so do not try
to finish the game without it, or you
will never see the blue sky and the
mountainside outside but will perish in
the caves.

Oracle’s Cave is produced for the
48K Spectrum by Doric Computer Ser-
vices, 3 The Oasis, Glenfield, Leicester
and costs £7.95.

Colditz

FULL MARKS to Phipps Associates
for providing reviewers with a map of
locations in its latest adventure game,
Colditz. The map shows that escape
from the German prisoner-of-war camp
is possible but that there are numerous
problems to be faced en route.

The game combines graphics and
text to provide a clear description of the
player’s situation at each point.

The text often includes the sound
made at a location and it is best to pay
close attention to those descriptions, as
any loud noise can alert the guards to
the fact that a prisoner is trying to
ESCHPE_

There are many objects to be collect-
ed and used, which creates problems,
because there are limitations as to how
many objects a player can carry.

Never assume that because every-
thing which has been found cannot be
carried at once that it is not all useful.

The game contains plenty of action.
There are guards to avoid and kill,
tunnels to dig, wire to cut, a prisoner to
rescue, and the final challenge of mak-
ing sure that the guards cannot follow
once the escape has been effected.

It is an excellent adventure, well

worth the time required to complete it.

Colditz is produced for the 48K
Spectrum by Phipps Associates, 172
Kingston Road, Ewell, Surrey KT19
05D and costs £6.95.
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Taking the easy route
to better programs

Games Designer, Hurg
and The Quill allow be-
ginners to produce ma-
chine-code games. We
look at these three pro-
grams in detail.

PROGRAMMING a Spectrum

with an original game is not diffi-

cult. Simple games can be written
within hours of first using a computer,
with the knowledge gained from read-
ing the first chapters of the manual.

When those games are compared, as
they are bound to be, to professional
software, they are found to be sadly
lacking. The graphics are unsophisti-
cated, the sound is unexciting, and the
speed is slow. As original home-made
creations they have their charm but
many programmers find themselves
wishing they knew an easy route to
machine code and good programming.

It is for everyone who ever wished
they knew such an easy route that three
programs have been put on the market,
The Quill by Gilsoft, Games
Designer from Software Studios and
Hurg from Melbourne House are all
easy routes to professional-style games
programming.

Games Designer is complete with
eight pre-recorded games which have
been written using the designer pro-
gram.

While playing the games, common
themes become apparent. Each consists
of one crearure/object, defending itself
by destroying attacking waves of other
objects/creatures. Each creature is a
sprite graphic; that is a graphic which is
much bigger than a user-defined graph-
ic and which moves smoothly across the
screen as a whole. The movement is
smooth and fast and the sound is not a
series of beeps, as in a Basic program,
but a variety of rising and falling ma-
chine-coded noises.

Menu=driven

Games Designer is menu-driven and
arrives with a short instruction booklet.
The main menu allows the user to load,
save or play a game, to change the game
being played, to alter the sprites, their
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configuration, their movement and the
artack waves. Once one of those options
has been chosen, a secondary menu or
some other list of options is displayed.

The configuration option on the
main menu produces a variety of op-
tions. The background or foreground
colour of the screen during the game
can be changed, sounds can be defined,
and the general format of the game can
be changed. Game formats are based on
existing types of game. The choices are

Gdme
Dadignar

Author:

John Hollis

Invaders-type, Asteroids-type, Scram-
ble-type and Berserk-type.

Two hours only

Games Designer is fairly simple to
use and a first game can be completed in
two hours. Once each section of the
program and of the instruction manual
has been understood the program can
be wused easily and machine-coded
games can be designed quickly and
efficiently. A major difficulty is that the
games are all of the same type and that
it does not take long for the format to
become uninteresting.

The Hurg package is complete with
three games designed with its help.
They show far more variety than those
in the Games Designer package. One is
a version of Pac-man, while the other
two are unlike other games on the mar-
ket. The games feature animated sprite
graphics, including a manic koala bear,

complicated screen layouts and a variety
of scoring procedures.

The carch is, of course, that no games
design program, however good, can do
all the work and there is a great deal for
the player to do before a professional-
looking game can be produced. Each
sprite graphic must be designed, the
screen layout must be produced, com-
plete animation cycles in all directions
must be devised—the list goes on and
on.

Bewildering variety

With so much to do and so many
options in it, Hurg necessarily contains
a bewildering variety of menus, within
which it is easy to become lost. The
instruction manual is not nearly clear
enough and leaves much to guesswork.
Despite the comment at the beginning
of the booklet that ““any combination of
options can make a valid game”, a large
variety of combinations can produce
nothing like a valid game.

At the end of the instruction booklet,
hidden in Appendix A, are the instruc-
tions which would best be given at the
beginning of the manual, on how to find
and use the correct menu at the correct
time and thus write a simple Hurg
game.

The first step is to re-set Hurg and
thus clear any previous attempts at
games. The nexr stage is to create the
background which will appear on-
screen. That should be designed sepa-
rately and LOADed into the main pro-
gram at that point. There is no help
with design, although it is suggested
that the program Melbourne Draw
could be used.

It would have been more helpful to
let users know before they LOADed the
main program that the screen design
should be completed previously. Users
without Melbourne Draw will find that
some knowledge of Basic programming
is needed to creare a satisfactory back-
ground.

Designing the player’s character is
done in a sub-menu. The character can
be a variety of sizes although, art first, it
is best to follow the instructions and
create the simplest possible character of
the size two columns by two rows. As in
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Games Designer, a grid is supplied on
which characters can be designed quick-
ly and easily.

The design menu is slightly confus-
ing. If you have chosen an animation

count of 2, as suggested in the booklet,
the program will expect you to design
two characters. The game will then use
those characters alternately to produce
an animated effect, so designing, for
example, a lettuce followed by a cricket
bat, will quickly prove a strain on the
eyes. The easiest shapes are lines and
crosses of varying lengths and sizes, for
they give an effect of animation quickly
and easily.

Once the player has been defined and
modified, the first alien can be pro-
duced in the same way and the fire
button action can be chosen. Any other
necessary aliens can be defined. The
game will probably, at that point, re-
semble a machine-coded version of a
beginner’s Basic game — very crude,
undeveloped and probably not very ex-
citing.

Effective aid

Users who reach that stage will al-
ready have spent some hours using the
program, criticising the very sketchy
instruction booklet and sorting-out one
menu from another. Hurg is a very
effective tool for producing games but it
is not as simple to use as the publicity
suggests. It seems likely that people
who have the time and patience to learn
to use it will also be those who have the
time and patience to use machine code.

Nevertheless, even to people who can
use machine code it would be useful for
trying ideas. If Melbourne House were
to produce a better instruction manual,
preferably with a detailed breakdown of
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how one of the pre-recorded games was
created, together with diagrams, Hurg
would be unbeatable value.

Hurg allows users to produce any
arcade game for the Spectrum. The
Quill by Gilsoft enables users to pro-
duce any text-only adventure. Gilsoft
also allows users to market games pro-
duced in that way and a number of
games already on the market were writ-
ten using it

As with Hurg, The Quill very quick-
ly makes it clear that the user cannot
expect something for nothing. An ad-
venture contains a large number of loca-
tion descriptions. Each of those must be
typed into the computer. An adventure
has a large vocabulary and each word to
be understood must be entered. Most
important, everything which the adven-
turer asks the computer to de must
provoke some response and each of
those responses must be entered.

The manual explains in detail how to
create a very simple adventure, which
involves exploring a house, opening a
safe, removing a jewel and taking it to
the correct part of the house. That is a
very short adventure, with very few
locations and very limited vocabulary.

Ten options

To create your own adventure of that
size, using The Quill would take some
five hours’ work. The sheer volume of
information to be entered means that,
even when the user knows exactly what

s Tm— |
Chie
UKLL A%ﬁﬂmfﬁ}g

e

Ujr.bb mﬁfw

to enter, and has already debugged it; an
adventure of that size would take
around an hour-and-a-half to enter,
longer for inexperienced typists.

Ten options in the main menu are
those used to create the main body of
the adventure. The vocabulary table

Soft Theme

must contain every word which the
program will be expected to under-
stand. Adventurers who have been puz-
zled when a location description in an
adventure contains words which the
computer does not understand will see
that the reason is that the location table
is different from the vocabulary table.
Each word in the vocabulary is given a
number. Synonyms, such as UP, U and
ASCEND, are all given the same num-
ber, so that they will all be treated in the
same way by the computer.

Provoke responses

The words with the lowest numeric
values in the vocabulary table are treat-
ed by the program as directions, so that
they provoke the response *‘I can’t go in
that direction™ if they cannot be used in
a location. Words with higher numeric
values provoke the response “I can’t”
when used at the wrong time.

The object table is separate from the
vocabulary table. It must include every
object to be used, e.g., sword, food,
light. Object zero will always be treated
by the program as a source of light, a
torch for example, which will illumi-
nate dark places. Some objects which
seem the same must be listed separately,
The open safe and the closed safe are
treated by the computer as two different
things, as are the torch and the lighted
torch.

Once objects have been entered, the
text for each location should be entered.
Locations, like objects and vocabulary,
are all given numbers. Objects can then
be given a start location, which tells the
computer in which room to place them.
Some objects, such as the lighted torch,
do not have a start location and must be
defined as not created.

Draw a map

When creating an adventure it is best
to begin with a map, which will serve as
a reminder of where everything is. It is
also useful to write on paper exactly
what has been typed into the database.
In that way, if the spanner is to begin
life in the living room it is not necessary
to refer to different tables to find that
the spanner is object one and the living
room location 20.

The Quill is an excellent program
which enables patient users to produce
thought-provoking, professional adven-
tures. It also provides valuable insights
into how adventure games are put
together. By using the program for a
few hours it is possible to learn a good
deal about how adventures are created
and how they can be solved.
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MAIL ORDER PROTECTION SCHEME

Advertisements in this magazine are required to conform to
the British Code of Advertising Practice. In respect of mail
order advertisements where money is sought in advance of
the despatch of goods the Code requires the advertiser to
despatch goods within 28 days, unless a longer period is
stated. Where goods are returned to an advertiser, unda-
maged, within 7 days, the purchaser’'s money must be
refunded, plus the cost of returning the goods. The reader
should retain evidence of despatch.

If you order goods from mail order advertisements in this
magazine and pay in advance of delivery you will be
considered for compensation under the Scheme if the
advertiser becomes insolvent or ceases to trade provided
that:

(a) you have not received the goods, or a refund in

respect of returning same, AND:

(b} you write to the Advertisement Manager of this
magazine, stating the facts, not earlier than 28 days from
the date of the order and NOT LATER THAN THREE
MONTHS from the date on which the advertisement ap
peared.

THE SCHEME ONLY COVERS ADVANCE PAYMENT SENT
IN DIRECT RESPONSE TO AN ADVERTISEMENT IN THIS
MAGAZINE. IT DOES NOT COVER:

{a) Classified advertising;

(b} payment made in response to catalogues, brochures,
etc. received as a result of responding to such adver-
tisements;

(c) advertisers offering services as opposed to goods,

(d) claims where payment is made with Access or

Barclaycard and where the cost of the goods is over
£30. In this case claims should be made to the Credit
Card Company concerned.
Full details of the Scheme are available by sending a
stamped and addressed envelope to Mail Order Protection
Scheme, Periodical Publishers Association, Imperial
House, Kingsway, London WC2B 8UN.

MACHINE
CODE TEACHER

FOR THE 48K SPECTRUM | | hot? Problem solved with the P, R
| Adaptor. No soldering, no dismant
ling, just plugs in place. E8 9F
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button  for
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24 hr Ansaphone
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S Yorks DN4 6EL
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or mare details
To: PEEKAY SOFTWARE,
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BLUNSDON, WILTS.
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SINCLAIR. PROGRAMS  fune 1984

[ SPECTRUM — zx-81

Cwerheating? MNoisy? Kevboard runs

nt system reset

m Electronics, Market Road,



Progeam lutor

If it takes decisions
then it is programming

This month David Janda
explains how your com-
puter can compare in-
formation and make a
decision based on its
findings.

HAT IS a programming lan-
guage? Or to put it a better
way, what qualifies as a pro-

gramming language? The answer is the
ability to program tests and act on
them. That is the fundamental power
behind all programming languages and
it enables us to program computers to
take different courses of action.

For a better idea, you should look at a
Basic program in two ways — first its
physical layout and then its logical one.
Program one asks the user to enter two
numbers which are then added, sub-
tracted and multiplied by each other
and the results are printed.

Note that there are no decisions in
the program and the logical flow of
control is from the top to the bottom.
That means that type of program is not
very flexible. You can perform only set
operations on data such as our two
numbers.

Control constructs

Program two, on the other hand, is
different. We have introduced the IF
condition(s) THEN action construct, so
we can start to test the data entered and
then perform operations exceptional to
the test. Two important things should
be noted. First, the program logic is still
sequential, from top to bottom. Second,
the action part of the IF is limited so it
is best to make good use of it.

The third example shows how best
the IF. . THEN. . construct can be used.
Instead of using it to make a decision on
some set of data and then perform one
action, using GOSUB and GOTO after
the THEN means that you can jump
conditionally to another part of the
program where a group of actions can
be executed. That group of actions
could even include more conditional
jumps.

The Sinclair machines do not offer
many control constructs; we have the
bare essentials. It should be noted that
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although other Basics, such as BBC
Basic, offer more structured and flexible
control constructs, it is possible to emu-
late many of them in Sinclair Basic.

For the ZX-81, the IF statement
takes the form of IF condition(s) THEN
action. So far as branching is concerned,
GOTO and GOSUB are provided as a
means of passing control to other parts
of a program. A third method of passing
control is provided in the form of USR.
That is very similar in operation to
GOSUB, insofar as it passes control to a
machine code program and, after the
program is finished, control is then
passed to the next line of Basic.

USR can be used to return a value to
the Basic program. That is achieved by
calling a machine code program with:

LET A=USR n
where A is a numeric variable and n is

Diagram 1.

LX-B1

STATEMENT ‘ Y

o

MNEXT LINE

SPECTRUM

STATEMENT

F o i

STATEMENT T

+—4—— -

MNEXT LINE

the address of the machine code pro-
gram. After the machine code is fin-
ished and control is returned to Basic,
the variable will contain the value of the
register pair BC on return from the
machine code program.

That may not seem to be of much use
at first but if you have a super-fast
random number routine in machine
code you can load BC with the number
and, on return to Basic, your selected
variable will hold the number.

Machine code

That applies to the Spectrum with
these differences. First, because multi-
ple statement lines are allowed for on
the Spectrum, it is possible to have
more than one action after the THEN
statement. That is useful if you wish to
do two things and it can save some
space. Second, do not be confused with
the USR function on the Spectrum; it
has two purposes—first to call a ma-
chine code program and second in de-
fining user-definable graphics.

So what exactly is a condition and
what has it to do with decisions? First,
it is best to look at the whole structure
of the IF. . THEN, .ELSE construct.
When the program reaches a line such
as IF A=B THEN. . . it performs tests
to see if A equals B. If A does not equal
B, the rest of the line is ignored com-
pletely and the program drops to the
next line. That applies to Spectrum
owners who have a number of state-
ments after [Fs. This example explains
things a little:

10 LET A=1

20 IF A=2 THEN PRINT A :
PRINT “OK”

30 PRINT “THE NEXT LINE”

When run the test will not be true so
that A will not be printed, neither will
‘OK’. Program control will pass to the
next line in the program. Diagram one
shows a flowchart for the ZX-81 and
Spectrum IF; notice that the only differ-
ence is that the flowchart indicates that
the Spectrum can have more than one
statement after the TF.

The conditions in an IF statement are
a little more complex. In a condition the
computer is not looking to see if A*10
= 1 or if “BILL” < >*John”’; what it
is doing is performing a comparison test
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Program 1.

10 REM SEGUIENTAL PROGRAM

20 PRINT "ENTER A NUMBER"

I0 INPUT A

40 PRINT "ENTER A SECOND NUMBER"
S0 INFUT B

&0 PRINT Aj~+"jBlI"="jAsH

70 PRINT Al*-"1B1"*="1A~-B

B0 PRINT Aj X"[Bi"="jA®E

®0 STOP

which can yield one of two results, true
or false. Or, to put it more accurately,
*1? or ‘D™

That applies not only for simple tests
such as A =B but also for more complex
ones such as IF A=B AND C=D
THEN. . . Again, even though there are
two tests, there is only one result.

For those who have never suffered
Boolean algebra and truth tables I must
tell you that a little understanding of the
subject is necessary.

Computers are very logical, so when
a comparison is made, there is only one
result, true or false. In other words it is
either equal to something or it is not; it
is either less than something or it is not,
and so on. There are no halfway houses.

If we take that point and say that
true=1 and false=0 we can draw a
truth table:

Condition Condition
1 OR | O
0 |OR| 1

‘Once you have digested the foregoing
consider what happens when you have a
condition with a logical operator—
AND, OR, NOT—in it. Let us assume
we have four variables A, B, C, D.
A=1,B=1, C=2 and D=3, so look at
the test; IF A=B AND C=D THEN.
First the test on A and B is performed
and they are equal so the result is true,
or 1.

Next the test on C and D is per-
formed and the results are not equal so

Program 2.

10 REM SEQUIENTAL PROGRAM WITH DECISIONS
20 PRINT “ENTER FIRST NUMBER"

30 INPUT A

40 PRINT “"ENTER SECOMD MNUMBER=

50 INPUT B

40 IF A=E THEN FRINT *THE NUMBERS ARE
70 IF ASE THEN PRINT Aj-
B0 IF A THEN PRINT Aj=
FO STOP

EQUAL*
IS EMALLER THAN “iB
IS LARCER THAN "B

the result is 0. Looking at both tests, we
have 1 AND 0; the condition is then
false because AND requires both tests
to be true. If everything is true, THEN
can be executed, so:

IF false AND false THEN false

IF false AND true THEN false

IF true AND false THEN false
IF true AND true THEN true.

Program 3.
10 REM DECISIONS AND BRANCHING
20 LET R=INT(RND#100)
30 LET T=0
40 PRINT *I HAVE THOUGHT OF A NUMBER®
50 FPRINT
&0 PRINT
70 PRINT
B0 GOSUB 200

*UMDER DO
STRY TO GUESE MY NUMBER™

90 IF G=R THEN GOTO 300
100 IF G{R THEN GOSUE 400
110 IF G)R THEN GOSUE SC0
120 GOTO 80

199 REM FROM LINE 80

200 REM IX=81 INCLIDE SCROLL HERE
210 LET TmT#l

220 PRINT "ENTER YOUR OUESS"

230 INPUT G

240 RETURM

299 REM FROM LINE #0

J00 FRINT “WELL DODNE,*"

I0S PRINT “OUESS ®iTi® I5 RIGHT=

310 PRINT *MY HUMBER WAS *iG

320 STOFP

399 REM FROM LINE 100

400 PRINT "MY MUMBER IS BIGGER THAM *i1Q
410 RETURN

499 REM FROM LIME 110
=00 PRINT *MY NUMBER IS SMALLER THAN *id
510 RETURN

You should be able to see that the
third test is the same as the example.

Finally, remember that tests can be
made on any data using the operators
available on the Sinclair machines.
Multiple tests are possible using AND,
OR and NOT as well as the operators,
so it is possible to test for many condi-
tions in only one line, after some prac-
tice.

_ Couese Quide

EACH MONTH from now, Sinclair Programs will publish a list of computer courses of interest to readers. Courses with
priority in this section will be those aimed specifically at Spectrum, ZX-81, ZX-80 or QL users, courses in Basic, Z-80

machine code or Forth, and general introductions to computing.
If you run such a course please write to us with full details at 196-200 Balls Pond Road, London N1 4AQ. Details should
include the name and duration of the course, where and when it will take place, price, any qualifications needed to begin the

course, and the extent of access for the disabled.

Aylesbury Computer Club, c/o 12 Long Plough, Aston
Clinton, Aylesbury, Bucks holds Basic and Z-80 workshops at
many of its weekly meetings at Quarrendon School, Aylesbury
on Friday evenings, beginning at 7.30pm.

Grange Adult Education Centre, Aylesbury, tel: 0296-
27342 and the Quarrendon Adult Education Centre, Ayles-
bury, tel: 0296-28551, both run five- and 10-week evening
courses on introductory Basic programming and advanced
Basic programming. The courses cost approximarely £7.50 for
five weeks and £15 for 10 weeks.

The Preitygate Centre, Office and Activity Centre, The
Philip Morant School, Rembrandt Way, Colchester CO3
4QS, tel: Colchester 77458, runs a computer club on Tues-
days from 7.30 to 9.30pm which alternates with a tutor-led
course. The standard course is of 12 hours and forms an
introduction to Basic programming. Fees are 85 pence per
hour; pensioners and under 18s pay half-price and those in
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receipt of benefit pay 21 pence per hour.

MSS Services Ltd, PO Box 31, Worthing, West Sussex, tel:
0903-34755 runs a number of computer courses, many of
which are aimed at members of specific professions. Program-
ming in Basic will run from June 4-6 and will cost £275 plus
VAT plus £15 registration fee. Microcomputers — Crash
Course will be held on June 11 and will cost £130 plus VAT
plus £15 registration fee. Programming in Basic is from June
18-21 and will cost £320 plus VAT plus £15 registration fee.

City of London Polytechnic, Short Course Unit, 84 Moor-
gate, London EC2M 65Q, tel: 01-283 1030 will be running
An Introduction to 6502 assembly language programming on
June 6 from 6-8.30pm. At the end of the evening, students
should be able to write machine language programs, programs
which may stand on their own or perform utilities called from
programs in Basic. The cost is £35.
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F I NRAVEL through the cave
avoiding the stalactites and sta-
lagmites and docking for fuel

when necessary. You have to reach the

exit sign to get to the next level. Oc-
casionally you will be subject to an
attack but if you survive you can contin-
ue your journey. Your fuel, which
will be high, medium, low or almost
empty, is displayed on-screen at all
times. If you choose to play a faster
game your score will not be shown
although it will be given at the end of
the game. Use “Q” to move up and ““S"’
to move down.

Cave Flight was written for the 16K

ZX-81 by Paul Metcalfe of Hindhead,

Surrey.

1 CLS 332 NEXT A
2 LET SC=0 34@ PRINT AT 11,14;"0"
_...3 PRINT " FRAST(F) OR SLOWI(S) 39@ SLOW
GAME 2" : 49@ PRINT AT Y,X; "HxXE"
4 INPUT X& _ 495 PRINT AT V,X+3;
S DIM D&(4,3) 406 IF PEEK Lpgﬁh 16398+256 *PEE
& LET D§(1)="[F H LSIE K 16399) =CODE "§" THEN _GOTO 1@@@
7 LET D§(2)="H t B 407 IF INKEY$="0" OR_INKEY§="S"
8 LET D$(3)="H M é“ THEN_PRINT AT v, X;"Hl"
9 LET D(4)="H M L @" 419 IF INKEY&="@" THEN LET Y=Y~
19 LET LEVU=2 1
11 LET JJ=20 415 IF INKEY§="0" OR_INKEY§="5"
12 LET F=1 THEN_PRINT AT Y ,X;" I
20 LET LEV=LEV+1 420 IF INKEY$="5"'T LET Y=Y+
a2z FAST 1
&3 LET Y=11 425 IF INKEY$="@" Dﬁ INKEY §="5"
24 CLS THEN PRINT AT ¥,X;" "
102 FOR I=7 TO 21 4538 LET X=x+1

118 PRINT AT I,0; " 44@ IF X:28 THEN ZOTO JJ
it 452 IF X$="3" THEN PRINT AT 2.@
; "SCORE="; 5C
TLHTE 460 LET SC=5C+1
47@ PRINT RT 3,20; "FUEL ";D&(F)
477 IF F4.27 THEN PRINT AT &,8
; "OUT OF FUEL"
478 IF F4.27 THEN GOTD 1240
438 LET F=F+.84
i Gl S1@ IF F32.8 THEN PRINT RT 5,@;
g 0 M= "WARNING: FUEL LOW"
170 FOR J=21 TO INT (RND#5)+15 S4® IF ¥Y=11 AND X=12 THEN GOTO
STEP -1 2000
180 PRINT AT J,H; "§" 545 LET N=INT (RNC#2@)
ﬁ IF N=9 THEN GOTO Sd@d

138 PRINT AT 2,3; " SR
%31 PRINT AT 2,7, :

39
oien
o

S0TO 400
PRINT AT Y.X; """
FOR I=123 T0O 138
PRINT AT V,X; "EE"
PRINT AT Y. X.CHR% I
FPEINT AT ¥ ,X+1,CHR% I
NEXT I

FOR USY TO 19

PRINT AT U,X: "B"
PRINT AT U21.%; "m"
PRINT AT U+1,x: "y
NEXT U

FOR T=0 TO S

PRINT AT 21-T,X-T:"H"
PRINT AT 21-T.X;"W"

TO 25
TO INT (RND#6) +8 ST

T AT J,H; "§"

m
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“PRINT "ERTEN BY THE LURGY K

118 MEXT T
120 FOR T=0 TO S
13@ PRINT AT 21-T,.X-T2"R"
149 PRINT AT 21-T.X;"H"
1850 MNEXT T z
15@ FOR G=1 T0O 1
178 PRINT AT 15,E+G;"Eﬁjﬂ”
177 PRINT AT 15,2+G;" I
175 MEXT 3
150 FOR L=1 TO 2@
19@ MEXT L
208 CLS
1@ PRINT , ... 3., "IAM ARFFRAID
AT YOU HAUE JUST"
2@ PRINT "BEEN MEATED RAND RIGH
NOL BEING"
3
S
4
=

T BT e e et e b ) e (et ot o i U Ll et el ol et el e ol Sl el ol ol
A QeEeeEeEMeEs Neele: aoe-eeeadNegaaaes

ﬂ
2
M
=2 PRINT "RALL IS NOT LOST THOU
H BECAUSE"
2 PRINT "¥YOU DIC JUST MANRGE
0 SCORE ;50
ES FRINT "AND GET TO LEVEL "il
268 PRINT
270 PRINT "I SUPPODSE YOU LOULD
IKE ANOTHER"
Eg ?ﬁ%”; ;GD. YES (Y)Y NOIN)™
(=
="Y" TH L S@52 IF D:X THEN LET C=D-1
g? %$0E5 TR 5866 IF C=Y ANC D=X THEN Z0TO 5@
216 PRINT AT S,0;" 2070 NEXT T
ZREnR e Al B S@77 PRINT AT S,@;" SAVED . .+« .
i T 5,0, "k g
S% EE%ET4EE . 80 GOTO 408 ;
5SP@1 LET C=19 S@328 LET BS$=".sss1assss.sIAM AFFR
235 pobt R0 R atel gor ol e
SR | IRGT RTTRCE 3 0 -
S@@3 PRINT AT EFL LRGT ATTHI 5?35 EEEHZDERD----"
S@P@sS FOR T=1 TO INT (RND#S) +1 2 =1 TQ 72
5@?@ PRENT AT C;gr””””L 5118 PRINT AT 4,1;B%(Z TO Z+29)
S@2@ PRINT AT C.0; "R 5128 NEXT Z 2
S@30 IF CY $HEN LE$ g:c-i gigg EEEngi TO 30
S84@ IF S<Y THEN LE =C+1
S50 IF D<X THEN LET D=0+1 5150 GOTO 1009
SING the ““d” key you have to
drop mail sacks on to North
Sea oil rigs from a helicopter.
There are 20 sacks to be dropped and
each must land in the centre of the rig to
count as a delivery. Oil Post was writ-
i BORDER 2: PAFER S5: BRIBHT 1 :2#igB:4#sp:2#igB:2%sp:2#%igl)" | ten for the 16K Spectrum by Robert
: CLS Beiley of Billericay, Essex.
2 PRINT AT 4,4; INK 23 FLASH 70 LET h=0: LET a=0 4

1; BRIGHT 1;"0 I L P O S T"
3 PRINT AT &,5; INK 2; FLASH
13 BRIGHT 1;"BY ROEERT BEILEY"
4 PRINT AT 8,435 INK 23 BRIGH
T 1;"Y0U ARE A HELICOFTER FILOT
FLYING OVER THE NORTH SEA
¥YOUR JOB IS TO DROP MAILBAG
£ ON THE DIL RIGS"
5 PRINT AT 14,4; INK é&;"USE
‘d® TO DROF THE BAGS"
& PRINT AT 16,5; INK 4;"PRES
S ANY KEY TD START": PAUSE O
7 ELS
10 FOR A=0 TO 39: READ B: POKE
USR "A"+A,B: NEXT A
20 DATA 0,0,0,124,24,53,53,63,
0,0,248,94,120, 252,255,245
25 DATA &3,63,1,1,1,15,15,0,24
9,254,192,192,192,248,248,0
30 DATA 0,50,24,60,122,122,40,
(o]
40 LET L=20: LET SC=0
S0 PRINT AT 16,2;"(sp:3#igB:7

#5p: 3#igB: T#sp: I#igB: F#csp:go:ighl

:igS:sp:ig2:igl:4¥sp:gorigBeigo:
igZrigl:SkepsgorigBrigoispsigasd
glio¥sp:gligr/:d¥gicigdtgo: 2%sp:g
S:g7:d*gi:igl:gi:lEspiglig/: AkgS
ztigdige:o¥Ep:goiA¥sprigo: A¥spIgs
2#igB: 2#sp: 2#igB: 4%sp1 2%igB: 2eap
:A¥sp:igS:4¥sp:gS: A¥sp:igS:&¥epy

80 IF L=0 THEN GO TO S00
85 PRINT AT 0,0;"

70 FRINT AT h,a; INK 1;"AB"

110 PRINT AT h+l,a; INK 1;"CD"
120 BEEP 0.05,15

130 LET a=a+1

150 IF a=30 THEM LET a=0

140 FOR z=0 TO 10: NEXT =z

170 IF INKEY$ <> "d" THEN GD
TO BS

190 LET L=L-1: FOR =2 TO 14: B
EEP 0.02,0: PRINT AT f,a; INK'&
cugn

5

195 FOR »=0 TO S: MEXT

210 PRINT AT f,a3" ": NEXT f

220 IF a=43 THEM LET SC=5C+1
223 IF a=14 THEN LET SC=SC+1

227 IF a=24 THEN LET SC=5C+1

230 PRINT AT f,a;" “: B0 TO B8O
200 BEEF 1,-%: BEEP .1,%

510 PRINT "YOU HAVE SUCCESSFULL
¥ DROFFED "“35C;" SACKS"

520 STOP
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HIRE S5ESiuy SupER.LEAGuE

CHOOSE FROM OUR VAST RANGE " F a ets| Foruseon
FREE 26 page CATALOGLUE with full details of our range of over 280 5 : 48K
different programs for the Z2X SPECTRUM. All hired with the consent of Ipswich T. 16 6 41 20 S4 SPECTRUM
! i : £ 2 Liverrool 16 S 61 31 =53
the publishers. Whether you prefer to ZAP aliens, get lost in an 3 HNottls
ADVENTURE game, EDUCATE your children, CALCULATE the family 4 Birming
finances er COMPILE machine code programs WE HAVE THE RIGHT 5 Seax b
TAPES FOR YOU TO HIRE. 7 Leicest %
FAST SERVICE S el ¢
We stock up to 60 manufacturers’ original copies of each tape (over 1@ Tottenh s
3000 tapesin stock), and can normally despatch your tapes the daywe 11 Sunder\ ¥
receive your order, and we always use first class post, ig Eé? ig;'d £ M~ y
LOWEST PRICES ia Everton £ £ " i
We believe our prices are the lowest of any library, yet we offer the %E gg;:f‘ %? c ¥
LARGEST range of titles. Hire up to 3 tapes at a time, for 2 weeks, for 17 Aston \ X
only £1.07 each (inc. VAT & p&p). T ¢ £ 7
FREE TAPE HIRE 33 LUs%R.T e o
For a limited period, we will send your first tape (your choice) FREE, so 21 Arsenal
jein our library now. You can't afford NOT to! If you've tried another 22 Stoke C ¥
library and are wary of our claims send a stamp and we'll gladly send *
you a copy of our catalogue -we're confident you'll joinwhen you seeit! ® Full 22-team Leagos
j 0 T S 0 0 S ) S T Y T Y O Y 0 B 42-malch saason Dalglicsh 46 minutes
| g WATIONAL =iest: | St e el
st Cheam, Surrey SM2 6JT & Full 1 1-2-side masch action .
= ; - = @ Scile 80-minute game Be a top tactician and
' g@FTW@\RE : ® oot mameo e nocesesen . watch your team play in
5) fime played the safety of your home!
1 L ﬁ,&ﬁw H ® Individual player skills ¥l -
i i A ] i e
B lenclosecheque for £6.00 for LIFE MEMBERSHIP and | understand that = ® League table and results on screen and Also form any league of
N my firsttape hire willbe FREE. If, within 28 days, I'm not delighted with your i printer o
= service you'll refund my membership fee. H @ Save season to date on tape £6.50 22 teams and pick
§ Name — 1 (ine. :;.Ep.'l your own p!ayers!
= Address = Order direct from
' ] = CROSS SOFTWARE(P), Alsn:avnilablu from ?eleTh:I stores
[ | = in the London area (inciuding
= = 36 La:E::OT’S (é;::cgeEn!:’ Virgin Megastore, Oxford Sire&y
- 5F 6 arne er
--.--.-.-------.-.---------------- -.. : :

BRING THE SOUNDS OF

YOUR GAMES TO EXCITING

LIFE FOR JUST E 1 4 99
BOUSTER (INCL. VAT & P&P)

FOR SPECTRUM

PLUG IN AND USE—NO INTERNAL CONNECTIONS
NO BATTERIES NEEDED

e @ @

GOO0D, CLEAR SOUND

ODUTPUT CONTROL
® LOAD/SAVE FACILITY BUILT IN
® FULLY GUARANTEED

GONTACT YOUR LOGAL DEALER.OR ZEAL MARKETING LIMITED

ORDER DIRECT VANGUARD TRADING ESTATE
SEND CHEQUE/P.O. TO ADDRESS SHOWN STORFORTH LANE
CHESTERFIELD S40 27TZ
VAT AND P&P INCLUDED IN PRICE TEL: 0246-208555 TELEX: 547697
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EARTH
UEFEILE

REVENT the fast-working aliens
Pfrom building 250 bases in the
sky by hitting them with your
missile. Each missile is released auto-
matically but needs to be guided into
the aliens using keys **5" and “8". Ten
bases are destroyed for each alien hit.
Earth Defence was written for the
16K Spectrum by Mare Fanciullacei of

Ickenham, Middlesex.

1 JBl=S PRINT AT 0,7;"EARTH
DEFEMNEE™: AT 5,0:"YOU MUST STOFP
THE ALIANS FROM MAEKINGE 250 BASES
+WHEN YOU HIT AN ALIAN YOU WILL
DESTROY 10 BASES."3; AT 10,0;"TO
CONTROLL MISSILE S—-LEFT 8-RIGHT.
" AT 20,12;"600D LUCK FRESS ANY

EEY TO PLAY"

2 PaUSE O: ELS :

I FOR +=0 TO 7: READ a: FOKE
USR "a"+f, VAL (" BIN "+ STR# &
ya NMNEXT f: FOR £=0 TO 7: READ a:
FPEEE SR "b¥++, Vak (" BIN "+
STR¥ a): NMNEXT +

4 FOR =0 TO 7: READ a: FOEE
sy "e"+f, VAL (" BIN "+ STR* a
Y2 NEXT f: FOR +=0 TO 7: READ a:
FOEE USR "d"++, VAL (" HIN "+
STRE a): MNEXT f: FOR =0 TO 7: R

IN "+ STR# a): NEXT +

RINT AT 0,9:;"EARTH DEFENCE"

10 LET sc=0

11 LET p=0

12 LET u=20: LET y=14

14 LET a=1%: LET b=15

20 LET g= INT ( RND *32)—-1: LE
T w=2

23 PRINT AT 0,23:"BASES "“sp

25 PRINT AT w,q; INE 2;"a"
28 PRINMT AT 0,03 "SCORE "j3sc
30 FRINT AT 1,03 INK O;"(32%i

=2 IF b=0 THEN
34 LET p=p+1
35 PRINT AT x,y3; INK 4;"BCB"

LET p=p-3

EAD a: POEE USR "e"#+f, VAL (" B

5 BORDER 0: PAPER O INE &: P

36 PRINT AT a+i,b—13" ": PR
INT AT a,b; INK S;"E"

28 IF b=1 THEM LET b=2

40 LET a=a-—1

42 BEEF 0.002,a

45 IF a=0 THEN GO TO 220

48 IF b=30 THEN LET b=29

S I TNEEYS =Gt EEN LRI
=b-1
o2 IF INKEY# ="8" THENW LET b

&0 IF p=250 THEN GO TO 250

200 60D TO 20

220 LET a=20: LET b=15: LET sc=
sc+l10

225 BEEF 0.005,10: BEEFP 0.005,1
1 LET p=p—-15

230 GO TO 20

250 PRINT AT 10,03 "YOU COULD N
07T SAVE EARTH"

254 BEEPFP ©.5,1: BEEFP 0.5,4: BEE
P 0.5,4=: BEEF 0.5,2: BEEF 0.5,0:

260 50 TO 1

F00 DATA 10000001 ,11000011,0110
0110,00111100,00111100,00011000,
00011000, 00011000

310 DATA 00000001 ,00000011,0000
0111,00001111,00011111,00111111,
(e 8 s 15 0 B O L 5 B 5 0 05 B U |

320 PATA 11100111 ,113100111,1111
1111,11000011,11000011,11000011 ,
11131331, 11113113

330 DATA 10000000,11000000,1110
0000,11110000,11111000,11111100,
11111110,11111111

340 DATA 00011000,00011000,0011
1100,01100110,11100111,00100100,
00111100,00011000
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HERE ARE two tests from
which to choose in Geography

Test written for the 16K Spec-
trum by A Laurillard of Pillaston,
Cornwall. If you choose the first test a
country will be named and you have to
give the capital city of that country. In
the second test a city is named and you
have to state its country. At the end of
the test you will be told how many
questions were answered correctly and
the number of questions answered in-
correctly.

4 LET GO=0

5 LET A%=""

& LET S=0

7 LET R=0

8 LET C=0

g INFUT "FPlease ENTER ‘'Caps L
ock® Mode ! “jz#%

10 CLS : PRINT "WOULD YOU LIKE

Ll ] {1)THE FI

RST TEST OR {2)THE SE
COND TEST ": INPUT A

15 IF A=1 THEN GO TD 100

20 IF A=2 THEN GO TO S000

30 BEEF .1,1: INPUT A: GO TO 1
b=

100 CLS : PRINT "A COUNTRY WILL
EE NAMED AMD THEMYOU WILL HAVE
TD GIVE ITS CAPITAL CITY !

“: PAUSE 300

102 PRINT * ""HOW TD ENTER YOUR
ANSUWERS (25%3) R
YPE IN YOUR ARSWER LETTER BY L
ETTER AMD WHEM THE WORD IS (&
OHMPLETE FRESS ‘1° . i
: PAUSE 200: PRINT "IF YOU MAKE
A MISTAKE FREBE °‘©* T0O DELETE .
": PAUSE 00

110 PRINT ‘"YOUR SCORE WILL B
E BIVEWM WHEM THE TEST IS COMPL
ETED .": PAUSE 200: PRINT FLA
SH 1;"GOOD LUCK"

120 PAUSE 0: PAUSE O

130 CLS

200 REM TYPE ROUTINE

201 LET L$="COUNTRY": LET P$="C
ARITAL"

205 FOR Z=0 TD 3%

210 READ Q¥%,C¥

219 PRINT AT 2,0;"THE ":L%;" I

g ";OE;."

220 PRINT AT 4,0;"THE ";P#;" I
S "; INVERSE 1;A#%; FLASH 1; INK
&3y PAFER 1:">": INK 7; PAPER 73
FLASH O3 " ;

221 IF INKE¥$ <3 "" THEN BO
TO 221

222 IF INKEY$ ="" THEN GO TO
223

227 IF INKEY$ ="1" THEN GD TO

SO0

228 IF INKEY$ ="0" THEN LET A
#$="": LET I$="": GO TO 230

229 LET AF=AF+ INKEYE

230 BEEP .0L,30: GO TO 220

500 REM CHECK

510 IF A$=C¥ THEN CLS : LET S=
S+1: PRINT “GODD,MEXT OME.": LET

AF="": PAUSE 100: CLS : NEXT Z

515 IF Z=100 THEN B0 TO 530

520 PRINT "MND,THAT WAS WRONG

IT WAS “;C#;".": LET

FOR F=0 TO 200: MEXT F:
PAUSE 200: CLS = NEXT

R=R+1:
LET A%="":
z

530 CLS =z PRINT "YDU HAVE OBT&I
NED THE AMAZING TOTAL OF ":5:"
QUESTIONS RIGHT !'“: PAUSE 100:
FRIMT *""BUT ";R;"™ WROMNG."""""'"
“frEaNY KEY TO FLAY ABAIN 'Y: PA
USE 0: PAUSE 0: ELN

S000 CLS @: PRINT "A CITY WILL BE
MAMED AND THEN ¥YOU WILL HAVE,
TO GIVE ITS COUNTRY !'": PA

USE 300

S002 LET L¥="CITY": LET P#="CDOUN
TRY"

S010 PRINT “"HOW TOD ENTER YOUR
ANSWERS

"UNTYRPE IN YOUR AN

SWER LETTER BY
THE WORD IS
S

LETTER AND WHEM
COMPLETE PRESS
PAUSE 200: P
RIMT "IF YOU MAKE A& MISTAKE PRES
S "0°  TD DELETE .": PAUSE F00
S020 PRIMT ""¥OUR SCORE WILL B
E GIVEM WHEM THE TEST IS COMFL
ETED .": PAUSE 200: PRINT FLA
SH 1;"GO0OD LUCKE*"
2030 PAUSE 0: PAUSE 0: CLS
5S040 FOR I=0 TO 3&4: READ C#%,0%

5050 B0 TO 219
8999 STOF
9000 DATA "ENGLAND","LOMDON","FR
ANCE" , "FARIS" , "SPAIN", "MADRID" , "
ITALY", "ROME" , "CHINA" , "PEKING" , "
OMERICA" , "WASHINGTON DC", “ARBENT
INA", "BUENDS AIRES","USSR","MOSC
oW, "BRAZIL" , "BRAZILIA" , "MOROCCO
*, "CASABLANCA" , "TURKEY", " ISTANBU
L","LEBANON" , "BEIRUT" , "GREECE" ,
PATHENS" , “BELBUIM" , "BRUSSELS"
9001 DATA "TUNISIA","TUMIS", "FIM
LAND" , "HELSINKI" , "NORWAY" , “OSLO"
s "RUMANIA" , "BUCHAREST" , "HUNGARY"
s "BUDAFEST", "SWITZERLAND" , "BERN"
. "SOUTHERN IRELAND","DUBLIN","IC
ELAMD" , "REYKJAVIK" , "DEMMARK" . "CO
PENHAGEN" , "CZECHOSLOVAKIA" , "PRAG
UE","EYGPT","CAIRD" , "PORTUBAL" ,
"LISBON" , "YUBDSLAVIA", "BELGRADE"
002 DATA "INDIA“,"DELHI","THAIL
AND" , "BANGKOK" , "JAPAN" , " TOKYQ" , *
AUSTRALIA" , "CAMBERRA" , "KENYA" , "N
AIROBI", "CHAD" , “BARDEI" , "SPANISH
SAHARA" , "WILLA CISMEROS","SIERR
A LEONE","FREETOWN","IVORY COAST
L "ABIDJIANM" , "MEXICO","MEXICO CIT
o
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MANOR GROUNDS

OU ARE in the grounds of a
manor house and must search
ﬁar the gate to go on to a more
difficult screen. That is not so easy as it

electric dustbins littered around the
grounds and also the electrified fence. If
you run out of energy you will lose one
of three lives. Use “Z” to move left,

Due to a lack of energy you cannot
move backwards. Manor Grounds was
written for the 16K Spectrum by Martin
and Chris Mann, aged 13 and 12

may seem as you have to avoid the “X" to move right and “H” to go up. respectively, of Sea Mills, Bristol.
1 LET hi=0: BORDER 4: FAPER 4 212 PRINT AT 20,113"%Level=";le
: CLS : BO SUB &000
2 PRINT INVERSE 1; AT 0,7;"M 213 FRINT AT 20,283" "
ANOR**%xGROUNDS " : 220 PRINT AT 20,213 "Energy="3e
3 PRINT AT 5,0;"Welcome to ©° N
MANOR GROUNDS * " 230 PRINT INK 13 AT x,y;"B"
8 BEEP .5,16: BEEP .3,21: BEE <40 IF INKEY# ="z" THEN GO TO
P .3,23: BEEP .4,24: BEEF .4,24: 1000 ;
PAUSE 3: BEEP .S,14: BEEF .3,21 250 IF INKEY# ="x" THEN GO TO
: BEEF .3,23: BEEF .7,24: PAUSE 2000 ;
3: BEEF .S,16: BEEP .3,21: BEEF 260 IF INKEY# ="h" THEN GO TO
.3,23: BEEF .4,24: BEEP .4,24: B 3000
EEF .3,23: BEEF .3,21: BEEP .4,1
9: BEEF 1,14: BEEF 2,164
9 PRINT FLASH 13 AT 3,8; "PRE
S8 ANY KEY": PAUSE O: CLS
10 BEEP .1,12: BEEF .1,14: BEE
F .1,17: BEEF .3,20: BEEF .1,17:
BEEF .9,20
20 LET 1i=3: LET le=t
29 LET how=100
30 LET en=50: LET x=18: LET y=
14
40 FDR p=0 TO 31: PRINT INE 1
3 INVERSE 1; AT O,p:;"X": BEEP .0
05,p
50 FRINT INK 13 INVERSE 13 AT
21,p3"X": BEEFP .005,p
&0 FRINT INK 13 INVERSE 13 AT
19,p3"X": BEEF .00S,p
70 NEXT p
80 FOR o=0 TO 21: PRINT INK 1
5 INMVMERSE 1y AT o,03"x": BEEP .0
05,0
90 FRINT INE 13 INVERSE 13 AT
o,313"X": BEEP .00%5,0
100 NEXT o
110 LET z=0
120 LET a= INT ( RND #17)+1
130 LET b= INT ( RND *30)+1
140 PRINT INK O; AT a,b;"A": B
EEF .009,0
150 LET z=z+1
160 IF z=how THEN GO TO 200
170 G0 TO 120
200 LET g= INT ( RND #30)+1
210 PRINT INK 7; FLASH 1; AT 1
y q; 111 £ (1]
211 PRINT AT 20,1;"Lives=":li
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200 LET en=en—1
305 IF en=0 THEM GO TO 2000
310 GO TO 211
1000 LET y=y—1: PRINT AT x.y+1;
W e TR ey SRHENS BETR el IE i
21 THEN LET y=31
1001 IF SEREENF (. y) <3 ™ " TH
EN GO TO 7000
1100 GO TO 310
2000 LET y=y+1: FRINT AT x,y—1:
e TF w0 THEN LET yv=0: IF vy
31 THEN LET y=31
2001 IF BSCREENF (x,y) < " " TH
EN GO TO 7000
2100 GO TO 310
3000 LET x=xu-1: PRINT AT x+1,y:
"oty IF yv<0O THEN LET v=0: IF vy
1 THEN LET w=31
Z001 IF SCREENF (x,y) <> " " TH
EN GO TO 7000
3100 GO TO 310
6005 FOR n=0 TOD 7: READ p: FOKE
USK "a"+n.p: NEXT n
6010 FOR n=0 TO 7: READ p: FODKE
USR "b"+n,p: NEXT n
HO20 DATA 1&,2544_44,170,179,1?Q
, 170,254
6040 DATA S5b,56,146,254,14,40,40
,108
H070 RETURMN
7000 IF SCREEN$ (x,v)="4#" THEN

56 TR F999
7010 IF SCREEN$ (x,y) <> "“#" TH
EN GO TO Q000
7020 GO TO 310
2000 FRINT AT 0,0:"0OH DEAR!'!'!":

EPALSE 106z BEEF .%2.,-10: BEEP .9
y—10: BEEFP .1,-16: BEEF 2,—-10: P
RINT 3 INVERSE 13 INK 1; AT 0,0;
"XAXXXXXXXX": LET li=li—-1: FRINT

AT »x,yvs" " LET en=50: LET x=1
8: LET y=14
2005 IF 1i=0 THEN GO TO 9500
20046 GO TO 211
FEon ELS = BEEP o1 Sr BEER
02

= B
BEEP: 1,5 BEEE 1. BEER o1 35
BEEF .1,5: BEEF .l,q. BEERE =

: FRINT INVERSE 1:"YDOU GOT TO L
EVEL ":le
2501 IF lerhi THEM LET hi=le

9502 PRINT INVERSE 1; AT S5,0:"H
IGHEST LEVEL=":hi

2503 INFUT AT 10,0:;"DO YOU WANT
ANDTHER GO (Y/M)?":z%

2504 IF z#="n" THEM STOF
600 ELS ¢ GO TO 2
999 CLS : PRINT FLASH 13 AT 0,
Sy E el B EeNES b L e T HEER
« 44252 BEEP . 1.,20: BEEP .4,25=
BEER: .1 20: BEEP .2,75: '‘BEEP 9.
28: PAUSE 50: LET le=le+l: LET h
ow=how+20: GO TO Fo0

HE DONKEY will appear at a
random position on the screen

and you have to work out the

co-ordinates where you think the tail 3
should be. First input the vertical posi- 20
tion and then the horizontal position. i
The game continues until you succeed 6 178 LET M=N+
in pinning the tail on the donkey. You ;E tE; 'H 238 EE;RTE'ET x-a.e; "vnu LOSE™
will be told how many attempts it need- .ngﬂﬁpgl“T AT XY A8;AT X+1,Y;Bs 2SR ERENT LuXi H
ed for you to find the co-ordinates. 4480 IF'A=X AND B=Y+4 THEN GOTO Usgaﬂﬁn;NE.nTGués 2j7CORRECT,
i i 105 IF N=4 THEN GOTO 25@ E@!ﬁ" LT

Pin the Donkey was written for the 198 FRaire, THENE IF INKEVS="" THEN SOTO 280
1K ZX-81 by Jason Williams of Cam- T 32@ RUN
borne, Cornwall.
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UEFIELD

{
/

A

W,

LI
HEN the program is RUN,
= you have to enter the number
of mines you want to dodge.

%A higher number will make your task

more difficult. You then have to move

¢t /1 round the screen avoiding the mines

. and heeding the warning signs. Use the

cursor keys to move.

L Minefield was written for the 16K

ZX-81 by Jason Williams of Camborne,
Cornwall.

o= B$="5" AND Y>@)
13 tE$ 3?:ﬁ 220 PRINT AT A-2,B-1;" =
0 230 G0TD 150
20 RAND 30@ PRINT AT ﬂ,ilg"!"%sq;?"l“
320 CLS 310 IF X=3 AND Y:11 AN <20 TH
35 POKE 158415,2 EN GOTO 2000
4@ PRINT " INPUT NO. OF MINES 320 LET N=1
35 3328 LET XC=MI(M,1) -X
5@ INPUT MNS 340 LET YC=M(N,2) -¥
5@ DIM MIMNS,2) 358 IF ABS ¥C<3 A ABS YC<3 TH
70 FOR N=1 TO MNS EN PRINT AT ©,11;" .
80 LET MIN,11 =INT (RND#20) +1 360 IF XC=0 AND ¥i=@ THEN =0TO
90 LET M(N,2) =INT (RND#%32) 1000
180 NEXT N 365 LET MN=N+1
108 LS 370 IF N=MN5 THEM RETURN
106 POKE 15418.0 382 GOTOD 330
11@d PRINT "TIMER= e 12838 PRINT AT X-2,%~1;"sus
W SCORE=";3C nsu
120 LET T=@ LLE B
130 LET X=23 191@ FOR N=1 TO MNS
149 LET ¥=INT (BMND228) 19280 PRINT AT MIN,1) ,M{N,2);'"&"
150 PRINT AT X-2,¥-1:A% 1830 NEXT N
160 LET T=T+1 1R4@ FOR N=@ TO 1@
176 PRINT AT @,8;T 1858 NEXT N
180 IF T=1P@ THEN GOTO 1200 1060 RUN
198 GOSUB 309 20P@ LET SC=SC+10@®
191 LET A=X Q10 PRINT AT 102,5; eSS
192 LET B=Y 5
18% LET B$=INKEY% RINT AT 12,5; "STAND BY FOR
196 IF Bf="" THEN BOTO 150 MEXT BATTLE FIELD"
202 LET X=X+(E$="6" AND X<¢23)-( 2032 FOR N=@ TO &80
B§="7" AND X33) 2043 NEXT N
218 LET Y=Y+(Bg§="8" AND Y (301 - 2058 GOTD 185
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* Today, we talked to our user
group, hooked our holiday,
zapped nine monsters,

checked the foothall results,
bought two games, looked
~ at share prices, learnt some
French, and conquered ihe
universe!
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News Competitions Telesoftevare

tmdson

Access a world of information
with your Spectrum.

Simply by connecting it to the
telephone line, via the award winning
Prism VI'X 5000 communications
modem, you can link into a wide
variety of services, including Prestel
and the popular Micronet 800. Access
| hundredsof software programs—

s | many completely free. Talk to fellow
=

= E users. Keep up to date with all the
VTX 5000

latest national, international and
i34 muicro news. Play on-screen games.
Powwer Telephone jack-socker ChE‘Ck SpOr[S I'E!Sllltb. BOO]:( D_avel aI]d
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Teleshopping

i8 BOOKS

11 CATALOGUES
12 CLURE

13 COMPUTING

34 OFFICE GoOoDS
@8 DENTAL PRODUCTS RECORD S
21 DIRECTORIES

2% ELECTRICAL GOODDS 8 L OFFERI
23 FLOHERE-CARDENE

24 FUEL RIPTIONE

3 CIFTS i BROCHURES
26 IMSURAMCE

27 JEWELLERY E

% 2TORES OFFERIMG A RAMCE OF CODDE FOR
8 TELEBOOKING IMDEX

KITCHEMMARE
MEAT

MODEL RAILMAYS
HOTORIMC

LADDEOKES z

Ladhruﬁéﬁm
—

Sport

entertainment. Learn a language.
Check share prices.

The choice is simply vast.

Plus, your Prism V1X 5000,
allows you to communicate directly
with other Spectrum owners.

And now, our special offer
means that you can do all this for just
L1T*amonth. So complete the coupon
and send it to us today, and we will let
you have full details of our unbeatable
offer.

*All prices quoted refer to domestic use only. For business use the Prestel annual
standing charge is £66. Therefore business users will be billed £44.50 per quarter.
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what's on
Theatre
Guides

EEY 1| SCOTLAMD
2

Booking

T
u—: VTX 5000
'%-} of the Year.

- loga

[nLerEitH 125

e }

This is the ne of the Train

Travel

.1

3 MALES
4 MIDLAHDE
T EAST ANG

% A=Z of NAILBOM pmges

Mailbox

& B
FOR JUST £11*A MONTH YOU WILL GET: .

@ A Prism VTX 5000 worth £99.95.

® One year’s subscription to Prestel
worth £20.00.

® One year’s subscription to Micronet
worth £32.00.

@ Free user-to-user software-normally
retailing at £19.00.
® Quarterly hardware and software offers.

@ Discounted software through Micronet
(up to 20% off retail prices).

Prestel and the Prestel symbaol are trademarks of British Telecommunications.

e — — — — — r— Co— C— Cr— —
C

Please send me full information on your special offer
to Spectrum users.

Name:

Address:.

Return to: Prism Microproducts Lid.
Prism House, 18-29 Mora Street, City Road 5
London ECIV 8BT. Tel: 01-253 2277 =




To date, Ataris

Pole Positfon. ~ITyoy gre
game, thep this js the o

ne

Ngines rev-up

PERSONAL COMPUTER GAMES,




VWhat can we say?

We're overwhelmed. Though we should just add that with Atarisoft, you can now play Pole Positior” on the

Commodore 64, BBC and Spectrum computers, as well as on all Atari® POLE POSITION

systems. Oh, and we're giving away free a Grand Prix kit and full colour 3
wall chart with every game. from ATARISOFT

LOOK OUT FOR OTHER LEADING COMPUTER GAMES ON ATARISOFT, PRICES START FROM £14.99, TRADEMARK OF NAMCO. ®TM ARE TRADEMARKS OF ATARI INC.
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IGARETTE DOWSER is an
original program, written for the
16K Spectrum by John
McCrory, aged 14, of Belfast, N. Ire-
land. You have to save Fred, a heavy
chain smoker, from the effects of smok-
ing. Another 10 cigarettes could prove
fatal for him. Shoot at the tip of the
cigarette using the ““0”° and use “5” and
“8" to move left and right.

CIGARETTE DOWSER

=
10
RIGHT

20
25
=0
fq0r
50
&0
70
80
20
100
110
200

K &3"(igBID";

ER 1:
s p

LET hisc=0(
BORDER O:
1t CLS
GO SUB F000
0 SUB 8500
LET yp=lS
LET can=0
LET a¥="FFF"
LET cig=27
LET =z=0
LET f=17
LET pu=Dr
LET bf="Hk" =
LET sc=0
FPRINT AT 4,03 BRIGHT 03 IN
AT 5,0; INK 2; FAF
"M AT S,1: INK 23 PAFER O
AT &,0:"(igB)B"; AT 7,0;"!

PAFER O: INK 7: B

LET c$="JL"

igBic"

210 FOR n=0 TO 29:
INK

AL

FRINT
NEXT n=

AT 20

T="(ig3)": FOR n

=0 TO 29: PRIMT $£l: AT O,n3; INK

1" (igE) s

MEXT n: PRIMT AT 21,

303

ity

gQ2r*s
FPER 1%
LEWVEL"

AT O,
1000

yYR42B)—{

1005

INE 1;"(igS)";

AT 20,30;"(ig
FRINT H1; AT 0,30; INK 137(
FRINT AT 20,10; INK 4: PA
FLASH 1; BRIGHT 1;"CAMCER
220 FOR n=0 TO 30: PRINT
n; INE 13"(ig3)": MNEXT n
LET yp=yp+!{ INKEY$ ="B" AND
INKEY® ="5" AND yp>2)

PRINT AT 1B,yp—1;" L

Tig,ye-pt "

1010 IF INKEYS$ ="0"

u=1

1020 FRINT AT 0,12;

R S3;"SCORE "3=sc

1030 PRINT AT 18,vp;
INK 3:;b#; AT 19,vpic¥#
1040 IF pu=1 THEN FPRINT AT f,y
p+1; INK 5; BRIGBHT 0O3"I": BEEP .
001, f£+20

1050 IF =1 THEN PRINT AT
+1:" "“: LET 4=17: LET pu=90

1040 PRINT AT &,cig:af$; AT
g+3; IMK Z;"G"; AT &,cig+d;
Gy o

1070 LET cig=cig-1

1080 IF cig=1 THEN FOR n=0 TO -

THEN LET p
INK. O3 PAFE

BRIGHT Of

f.vP

&,ed
INKE

10 STEFP —1: BEEF .0Z,n: NEXT n:

PRINT AT &,cig+l;" ExLETE
ig=27: PRINT AT 21,z; INK 43"(3
#1g8)": BEEP .05,-20: LET z=z+3:

IF z=30 THEN GO SUB 8000
1085 IF ATTR (f,yp+1)=&& THEN
BEEFP .1,-10: BEEP .1,0: FRINT A
T &,=ig: INK 73 PAPER O3 " Lt

LET esig=27: LET £=17: LET pu=0:
LET sc=sc+l10

1090 IF pu=1 THEN FPRINT AT f,v
p+ig" "s LET fm=f-—-1

I000 GO0 TO 1000

BoOC CLS FRINT AT 10,103 IMK

33 "HARD LUCK '“; AT 14,43 "FRED J
UET DIED OF CANCER !": BEEF .4,1
: BEEP .4;8: EEEP .4,5: BEEFP .4,
B: BEEF .4,13: FOR n==5 TO =20:. S

TEF —-1: BEEF .1,n: NEXT n
BOO3 PRINT AT ©,0; INK &;"YOU S
CORED "3 INK 43scy AT 2,03 INK &

$"THE HI SCORE IS *; INK 4jhisc:

IF sc*hisc THEM LET hisc=sct F
OR n=10 TO 20: BEEP .1,n: NEXT n
: PRINT AT 4,0; INK 4;"YOU GOT
THE HI-SCORE"; AT &,10; INK S5; P
APER 0; FLASH 1;"WELL DONE '"
BOOS PRINT AT 21,0; INK 23 PAPE
R 7; FLASH 1;"PRESS ANY KEY"

8010 PAUSE O: PAUSE O: CLS : GO
TO 25
8500 INK 3: CLS = PRINT AT 0,0

"CIGARETTES CAM SERIOUSLY
": AT 2,10;"YOUR HEALTH"
8510 FOR n=0 TO -10 STEP —1:
P .S5,n: NEXT n: BEEP 1,-11
B520 PRINT AT 4,2;"THOUSAMDS OF
FPEOFLE DIE EACH": BEEP .5,20: P
RINT AT &,&;"YEAR FROM DISEASES
": BEEP .5,20: PRINT AT B8,113"D
UE TO": BEEP .5,20: PRINT AT 10
,10; "SMOKING. *: BEEP .5,20

BS30 PRINT AT 12,3;"YOU MUST LE
ARN TO FEAR THE": BEEF .S5,20: FR

DAMAGE

BEE

INT AT 14,103 "CIGARETTE": BEEF
.5,20

8540 PRINT AT 16,12; INK 7;"FFE
E"; AT 1&,1463; INK 2;"G"

8550 FRINT AT 21,0; INK 2; PAPE
R 73 FLASH 1j;"PRESS ANY KEY": PA
USE 0: BEEP .1,480

8550 INK 4: CLS

48
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BS70 FRINT AT 0,11;"“MEET FRED!"
BEEP .5,30: PRINT AT 2,15; IN

K &3"(ig8)D"; AT 3,15; INK 23 PA

PER 1;"M"; AT 3,156; INK 2; PAPER
O3 A" AT 4,15;"(igBIB"; AT 5,1

S3! (igaie

8580 PRINT AT 7,4; INK 4;"(DR P

ART OF HIM ANYWAY!J"

8590 PRINT AT %,0;"FRED STARTED
SMDKING VERY YOUNG (X MONTHS TO
BE EXACT).HE IS A CHAIN SMOKER
AND SMOKES ABOUT...30,000 A DAY

B400 PRINT "¥OU MUST HELF HIM FO
R IF HE GETSANOTHER 10 CIGARETTE

S HE WILL DIE OF CAMCER."

B&10 PRINT AT 17,03 INK S5;"USE

KEYS S AND 8 TO GO LEFT AMD RIBH

T AND KEY © TO FIRE.REMEMBERTO H
IT THE FLAME!"

B&Z20 PRINT AT 21,035 INK 3; PAFE

R 73 FLASH 1;"PRESS ANY KEY TD S

TART": PAUSE 0O: BEEF .3,=-S5: BEEP
«4,0: BEEF .12,0: BEEF .1,0:1 BE

EF .4.,7

B&30 CLS : INK 7: GO TO 30

000 FOR f=0 TO 12: FOR n=0 TO 7
: READ a: POKE USR CHRF (144+f
J+n,a: MEXT n: MNEXT f£: RETURN

9005 DATA 128,128,224 ,240,248,25
2,254,252 . 5,255,255 9050 DATA 31,31,31,31,31,31,31,3
2010 DATA 128,192,240,0,0,0,0,0 9030 DATA 0,0,0,255,255,255,255, 1

255 9055 DATA 240,240,128, 128,248,24
9015 DATA 248,248,248,192,128,12 9035 DATA 0,0,0,224,248,252,248, 8,248,248
8,0,0 224 Q060 DATA 248,248,248,248,248,24
020 DATA 128,192,192,192,192,1% 9040 DATA 1,1,1,1,31,31,31,31 8,248,248
2,192,128 2045 DATA 146,120,1246,252,120,124 9045 DATA 255,255,241 ,225,241,25
2025 DATA 127,255,255,255,255,25 LS8, 16 5:295,233

NAME TAG

HEN USED in conjuncrion

with the ZX printer, Name

Tag can be used to produce

tags or labels. The program draws the

perimeter of a label complete with a car

logo. All users have to do is input the

name, middle name and surname and

the program will centre them on the

label. The finished tag can then be
copied on to a printer.

Written for the 16K Spectrum by A

A Paine of Brunham-on-Crouch, Essex.

10 CLS =(19= LEN b¥}/2: LET z=(19- LEN W -4,4: DRAW -10,2: DRAW -18,10:

20 PRINT AT 4,4;"=" c#) /2 DRAW =20,1: DRAW -20,-1: DRAW -

30 PRINT AT 4,263"=" 170 PRINT AT 12,&+x;a¥ 17,~10: DRAW -21,-2

40 PRINT AT 17,4;"»" 180 PRINT AT 14,8+y;b#* 310 PLOT 78,122: DRAW -15,-3: D

S0 PRINT AT 17,26;"*" 190 PRINT AT 1&6,56+z3c# RAW —10,-4: DRAW 2,—4

&0 FOR n=5 TD 25 200 PLOT 89,111: DRAW &&,0 320 PLOT 53,111: DRAW 1B,0

70O PRINT AT 3,n;"#" 210 PLOT &7,103: DRAW 24,0,- PI 330 PLOT 53,111: DRAW O,—-4: DRA

80 PRINT AT 1B,nj"#" W 16,0 ;

0 FOR m=5 TO 1& 220 PLOT 91,103: DRAW 2,-2: DRA 340 PLOT 53,107: DRAW 2,0: DRAW
100 PRINT AT m,3;"*" W S58,0: DRAW 2,2 0,-2: DRAW &,-2: DRAW &,0

110 PRINT AT m,27;"#*" 230 PLOT 153,103: DRAW 24,0,- P 350 PLOT 119,135: DRAW Z,-2: DR
120 MEXT n: NEXT m I Al -19,-10: DRAW =-2,2

130 INPUT “"Type in your first c 280 CIRCLE 79,103,568 ’ 340 PLOT 124,132: DRAW &4,2: DRA
hristian name(l? letters max) 250 CIRCLE 79,103,9 W 10,0: DRAW —-4,-15: DRAW -12,0:
1", af 2460 CIRCLE 145,103,6 ; DRAW -20,2: DRAW 20,11

140 INPUT "Type in your second 270 CIRCLE 1&5,103,% 370 PLOT 142,134: DRAW 1&,-4
christian name(l? letters max) 280 PLOT 177,103: DRAW 12,4: DR 380 PLOT 158,130: DRAW 0,-B,- P
1" ,b¥ AW ~-14,0 1

150 INPUT "Type in your surname 290 PLOT 173,113: DRAW 18,0: DR 390 PLOT 158,122: DRAW -20,-3:

(19 letters max):",c#$ AW -2,-4 DRAW 4,14

1&0 LET x=(19— LEN a#%)/2: LET ¥ 300 PLOT 187,113: DRAW 4,&: DRA 400 STOFP
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Little Brothers should
be seen but not heard.

A maxim which eloquently describes the
Brother HR-5.

Less than a foot across, it's nonetheless loaded
with features.

But there’s one thing the HR-5 won't give you.

Earache.

For the annoying ‘clickety clack’ many printers
produce is mercifully absent from the HR-5.

Quietly efficient, it delivers high definition dot
matrix text over 80 columns at 30 c.ps.

The HR-5 also has something of anartistic bent.

Being capable of producing uni-directional
graph and chart images together with bi-directional
text.

[t will also hone down characters into a
condensed face, orextend them foradded emphasis.
Incorporating either a Centronics parallel
or RS-232C interface, the HR-5 is compatible with

REGLILAR, CONDENSED, OR
EXTEMDED FMCES.

CUTSHEET A4 OR ROLLER
PAPER.

BATTERY OR MAINS
OPERATELD.

most home computers and popular software.
Perfectly portable, the battery or mains operated
HR-5 weighs less than 41bs, and has a starting price
of only £179.95(inc.VAT).
Which is really something to shout about.

I PLEASE SEND ME MORE DETAILS OF THE REMARKABLE BROTHER |
HR-5 PRINTER.

| NAME |

ADDRESS. |

DEFT E BROTHER OFFICE EQUIPMENT DIVISION, JONES + BROTHER, SHEPLEY STREET, GUIDE BRIDGE, AUDENSHAW, MANCHESTER M34 5D
TEL:061 330 6531 (10 LINES) 061 330 0111 (6 LINES) D61 330 3036 (4 LINES) TELEX: 669092 BROTHER INDUSTRIES LTD, NAGOYA, JAPAN.
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RIFTING through space, you
see an apparently deserted
space station and decide to in-
vestigate. The only way to escape from
the space station is to find your ship in
the shuttle bay. Features of the program
are fighting, jumping gaps and collect-
ing money. Make decisions by pressing
1 for first choice, or yes, and by press-
ing 2 for second choice, or no.
After entering the program listing,
enter the following as direct commands:

DIM A$ (3,6)

LET A$(1)=“ROBOT”
LET A$(2)="“ALIEN”
LET A$(3)=“DALEK”
LET J=20

LET $=20

LET T=0

The game is then started by entering
GOTO 1. To re-start the game, enter
the last three commands again and start
with GOTO 1. Some readers may find
this information similar to that which
accompanied the Mini Adventure game
in the March issue. That was due to an
error as a result of which the wrong
listing was included.

mini ADUENTURER

Mini Adventure IT was written for
the 1K ZX-81 by Russell Wooberry of
Farnham, Surrey.

1. IF S<CODE *“& " THERN GOTO JxC
SDE g

2 PRIEMNT “US=ilpnSise gEercomaes g prees

3 INPUT A

4 CL=

S LET C=INT (RND*CODE "™ ,cap
ey

& LET HM=INT (RND*CODE "#'"+CcoODl
E ey

7 IF Mr>CcoOoE "B THEN GOTO Ccor
E W e

8 GOTO Mz

28 PRINT “YEODOR.I,oF"
21 INFUT A

22 IF RA=CDE " "' THEHN GOTO CcoOp
£ E oo
=23 PRINT ““»yOulk SEE "
IRHNG) 3 .5 THEN GOTO GCAQDE

24 IF

PRIMNT "8 "ARS LC)
=26 EaTO CcapE “FY
27 LET HM=INT (RHND=*CcOE "R *2)
25 PRINT "£'in

=28 LET T=T+iH

@ GOTO CcoRE . @

48 PRIMNT "“"A THRS LG N . FIGHT FL
EET"

41 IMPUT R

42 IF A=CORE " "' THENM GOTCO CoOp
£ om o

43 LET S=5-INT ([(RNDCODE ')

44 PRIMNT RA%(C) ;' CERDY

45 E0TOo E0fE Y.t

Ba PRIRNT Y“'"GAFRP.u 7"

21 IRMMFPUT R

82 IF R=CODE " "' THEN GOTO CGD
E e

53 IF (RHNEY ». 5 THERN GOTO JzCcoOb
e

B4 LET TeT+CODBE ey

eSs SoOTO CoOpE '8

S@ PRIMT Y“SHUTTLE BRAY .£zea7"

21 INFUT R

82 IF A=CODE """ THEN GOTO cor
E il

83 CLS

S4 PRIMNT “"YOou HAWVE ESCAPED .

25 STOPRP

18@ FPRINT "0OLl. .FORCE FIELD®

1@1 LET S=5S-IMT (RHD*CODE "W,
R -ty

1@a2 GOTO COoODE = ¢

12a LS

121 FRINT "R, I.P
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S PILOT of the Spectra you
must make 10 successful land-
ings on the landing strip. Your
fuel, altitude and velocity are displayed
and you must use the T key to fire your
retro-thrusters. The better the landing,
the more money you will be paid.
Landing Strip was written for the
16K Spectrum by Christopher Sully, of
Newport, Gwent.

LANDING

STRIP

e

T

=0
e

1 LET h=0: PAPER 0: BORDER RSE 13" LAMDING STRIF €10 letters)";a$: IF LEN a$>10

1: INK S: LET a$="77777772777?": C "y PRINT AT &,18;"SHIPS THEMN GO TO 300

LS : GO SUB 1000 LEFT TO"3; AT 8,22;"LAND"; AT 10, 310 PRINT ‘"Da you want anoth
- 2 LET 'i=0: LET s=0 23310-1 er go (y/n)"

3 CLS ¢ LET m= FI / PI 140 IF a>m-m THEN GO TO 40 _Je0 AL ISR & oy s REE R EET
4 LET n=1 1S0 IF v>h THEN GO TO 200 = =01 LET ey GO0 2

& LET #=130 140 FLASH 1 325 IF INKEY$ ="n" THEMN STOP
8 LET a=20 161 IF v=20 THEN PRINT AT m,m

10 LET b=a ; "LANDED": LET s=s+100 330 GO TO 320

15 LET c=30 162 IF w=15 THEN PRINT AT m,m 1000 FOR-a=144 TD 147: FOR u=0 T
20 LET 'v=a ; "GO0D LANDING": LET s=s+200 0 7: RERD i: FPOKE USR ( CHR# a)
25 PRINT AT 13;19; INK &;"SCO 143 IF wv=i0 THEN PRINT AT m,m Ttd,iz NEXT u: NEXT a

RE=";s; AT 14,17;"HI-SCORE=";h; ; "VERY GOOD LANDING": LET a=a+5S0 1010 DATA 0,31,127,225,240,127,1

AT 18,173" BY “;a$ 3 23,48,126,219,195,189,102,126,25
30 GO TO + 164 IF w<i0 THEN PRINT AT m,m 5,90,0,248,254,135,15,254,222,12
gg tE1 i=ﬂ ; "EXCELLENT LANDING": LET s=s+10 he

{ =m-m 1020 D 34,126, 126 ,60,24,0,0,0
&0 LET a= INT (a=v/c)#ia >= v/ O?ésliL;;ﬁ ;HE” LET s=s+1000 R Ea)

(= deitie 1025 IMPUT "Instructions?"jx$: I
70 PRINT AT b-z,ns® “; AT b 170 LET i=i+ls FOR m=0 TO 500:  p 4oun THEN GO TO 1025

L S it NEXT m: IF i=10 THEN PRINT AT S :
z4+m,n+ms e £ 1026 IF wE(1)="y" DR x$(1)="y" T
80 LET n=n+ RND 10,23y "0"'s DOT0IS00 HEN GO TO 2000
90 PRINT AT b-a,n; INK 3;tapc 171 GO TO 3 1030. RETURN
% 200 PRINT AT m,ms FLASH 1;"CRA o005 pRINT AT 1,23" Your task

"y - ) 1 £

100 IF INKEY$ ="t" AND § >= 10 SHED":i FOR x=7 TO O STEP —1: BEE .. [jjot for the  SPECTRA land

THEN LET t=10 P .005,-40: BEEP .005,-x: BEEF ing service is to land 10 spac

105 IF t=10 THEN PRINT AT b-a 00%,-35: BEEP .0B,—45: PRINT AT e-craft (ABC). Your boss wi

+m,n+m; INK &;"D": BEEP .02,-10: b-a,n; INK 23 FLASH 1; INVERSE 1l pay more for better landi
BEEF .02,-20: BEEP .02,-30: BEE 1;"ABC": BORDER x: NEXT x: BORDE ngs!"

P .02,-15 R 2010 PRINT AT 10,7:"Use T to fi
110 LET f=f-t 210 B0 TD 170 re your RETRO-THU
120 LET w=v+5-t 300 CLS : IF s*h THEN LET h=s: ETERE.": FRINT AT 15,5: INK 23
130 PRINT AT m,bi"FUEL ";+;" PRIMT FLASH 1;"¥YOU BEAT THE HI FLASH 1;"Fress any key to begin"

: TAER b:"ALT ":;a%c;” "; TAB b;"V GHEST SCORE !'"; ' '"WITH A SCORE D : PAUSE O

EL “s;vi" "; AT 21,03 INK 4; INVE F “js: INPUT °°"ENTER your name{( 2020 RETURN

52
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1A

el L
fidq

N CHARGE of the finances of your
football club, you are responsible
for buying and selling players, pay-
ing bills, and settling all debts before

the end of the season. Sufferin’ Soccer-
cash was written for the 16K Spectrum
by Stephen Robertson of Tremorfa,
Cardiff.

Y SUYEEERIY
SOCCERCASH

5 PAPER 7: BURDER 7' (LS STRINGE"
18 REM k% THE YALUES %% 236 BEEF (1.20° FRINT
26 LET D=f 243 PRINT "&. YOU MUST CLEAR OV
25 LET WU=6 ERLRAFT"
48 LET E=g 253 BEEP .1.28' PRINT
33 LET Lu=8 266 PRINT "7, YOU MUST REPAY TH
A48 LET C=INT ¢ RHD¥Z00GE+ ] 06E0 ) EGBuHRD" = :
3 LET DR=@ : : 278 BEEP , 1,28 PRINT
S8 LET W=INT ¢RHD*SQE0+1664 ) 26 PRINT "B. UME NUTHING AT EH
99 LET L=0 0D OF SEASUN"
68 LET T=INT {RHD%:SSE0+160E ) 295 BEEP .1.28° PRINT
7O LET M=INT ¢RND¥SBBHEG+1U600) e s ey
BO LET U=INT ¢RMU:306BEE+5E05 = TYPEHNL BnTER
: WY e TERAM NAME"
o R T 416 INPUT "up to 18 cap letters
o e ”5;; LET A=IHT «RHL%E+E
109 BEEF ,1,3' BEEP .1,3: zE Aty Pl :
; o208 BEER o130 PRINT - 524 (BT HeINT ¢ RNOKSHD)
“ SUFFERIN? SUCLERLCAHSH 45% FOR Y=1 TO 21
=T 2 366 IF AXH THEN LET LU=LG+1
LS RRERTECS by 476 IF H»A THEW LET WUsWO+1
o 86 IF A=H THEN LET DR=0R+1
lFb IHK 5] 398 CLS ' L0 SUB 1680
136 BEEP ,.1,28: PRINT 5 St
146 PRINT "1. YUU PLAY 21 GAMES 990 LET LeLal+T
PR fEaacil 420 LET FoINT (RND3000+1000
156 BEEP .1,3G° PRINT =8 LET F=IHT CRHD¥IE06+1000>
1668 PRINT "2, EVERY WIN - A prc 490 IF H3A THEN LET C=C4F
GER CROWR® 44@ tFTHFH ;TuNP r%T C=C=F
1760 BEEP .1,20: PRINT S LET A=INT ¢ RHOKE+E
i 460 LET H=INT ¢RND¥6+0)
186 PRINT "3, IF YOU LOSE - SMA 465 IF D=8 THEN GU TOQ 485
LLER CROMD™ 4708 IF Us="n" THEN GO TO 485
193 BEEP .1.206° PRINT 456 IF (E="y" THEM LET H=H-z
208 PRINT "4. LOMPUTER RESULTS" 485 IF E=B THEN GU TU %518
210 BEEP .1.,28: PRINT 496 IF z%="n" THEM GO TO %10
220 PRINT “5. YOU CONTRUL FURSE 580 IF 2%="u" THEN LET H=H+g

518 IF A<e THEM LET fA=8
226 IF H4B THEM LET H=@&
wder HEXT ¥

4@ PAUSE 386G PAPER 8@ BURLDER
G INK 7: CLS

298 BEEP .1-.3* BEEP .1.3: BE:EP
<13 PRIWNT FISSESSMENT OF
SEASUM i

SG68 PRINT

278 PRINT "REPORT: ":fs

SEE PRINT

996 PRINT “WaN " 0" LOsST "L
;"  DREW DR

GEE PRIMT

518 PRINT "SOLD ";05" PLAYERS"
61% PRINT

628 PRINT "BOUGHT "SE:" PLOYERS
GHE PRINT

€48 PRINT “"OVERDRAFT B0

3 PRIMT

GEE PRINT "BUARD LOANS &' ;L

GrE PRINT

688 PRINT "CLUE MUMEY 8" :H

S9E PRINT

708 PRINT " MANAGERIAL COMCLUST
[ Loy .

75 PRINT
rag IF U=8 ANE L6 AND WO=21 TH

EM  PRIWNT "CQUT OF THIS WORLD! Pl
L BEETS PRI AMD WON EVERY GA
ME. CLUE UFFERS YO HEW CONTEAR
CT AT COUBLE MACESL": STOMP
g IF UsM THEN PRINT "BANE L1
QUIDATED CLUB! MANALER HELD RE
SPUSTRLE" : BEEP 2,43 STOP
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728 IF L>M THEN PRINT "MANAGER
FAILED TQ REPAY THE BURRD =
MANAGER GETS SACK!": BEEP 2,33
STUP

7368 IF WO>LU THEH PRINT "HUT A
BAD SEASOH - MANAGER HAS OFFER
UF HEW CONTRACTI": STOP

748 IF LU>WU THEHW PRINT “MANAG

ER HANDLED FINAHCES Ok BUT H
S A FUOTBALL CUACH HE ISH'T
UF TO MUCH - SACKED!": BEEF 2.3

3: STORP

7o IF DR>WU AND DR>LO THEN PR

INT "TERAM RATHER GOUOLD AT DRAKIHNG
MATCHES. THUUGH HUT MUCH GO

Ul ATANY THIHG ELSE! MANAGER RET

FAINED" : STOUP

999 REM ¥ THE MATCH *%

1808 BEEF ,1.3: EBEEF .1.3: PAPER

b=E PRIHT HT B8, ..

16818 PAPER @: PRINT AT 2.8.,..

16268 PAPER 4' PRINT AT 9.9 4.
1825 LET R=C+L

1838 FUR »=B TO 3

1635 IF C£6 THEN LET C=8

183c IF R<@ THEN LET R=8

1637 IF M<@ THEN LET M=@

1648 FAFER 7 INK @' PRINT AT x+
4,8 Rkl ReekbekRRieet ek
RRRRE

1856 MEST »x

1868 PRINT AT 11.6:"

1865 PRINT AT 13.,8;"

3 LET M=M+R
PRINT * CLUB*S MOHESY> &'
PRAUSE 466 :
LD SUB 2600
2135 IF 04200080

2148

IF Chzooaoan THEN
THEN LET G%="n
IF C<5B@E THEN G0 ZUB 4500
2145 IF C>58006 THEN LET Z%="y"
2158 LET F=INT ¢RND#kzE+8 )

2168 IF F=13 THEN GO SUB 5086
2178 IF F=2 THEM G SUE =955
2175 1IF F=1& THEN GL SUE 7566
2188 IF F=19 THEN GO SUB 7B
2185 IF F=7 THEN G0 SUB s5580
21968 1IF F=12 THEN GO SUE SG0EG
2195 IF Y=11 FAND WU=8 THEW GO S
L 9080

2268 BEEP ,1,28: 1NPUT
REDUCTIONT HOM MUCHT' 4

‘O DRART

=83 Ik wved THEW GU TO 2204
2285 IF ¥>M THEW GO TO 23266
REon LET O=(=%

2287 LET M=mM-Y

2288 IF M<@ THEH LET M=8

2269 1F 046 THEN LET 0=

2218 PAPER &: PRINT AT 9, 1&8:Mi"
" PRINT AT S.2050:"

2228 BEEFP . Y,28 INPUT "LORAN RED

UETIONT AMMOLNT "5

ce2n IF G2k THEN GO TO 2228

2234 IF SOXM THEH Lo TU 2226

Z2aad LET LE=L-5

2243 LET M=M=-%

22845 IFE mM<8 THEN LET M=8

2258 IF L<g THEH LET L=#@

22668 PAPER &: PRINT AT 25 12;M;"
Yel PRIMNE R daalalst

2278 PAPER 7' FAUSE 380 CLS

2E860 RETURH

HJ866 IF D=5 THEN LET 4s="wn"1 RE

TLIRM

2083 IF ¥Y>2a THEM RETURN

266% PAPER 4: PRINT AT 15,8542

RN B ]

3016 PAUSE o6&

4843 INRUT "tog UR n)";2%

4645 [F Z%="w" THEN LET E=E+1
4000 IF Z%="n!"" THEN PAPER V¢ PR
INT AT 1985usisseavasst RETURH
4866 IF Z%="9" THEWM LET L=L+F:
PAFER &: PRINT AT ¥,215L

4870 PAPER 7: PRINT AT 1960000
saeaat RETURH

58 BEEF 1,2 PRINT AT 17,8:"
WEATHER DAMAGE-BILLS TO BUARD "
SE1E LET FEINT ¢ RHOSSHO004+1 000 )
SH2E PRINT

5038 PAPER 7@ PRINT "

&rljF
SH40 LET L=L+F: FAPER &: PRINT A
T radels
9850 PAUSE 2898 PAPER T: PRINT A
T 1728 ss 000007 RETURN

GEE0 BEEP (1.2 PRINT AT 17.8,"
Fr FIME CLUE FOR MISCOHDLCT "
SH18 LET F=1MT «RHD¥2o0G+166 )

GREG PRINT " PRLIL BY THE
BURRD a3
68368 PAPER 7+ PRINT

§";F
66846 LET L=L+F: PAPER G: PRINT A
T |¢alaL
GE5e PAUSE 30G: PAPER . ¥ MRINT A
T 78 aunasass: RETURM
6508 BEEF .1,d: PRINT AT 17,65
RILH FIMAMCIER JOINS THE BURRLD
PAYS UFF ANY DEBTS TO THE EANK

G510 LET U=g: FﬂFEP &' PRINT AT

220"

G528 PRUSE 308: FAPER 7:

T 1780 usrvis st RETURN

vEeE BEEP .1,2: FRINMT AT 17,4
SAFETY UF GROUUNDS ACT M

TEIG PRIWNT ' WORE MUST BE DONE -

PRINT A

BANE PAYS! "
T2 LET F=INT ¢RHDRSOEOG+IGL00
TESE PAPER 7: PRINT

8';F
a48 LET OU=0+F: PAPER &: PRELNT /A
T 3260

TESA PRUSE 364 PAPER 7' PRIMT A

T A7 s8ssuasrcast RETURN

vaue BEEP 1,2 PRINT AT 17.9:" L

ARGE TAX BILL ARRIVES - TU BE
PAID FROM CLUB FUNDS N

7981 PRAUSE 480

7R3 LET U=mM

1878 IMNK 2 PRINT AT &0 0N " 2628 BEEF .1,1.2¢ BEEF .1,1.2° B 2515 [ET F=INT (RHD®U+E)
IMK @8 PRINT AT #,3:" TERALO EEFP .1,1.2¢ PRINT AT 16,1;"BANK  7=1% PAPER 7: PRINT “
IME 1: PRIWT AT 8,11:" SINCLAIR ARE CUMCERMED BY HIGH LEVEL £ F
USER @ IMK 37 PRINT AT 8,28 " C OF ODVERDRAFT THEY URLE YOU T P5z@ LET M=b—F: Pﬂrtﬂ FRINT A
T - (3 SELL A PLAYER" T 9,18:0M;"
1126 IHKE B PRINT AT 15,1: "CROWE @038 LET FrINT oRHDXZ00EE+18HD TS5EA PAUSE Z88: PAPER 7 PRINT A
FOCHAT 15,159 "MONEY > Y3 RIAT 1 3840 PAUSE 200 T 17835000051 RETURN
Vo7 MATCH HUMBER> ",AT 17.29:;Y 2650 PRINT AT 16.1; "UNITED HAVE 8000 BEEF .1,2: PRINT AT 17.@;"
JHAT 12, 20%: AT 12,28:0: PRINT AT MAVE AN OFFER OF 2" " MONEY DIRECTOR PULLS OUT OF CLUB. ... ™
12 15 "UNITEDL" : PAUSE 188 BEEFR GUES T ERANEK SEiH PRIMT BUARD HES TO PAY
lewedlt PRINT AT 12,15H 3 HIM OFF 1

1125 PRINT AT 19.,1:" MOME  "ikili; HA52 INPUT "cCw OR n" Qs 3020 LET F=IMT (RHD¥I1BEEE+1E0 )
AT 191" LOsSTs M LOGAT 19.223 w853 IF UfF="y! THEN LET [=0Lél 23638 PAPER 7: PRINHT *
" DRAW>. DR 3E8%% 1F G$="n" THEW FPFHPER 7: PR £, F
1138 POPER 7 PRAUSE 400: (LS IHT AT 19:8isasassrsas’ RETURH 8040 LET L=L+F- PAPER G PRINT A
113560 RETURN 30c8 IF os="y'" THEM LET 0=U-F: i ek Bl
ZEEE REM £% . THE MUHEY %X FAPER &+ PRINT AT 3,200 2650 PAUSE 396° PAPER 7! TRINT A
2016 PAPER &t PRINT s.issivusec000 3078 PAPER 7: PRINT AT 15,883,450 T 174800000000 RETURN
Vs sssaa0t RETURH I4E68 BORDER @: PAPER B: IME V: C
2020 PRINT AT 1.15" FIMANL. 4666 IF E=8 THEH LET 2%="n": RE LS : PRINT AT 18.,8:;" Stand by fo
1AL REPORT Iz TURM r 1mPortant message "' PAUSE 406
2825 IF ¥=21 THEN FLASH 1: PRIN 4863 IF Y>28 THEM RETURH Q605 BURDER @: PAPER &: INK 7: L
T AT Io3ht FIMNAL FIMANCIAL Aol 4885 PAPER S5: PRINT BT 15:885 550 L% « PRINT AT 25" WHEHET 1 MAMAG
STHMEHT " FLASH 0 Fra et ER YOU ARE-HALF WAY THRUUGH THE
2038 PRINT 4010 BEEF .1,1.2: BEEP .1.1.2: B SEASOH AND HAYVE HOT WON T GEME!
S04 PRINT " bRHK OYERDRATT> # EEP .1.1.2: PRINT AT 16.1; "BOARD SURRY THAT'S YOUUR LTy i
L ] ARE WORRIED BY LACK UF SUPPL  LYRE OUT MATE": FOR »=00 TO S&5: B
2650 PRINT RT UH THE TERRACES, THEY  MANT EEFP .1.103: HEXT %
SOEE PRINT " MAGES> @04 ALCTION = SIGH MEW PLAYERIY 918 INK S: PRINT AT 17,13 " S1
e FRINT 4020 PAUSE 280 aned: STEFPHEN PUBERTSOM i
B0 PRINT (T S.16i" RATES> 89 4825 LET F=INT «RHUE2GH88+1005 2320 INPUT "Anckher 967 ¢ ¥ or n
T 4838 FRINT AT 14,1;"A PLAYER COM bIEE
2490 PRINT ES ON THE MAREET FOR §Y;F:" - 4638 IF £5="4" THEN LU TO 5
21688 PRINT " LUAN FROM BOARD THE BUARD WILL PAY" ;... dB4H STUP
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UNDERSTANDING
ANGLES

I I NDERSTANDING ANGLES
is an educational program for
children of junior school age.

The program is split into four categor-
tes and they include drawing angles,
guessing the size of an angle and guess-
ing compass points. If incorrect or inac-
7 /ycurate answers are given, the computer
[ will tell you what the compass point is
or draw a diagram if you give an incor-

rect answer in the angles section.
Rolling Stones was written for the
16K ZX-81 by Ian Thom of Allestree,

Derby.

"AMGLES"

ra

REM
RAND
1?3 CLS
15 PRINT "THIS IS R PROGRAM TO
HELF You®
2@ PRINT "UNDERSTAND ANGLES"
38 PRINT AT 16.,5%; "PLEASE CHOOS
E THECGRME S

oL 28, PRINT "GAME 1 IS DRAWING AN

S@ _PRINT “GAME 2 IS GUESSING A
NGLES"
22 PRINT "BAME 3 IS COMPASS PO
NTS ™

78 PRINT "GAME 4 IS5 HARDER COM
PASS POINTS"

?5 PRINT * S WILL STOP THE
PROGRAM "

38 IF INKEY$="1" THEN GOTO 200

2@ IF INKEY&="2" THEN GOTO 40@

128 IF INKEY&%="3" THEN GOTO 700
EL3-1.!21 IF INMKEY4%="4" THEN GOTO 120
allS IF INKEY#%="S" THEN GOTO 42@

120 GOTO 39

210 CLS
228 PRINT AT 2,21; "GAME 1"
230 IF SC»@ THEN SOSUE 2100
235 PRINT RT S,17; "THERE RRE 36
@";TRE 17;“"DEGREES IN A";TRB 17:
: "COMPLETE CIRCLE";TRB 17; " INPUT
—_— AN ANGLE";TAB 17;"AND I WILL DRA
= WY TAB 170 "IT FOR You"
= 242020 5kp 10,20
= -
— 246 NEXT M
=i 2S@ INPUT AS
S 251 COSUB 3100
252 IF NO=1 THEN GOTO 250
283 LET AD=VAL AS$
255 FOR M=5 TO 1@
256 PRINT AT M,17;"
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NEXT ™
PR;NT AT 15,3, RAD;" DEGREES

GO0SUE 20908
IF ADR:@ AND AR <{9®@ THEM PRIN
19,1, "THIS IS AN RCUTE ANGL

IF _ADP=9® THEWN PRINT AT 13,1
IS IS A RIGHT ANGLE
IF RD:S90 AND AD<1l8@& THEN pﬁ
AT 19,1;"THIS IS AN OBTUSE R
IF AD=13@ THEN PFINT AT 13,
HIS IS A _STRAIGHT LIN

IF RD>13@ RND AD<35@ THEN P
AT 19,1;"THIS I3 A REFLEX H

PRINT AT 28,2;"D0 ¥OuU WANT
HER 50 7 ¥ /N"

LET SC=5C+1 =

IF INREY&="Y" THEN E0TD 238
IF INKEY $="N" THEN GOTOD 1@
S0TD 348
REH GAME
GLS
PRINT AT ;21 "GAME 2"
PRINT AT y17: "I AM GOING T
RE 17, "ORAL HN ANGLE" ; TRE 17
D I WANT YOU";TRB 17, "TO GUE
HT? T?B 1?2;" 'MANY DEGREES IT"
LET AD=INT (RND:350)

EOSUE 20909

FOR M=5 TO 18

PRINT AT ™M,17;"

NEXT M i
PRINT AT S,19; "YOUR GUESS I

INPUT ﬂ$

na

onna

LET AG=UAL A%

PRINT AT 7,19;RG;" DESREES"
LET RC=ABS (RG-RALI by
FRINT AT 1@,19; "THE CORRECT
B_19; "ANSWER IZ";TRE 23;RAD
IF AC<¢=1® THEN PRINT AT 1%
WELL DONE-VERY CLOSE"

IF AC:>1® AND AC<¢=2@ THEN FR
RT 15,17 "NOT A BRALC _GUESS

IF AC<=2@ THEN 30TO 53@
PRINT AT 1?,9,“YDUR ZUESS I

T _CLOSE EMOUGH"
PRINT "WATCZH THE CIAGRAM AN

E UHERE"

PRINT "%OU WENT WROMNE"

FOR I=@ TO 18

PLOT I,26

MEXT I

FOR I=11 T 41

PLOT 16,1

NEXT T

PRINT AT @,8;"9@" ;AT §,8;"1

=i T 9,15; "36@" ;AT

22

; 'DO YOU WBNT

THEN GOTO 425
N GOTO 18

2
R 30 7 ¥»r
=t E
OMPRSS POINTS

_|
T
m
=
1
H
I~
=
=

“EAY WHATT

3 y M
S 1BV EYGAT 16,65
LET J=@
F05UB 75D
E0ToD 71@
OIM DS (15 ,8)
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C$(1)="E Q2@.@"
05L2;="Eu5922.5"
0% (3) ="NE @Q45.08"
D4l ="NNERE7.S"
DH(5)="N 99@.@"
, D& (6] ="NNW112.5"
D7) ="NU 135.0"
; D% (S) ="UNWIS?.5"
S48 LET Dgtﬁl):“u 1830.8"
S50 LET D§(1d) ="USLi2@2.5"
86@ LET D%(11)="S1 225.2"
870 LET D%il12) ="SSL247.5"
y 880 LET D$(13)="S 270.@"
/ S9@ LET D4$(ldl ="SSE292.5"
2@ LET D%(15)="SE 315.@"
21@ LET D& i(l8l ="ESES37.5"
2290 LET MN=INT (RHND#164+1]
925 IF N+J:18 THEMN LET J=J-18
nga LET A=VAL D%(M,4 TO ) $2%pI~
2949 FOR R=1 TO 14
25@ PLOT R:xCOS A+16,R:*SIN RA+26
960 MEXT R
9565 DIM A%i3)
370 INPUT A%
272 IF A%tl)="H" THEN PRIMT AT
15,5; "THE CORRECT BERRIMG IS
o " DEIN+J, 1 TO 3)
374 IF ASL11I="H" THEN S0TO 1220
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230 IFBH$=DEEN+J,1 TO 38y THEN G

oTO 191

939 PRINT AT _18,12; "NO-THAT * N
0T _RIGHT TRY AZARIN OR PRESS “"H"
" FOR, HELP"

1288 E0TOD 970

1210 PRINT AT 18,7;"WELL DONE-TH

EREEﬁRING 1S ’
1220 PRINT AT 28,2;"D0 YOu UJANT
ANOTHER GO 2 ¥ /N

1838 IF INKEY§="Y" THEN RETURN
124@ IF INKEY&="N" THEN GOTO 10
1258 GOTO 1930

120@ REM GAME 4-HARDER BEARINGS
1295 RAMND

1218 CLS

1228 PRINT AT 2.,21; "GHAHME 4"

1239 PRINT AT 4,17:"I WANT vOU T
07 ;TRE 17;"SAY WHRAT THE";TAB 17;
'BEARING IS, TRE_17;"BUT THIZ TI
ME";TAB 17;" "“,;TAB 17:"BE CAREF
UL":TRE 17:"WHERE MNORTH IS.

134@ LET I=INT (RND34+1)

198@ IF I=1 THEN LET J=0

126@ IF I=3 THEN LET J=4

1278 IF I=3 THEN LET J=8

1282 IF I=4 THEN LET J=1g

129@ IF I=1 THEN PRINT AT @,5;"N
l?@@ IF I=2 THEN PRINT AT 3,185
131@ IF I=3 THEN PRINT AT 18,3:;

13208 IF I=4 THEN PRINT AT 3,@;"N

133@ GOSUE 758

1342 E0TO 121@

298 LET ﬁ A x*2+*PI 368
2018 FOR B=16 TO 31
2020 PLDT 5,26

2938 MEXT B

2040 FOR R=1 TO 15

205Q PLOT R*COS A+16,R#5IN A+28

2080 MEXT R

207@ RETURM

2108 FOR R=1 TO 15

2110 UNPLOT R:xCO0S AR+16,R%3IN A+2

=]

2129 NEXT R

2130 RETURHN

3020 CLS

S@@s _PRINT AT &.5; "1 01 1 ™ 1|

aai Pn INT TRE S:"01 0 1%0 10 |

3229 F‘RINT TRE ;" 1A 1 11
Fq

F.-]

232 PRINT TRBE S:"1 10 B bl b=

Soae ETNT AT 15,6; "COMPILED BY
I. THOM";TRAB 14;" “:TAB 14;"19

S

Q5@ FOR I=1 TO 12@
PE@ NMEXT I

@7 0TO 2

198 PRINT AT 13,8;"

S FOR _N=1 TO 3

B IF ZODE A% (M) ¢»@ AMC COCE A
1¢28 OR CODE A$(N] 37 THEN G0
314@

@ MEXT N

S LET HNO=@

5@ RETURN

@ PRINT AT 13,4;"PLERSE TYPE
MEERS ONLY EETUEEN 1

CPPPHBHPH
LN Zem

GlEs,

4235 PRINT AT 15,S;"TO RESTART P
4@1@ PRINT AT 1@,11; "END 0OF GSAME
4920 STOP

EQR@ SAVE “ANGLER"
E@1@ =0TO 2008
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At last... A joystick that works!

Cambridge Computing bring you the first programmable joystick -

ata price you can afford.

Interface

@ Easy lo program
@ 1kon board memory
® Own rear edge connector — for printers etc

@ Compatible with all standard
Joyslicks

Telephone us now for your nearest stockist!

£34%

JOYSTICK, INTERFACE
AND TAPE COMPLETE

Joystick
@ Self centring
@ B Directional microswitched action

#{ CAMBRIDGE COMPUTING

1 Ditton Walk, Cambridge CB5 8QZ Telep

Tape

@ Easy to use program enables the inierface
to work on ALL soltware

® Keeps a record of all your gan.es — soyou
only need to tell it about each game once!

@ 2 independentfire buttons NOW MICRODRIVE COMPATAELE
Please sand me: For Spectrum SP6
I Joystiek, Interface & Tape at £3d.QﬂP | enclose chegue/postal arder for £,......., I
| Interface and Tape av£27.90 ... | made payable to I
I Joystick only at £7.90 || Cambridge Compating Limited I
TR TN ol Uk o s e wimim R b s AN AR e ey e e
hone 0223-214451 I )
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Siversions of this ndispensable unit complete your
computer All have SAVE/LOAD and ON/OFF switching
anda housing for the ransformer. Compatite with
interface one. ldeal for use with cased keyboards

Ref BP1 - Fully vanable sound amp - 3 x 13 amp sockeis
swilch and neon indicalor — cable and pleg £27.50
Ret. BP2 - as BP1 but no sockets, cable and plugs. Has
room 1o fix your own Duraplug’ sockets £19.50
Ral. BP3 - as BP1 but no sound £21.50
Ret. BP4 — as BP1 but no sound or sockels £13.05
Rel. BPS — ZX81 version inc. sockets, mains switch
neon. cable and plug £20.85
Fel. BPE as BPS but no cable or sockets £12.85

MICROSTATION

17 square tray for above plus computer and lape
Hel MS £7.50

WOBBLE STOPPER
G ZXE RAM-BIck WABELE

Flat: Ref SW £5.25. Tiled: Ret STW £6.25
Extra long for prnter — Flat: Rel LW £5.75 Tied: Red LTW £6.75

Complete your

computer

jt ¢ KELWOOD SOUND

gzﬂée?f""”? POWER BASE

has all the ‘basic bits’ that
é ¢ Sinclair left off. o

@ Fully adjustable sound amplification

® LOAD/SAVE switch @ Angled stand

a?rm&:mpﬁ.,_! ON-OFF re- set switch
AR e = =

iy ¢

s

take up an

space @ All wires

included @ Saves wear ang
tear on Cﬂﬂu"l't‘[‘i'ft]ﬂ“ ® Gives uur

ey
al‘i saund r-n pn,.- gram and o

need baiter Doas not i Frfere " hm*‘ )
Spectrum or other add-ons @ No soldering
requined, _mpuyp.fm;rs in REF SPBIE19.90

Standard Power Base without sound

SPECTRUM REF PBSI£13.50 ZX81 REF PBZXI£13

COOL-IT UNIT /.

Takes the heal out (™

of your computer. - P~
Lels your Spectrumor
ZXB1 run much cooler, | ™
Separata Cool-it Unit 3 !
ZXB1 Relt ZXC £11.65 Spectrum Ref SC£11 BS
Cool-it units built info ofher Kelwood add-is

Power Base (Spectrum) Ref PBSIC £18 55 8Power
Base (ZX81)Ref PBZXIC £19 35 Sound Power Base
{Spectrum only) Ref SPBIC £25 00 @ Back Pack 1 Ref
BP1C £32 55@Back Pack 2 Rel BP2C £24 55 Back
Pack 3 Ref BP3C £26 55 @ Back Pack 4 Rel BP4AC
£18 60 @ Back Pack 5Rel BP5C £26 S0 Back Pack &
Relf BPSC £18.%0 ® Wearsaver [Specirum) Ref WSSC
£16.00 @ Wearsaver (£X81) Ref WSZXC £15 80

ugs aﬂd
\E/LOAD |
su-np"‘a‘ plugs
b 9_9.75

™

MName. CREDIT CARD CHLIANTITY REF AMOUNT
i HOTLINE TEL:
(0709) 63242
i —- 2 i nder £10 plus 60p P&P TOTAL
E—— Access Sam:=1pm phebl gvsf;‘ 10 p.np.as QSp'?U‘&P ENCLOSED
_BarclaycardMNo —— All prices include VAT W W 2 Wsl§r Slc-:io
KELWOOD COMFUTING Downs Row, Moorgate, Rotherham B@ALCAEEE——_ STOCK
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Soff were ncﬁ

CcO NQU EST » tactical game which even veteran

players will find both challenging and rewarding,
Mediterranean Europe is divided into grid squares. Your
aim, as Emperor, is to gain 100 squares of territory as quickly as
possible —at the same time dealing with Barbarian counter-
attacks, plagues, civil war and rival Emperors.
5 levels of skill, plus a continuous ‘Conquest’ game where
all the difficulty levels are thrown in together.

3D BAT ATTACK Anal action, 3 dimensional

maze game where you gather up blocks of gold, at the same
time prtting your wits apdln'-:t vicious vampire bats whose
only purpose in life is to locate, hunt and kill you.

4 levels of skill. At each level the game gets faster and
more complicated, and the vamipires more dangerous.

SOH‘ were no@ﬂj

AFTERTHESE,
THE REST IS KIDS STUFF

Are you ready for CheetahSoft?
There’s only one way to find out.

But be warned: these vampire bats know
a good meal when they see one. And our
friend with the

scythe has had years

of experience. ..

So don’t play unless you're ready
to play the game for real. Because you'll
find there’s one sure thing about
CheetahSoft: Soft we're not.

£6.95 atall

good stores.




\Were sorry you've had to wait so long for our ﬁrst new £
release of 1984 but your patience will be well rewarded.
amﬂton author of ‘The Pyramid’ and

(Ziggy ish ] &
Beaky belongs to,
the family of _* g
Andromedan Armed
Condors, the rare

goggled variety.

The numbers of his species

o are dwindling fast because of their s
2 ramerfoollsh choice of breeding G

~ground, on the planet of Crackit. . SR

nis unfortunately happens to |

be the home of a particula

evil band of creaﬁ.:res (gle

collectively as the

Eggsnatchers. T3

malicious inte

is to exti




