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Unless you order

— our experts tell you what to watch for
and what to avoid

Latest software reviews

The Huen'est letters page around

Software charts — see what's selling best for vour computer

‘ U.S. Scene — our man in California brings you regular reports \

Spot the bargains on our Classified pages

Free supplements on things you need to know

Free-to-enter competitions.
Our readers have won prizes worth tens of thousands of pounds

You can't afford to be without Home Computing Weekly. And all you have to do
to make sure you get your copy is to fill in the form below and hand it to your

newsagent.

Dear newsagent D n S a Ie

Please deliver/resarve for me a copy of Home Computing Weekly every week

e T B A

every
tuesday

Newsagent trade distribution of Home Computing Weekly is by Argus Press Sales and Distribution, ,
12-14 Paul Street, London EC2A 4.JS. Phone: 01-247 8233 0" y
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_ July 31-August 6, 1984

Free with

Home

Computing
Weekly

Welcome to the fifth issue of ZX
User. This is your bonus extra for all
Spectrum owner — an additional
16-page supplement devoted
entirely to the Spectrum.

User

featuring a miserly vicar whose lust
for gold takes him in search of gold
bars.

There's also a space game in
which you face force fields,

Editor
Paul Liptrot

Assistant Editor

Liz Graham We're interested in your points  asteroids and aliens and a listing for
Design of view. Send your comments and both ZX81 and Spectrum to help you
MM Design observations to us — and don't get your maths in shape.

forget your listings and tips.
This week you'll find a game

We hope you enjoy this week's

Managing Editor issue. Happy reading!

Ron Harris

Group Editor
Elspeth Joiner

Advertisemment Manager
Paul Stanyer

Divisional Advertisement

Manager
Coleen Pimm

Chief Executive
Jim Connell

Argus Specialist

You can get into print

WE WELCOME programs and
articles from our readers. If you
feel that your work meets our
standards, please submit it to

us for consideration for
publication.
Programs must always be

sent on cassette. Listings are
helpful, but not necessary.
Check carefully that they are
bug-free. Include full details of
what your program does, how

used and hints on conversion.
See the programs in this issue
for guidance on what your
paperwork should include.

Articles on using the
Spectrum and the ZX81 should
be no longer than 2,000 words.
Those most likely to be
published will help our readers
make better use of their
computers by giving useful
advice, possibly with
programming examples, tables
and so on. Short hints are also

All submissions will be
acknowledged and the copy-
right in such works which will
pass to Argus Specialist
Publications Ltd will be paid
for at competitive rates.

Keep a copy of your work
and include and SAE. Label
everything clearly and give a
daytime and home phone
number if you can. All work for
consideration should be sent
to:

Paul Liptrot, ZX User, No. 1
Golden Square, London W1R

Publications Ltd, 3AB
No.1 Golden Square,
London W1R 3AB

01-437 0626

it works, variables you have welcome.

Spectrum program ..........ccueeeeennennnnn:p@ge four
Track down the golden nuggets with the miserly man of God

ZX User is published fortnightly with
Home Computing Weakly.
Subscriptions and back issues: Infonet
Ltd, 10-13 Times House, 179 Marlowes,
Hemel Hempstead, Herts HP1 1B88.
0442 48432, Trade distribution: Argus
Prass Sales and Distribution Lid, 12-14
Paul Street, London EC2A 4.J5. 01-247
8233. Printed by Alabaster Passmore &
Sons Litd, of London and Maidstone,
Kent. Design and origination: MM
Design, Circus House, 26 Little Portland
Street, London W1N BAF

48K Spectrum program.....................page eight

Journey through Hyperspace, searching out new civilisation

ZX81 and Spectrum program...............page ten

Use your computer to polish up your maths

The contents of this publication,
including all articles, plans, drawings
and programs and all copyright and
other intellectual property rights tharein
belang to Argus Specialist Publications
Ltd. All rights conferred by the Law of
Copyright and other intellectual
property rights and by virtue of
international copyright conventions are
specifically reserved to Argus Specialist
Publications Ltd and any reproduction
requires the prior written consent of the
company.

Spectrum software review ........page thirteen
Take your chance and have a gamble on these games

"Spectrum program.......................page fourteen
| Echo your computer's thoughts in this brainteasing game

© Argus Specialist Publications Ltd 198 ¢ ;
T e At Spectrum software reviews ........page sixteen
Rave reviews greet this cluster of solid gold releases
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Here's a novel game for you. In
this game you are George the
vicar. Your mission is to collect
five gold bars (the love of
money is the root of all evil,
George, so bewarel) from any
one of 30 rooms.

Your behaviour is obviously
not being condoned by the
Almighty, as you have 10
different hostile beings to cope
with. Each appears three
times, so you should really
learn your lesson and go back
to tending your flock.

If the aliens trap you three
times, the game is over and a
rendition of Chitty Chitty Bang
Bang (how appropriate?) is
played while you decide
whether you want to take up
the challenge again.

If you complete your task,
a congratulatory message
appears on screen accompan-
ied by machine code sound.
You will also hear machine
code sound when you pass
= away and move on to pastures
s new, and when you find an
object.

The routine in the program is
not used to its full extent and
some great sound effects can
be found by POKEing the two
values shown in the program.

This game runs on both the
16 and 4BK Spectrum. To help
you find your way through the
listing there are numerous
REM statements describing
the function of each routine,
The listing will only run on the
16K Spectrum if all REM lines
are omitted.

On screen you will see the
outline of a room with doors,
which are the exits. You will
also see a randomly moving
alien, your character and
possibly a gold bar. Pick up

i
]

“i“l!htl. -
m, F amead

—

“ kK
i
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the gold bars by walking into
them.

These are your controls: Q
up, A down, O left, P right.

Well, Vicar, you're straying
from the straight and narrow,
and you know it will only lead
to destruction — but good

luck, anyway!
Variables
a$() data for exits from each
room
room which room you are in data, restore line data
(1 to 30) 9200-9290 initialise, call other

wvi) tell computer which rooms routines, set locations of

should have a gold bar in collected, delete from array bars
them vi) 9300-9340 updata lives
, x,y co-ordinates of character How it works 1000-1200 construct room 9400-9450 routine after dying
a,b co-ordinates of enemy 20-590 movement of man and 8000-8226 data for various  9500-9540 machine code sound
) number of data line for each alien routines aliens routine
alien _ 600-620 sounds at death 9000-9050 define UDGs 9600-9640 routine when game
al), cl) musical notes 700-730 when a bar has been  9100-9190 maze data, tune is complete

@>REM Program by Sanders and Charnockl1984

2 REM lines 2@ to 390 are character movement routines
S 60 SUEB 2200

1S PRINT INK ink;AT a,bz"T1TiI®

20 PRINT INK 7: BRIGHT 1:;AT x,y;" I":;AT x+1,y;"- "
29 LET z#$=INKEY#%
28 IF z&="" THEN GO TO S@@

30 IF =z#="0" THEN 60 TD 2004
48 IF z#="A" THEN GO TO 258
S8 IF z#="G" THEN GO TO 30@
60 IF =zs="P" THEN GO TO 35@
70 50 TC 20
2000 IF ATTR (x,y—1)}=7 AND ATTR (x+1,y-1)=7 THEN LET y=y—-1: G0 SUBR 408@: GO TO o
aa
21@ IF y=3 THEN LET x=1@: LET y=28: LET room=room-—1: BEEF .01,@8: GO SUB 100@:
LET k=1: GO TO S0
212 IF ATTR (x,y-1)=ink OR ATTR (x+1,y—-1)=ink THEN GO S5UB &00: CLS : GO TO 93
ulu]
215 IF ATTR (x,y—1)=6 OR ATTR (x+1,y—1)=6 THEN LET obj=obj+1i: GO SUE 7@8@: LET
v=y—1: GO SUB 40B@: GO TO S500
220 G0 TO SO0
25@ IF ATTR (2+2,y)=7 THEN LET x=x+1: G0 SUB 428: GO TO 500
260 IF %=18 THEN LET x=2: LET y=15: LET room=room+&: BEEF .01,@2: GO SUB 1000:
LET k=1: GO TO 580
262 IF ATTR (x+2,v)=ink THEN GO SUB &B@: CLS : GO TO 9300
265 IF ATTR (x+2,y)=4 THEN LET obi=obij+l: GO SUB 7@0@: LET x=x+l1: G0 SUEB 420: 5
0O TO S00
280 GO TO S0@
IP@ IF ATTR (x—1,y)=7 THEN LET x=x-1: GO SUB 442: GO 7O 58B@
31@ IF x=2 THEN LET x=18: LET y=15S: LET room=room—&: BEEF .01,8: GO SUBE 1000:
LET k=1: GO TO 580
312 IF ATTR (x—1,y)=ink THEN GO SUB &88: CLS :
315 IF ATTR (x—-1,y¥)=& THEN LET obji=obj+l: LET ¥
0O TO S@e
40 GO TO SeE@
IS0 IF ATTR (x,y+1)=7 AND ATTR (x+1,y+1)=7 THEN LET y=y+1: GO 5UB 460: GO TO S
BE
3460 IF y=28 THEN LET %x=1@: LET y=3: LET room=rcom+1: BEEF .01,0: GO SUB 1200:
LET k=1: GO TO 500
362 IF ATTR (x,y+1)=ink OR ATTR (x+1,y+1)=ink THEN GO SUB &68@: CLS : GU TO 930
@A
365 IF ATTR (x,y+1)=6 OR ATTR (x+1,y+1)=6 THEN LET abj=obij+1: LET yv=y+1: GO SU
B 70@: GO SUB 44@: GO TO S@B
290 GO TO S00
400 REM delete man routines
4@5 PRINT INK 7: BRIGHT 1:AT x,y:"I":; INK 7: BRIGHT @:;AT x,y+iz" "3 INK 7/: BR
I
GHT 13AT x+1,y;"<"3; INK 7; BRIGHT @;AT x+1,y+13" ": GO TO =08
41@ RETURN

T+ 1 -
I 9320

-1: GO SuUBs 70@: GO SUB 448: G

i
< [
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428 FRINT INK 7:; BRIGHT @:AT x—1,y:;" “: INK 7: BRIGHT 1:AT ®,y:""":AT x+1,y:"
“= BRIGHT B
450 RETURN

440 PRINT INK 7; BRIGHT B;AT x+2,y:" ": INK 7; BRIGHT 1;AT 2+1,vi®. J":AT x,y:"
1 BRIGHT O

450 RETURN

I#ﬁﬁ FRINF INK 7; BRIGHT B;AT x,y=-13;" "3 INK 7; BRIGHT 1:;AT x,y:"I": INK 7; BR
GHT @:;AT x+1,y—1;" "3 INK 7; BRIGHT 1:AT x+1,v:".i": BRIGHT @

470 RETURN

o@@ REM alien movement

o@S LET ti=ti+1

210 FOR r=1 TO 2

020 LET wv=INT (RND#*4)+1

922 IF v=1 AND ATTR (a-1,b)=7 AND ATTR (a-1,b+1)=7 THEN LET a=a-1: PRINT INK
73AT a+1,b;" "3 INK inksAT a,b;"7Tii": NEXT r

225 IF v=1 AND ATTR (a—-1,b)=71 DR ATTR (a—-1,b+1)=71 THEN GO SUB &B@: CLS
TO 9300

233 IF v=2 AND ATTR (a+1,b}=7 AND ATTR (a+1.b+1)=7 THEN LET a=a+1: PRINT INK
23T a—1l.b3" "3 INK ink;AT a,b:"TL'": NEXT r

933 IF v=2 AND ATTR (a+1,h)=71 OR ATTR (a+1.,b+1)=71 THEN GO SUB &@@: CLS : 50
10 9300

G)
i

944 IF v=3 AND ATTR (a,b+2)=7 THEN LET b=b+1: PRINT INK 7;AT a,b—1:" "+ INK
ink;AT a,b:s"TLi": NEXT r

245 IF v=3 AND ATTR (a,b+2)=71 THEN GO SUR A@D: CLS : GO TO 2300

552 IF v=4 AND ATTR (a,b-1)=7 THEN LET b=b-1: PRINT INK 7;AT a,b+1:" *e INK
ink; AT a,b3"TLiI": NEXT r

555 IF v=4 AND ATTR (a,b-1)=71 THEN B0 SUR &02: CLS : GO TD 930@

S57@ NEXT r

S8@ IF k=1 THEN LET k=0: GD TO 20

S90 G50 TO 25

L0 REM death sound

610 POKE 4250@01,1: FOKE 42504,25: FOR t=1 TO 4&: RANDOMIZE LUSE 42500: NEXT ¢t
420 RETURN

/B0 REM check

718 FOR e=1 TO S5: IF vi(el=room THEN LET vie)=0

720 MNEXT e

725 POKE 42501,5@0: POKE 42504,125: POKE 42507 .,.40: RANDOMIZE USR 42580

727 IF ocbij=5 THEN GO TO 9400
730 RETURN
100@ REM draw room

1025 BORDER B: FAPER @: INK 7: Ci
1086 INK 4
1810 PLOT 15,169: DRAW 2,—-142: DRAW 226,0: DRAW B,146Z: DRAW -226,@
1920 PLOT 15,14%9: DRAW 26,-24: DRAW O,—-111: DRAW 174.0: DRAW P.111: DRAW -174.0
1030 PLOT 41,33: DRAW -26.-24

194@ PLOT 215,33: DRAW 24,--24

1250 PLOT 215,143: DRAW 256,26
1060 INK 7

1280 FOR s=1 TO 4

s
Ul

1893 17 af$(rpom,s)="1" THEN PRINT INK 4; PAPER @;AT 1,14:;"E=SEF"sAT 2,14; """
AT
24,173 " S ;AT 3,14;"=";AT 3,173 " ": PLOT OVER 1:;1280.43: DRAW ODVER 1:15.0
1100 IF a#(roam,s)="2" THEN PRINT INK 4; PAPER @;AT 2.27;"EEBFY:AT 10,29z "(:";
AT
11,293 "C ;AT 12,27: "% PLOT OVER 1:215,95: DRAW OVER 1:0,-15
111@ IF a#(room,s)="3" THEN PRINT INK 4; PAFER B:;AT 18,14;"~":AT 18,17:" ":AT
19,141 ;AT 19,17:":":AT 20,14:"Hi-[>=": PLOT OVER 1:135.32: DRAW OVER { B St
i
1128 IF a%*(room,s)="4" THEN PRINT INkK 4:; PAPER B:AT 2,2:"Ef=":AT 1P,2:"+ ":AT
1
1,23 "2%3AT 12, 2:"H " PLOT OVER 1:41,80: DRAW OVER 1:0,15

1130 NEXT s

1140 RESTORE r (room)

115@ FOR e=USR "t" TO USR "u"+7: READ a: POKE =,a: NEXT e

1168 LET ink=INT (RND#*5)+1

1178 1IF ink=4 THEN GO TO 1160

11880 FOR e=1 TO S: IF wviel=room THEN PRINT INK &:AT 14.14:"n "
1185 LET a=10: LET b=20

1190 NEXT e

1Z28@ RETURN
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e SPECTRUM PROGRAM
S3A9@ DATA ﬂ,m.m,14,b3.1:3,:qz,iza.m,m.m,&.141,:55.245,@

8B25 DATA 112.1;?.13?,??*4?.31.15+?53.135*238.252T252,24B,245.224

8050 DATA 15,1&,3?.&?,?2.3?,15.151?43,8,ilh.SE,Equﬁ.E‘Eﬂﬂ

B@A7s DATA @,127,128,190 fB?.ﬁﬁth.Ti.E.I,ISB*IEE.Eﬁ.Eﬁﬁ‘Eﬁﬂ,E 2

8100 DATA 3.715,15.15,15,7,3,192,224,24R0,240,240, 248,224,172

A1:5 DATA 11,!E-ﬂ.?.IE?TEI?,128.@.31&.4Hi32-224,214.155+1,E

H1S52 DATA ?‘?.24?,IH?*EJ?,?E5,H4?.EE,?5F.255,255+255f255,255,255,134

g175 DalAa @,7255,.0.255,6,255,0,255,255,0,255,@,255,0,255,0

B2y DATA B,W,E,IE,EHE‘15.E.ﬂ.@.ﬂ.1,22?,255,22?.1,B

g22s DATA 7,14,12,19,31,37,73,219,224,96,32,224,248, 164,146,217

000 REM define graphics

P10 RESTORE <@z@: FOR g=USR "a" TO USR "k"+7: READ a: FOEE g,a: NEXT g

AZ20 DATA 4?,33ﬁ51HEE.4?,3¢,51,3:,@,@,255,65,85*551IT*ESE.132,155.132.244i132.18
8,132,244.255,136,17@,170,34,255,0,2,2,0,7,8,19.36,41,42,0,8,240,8,200,356,148,84
,84,148,36,200,16,224.0,0,42,41,36.19,8,7,0,0

@30 DATA cmTzﬁﬁ,&&,hﬁ,bﬁfﬁﬂ,Eﬁﬁ.IBI‘lE?.IEE.1?5,237.1Eb*58,55,1?8

2@42 DATA ©,.0,8,255,255,255,129.255

[ 9050 RE TURN

' 1@ REM array ot maze

91@: REM a¥% denotes exits

921@72 REM r denotes subroutines

211@ DIM v(5): DIM a(34): DIM ci(34): DIM a$(30,4): DIM r (38}

91720 RESTORE 9130: FOR e=1 TO 30: READ af¥i{e): NEXT e

9130 DATA "23",”:34","4”1”23".“234”.“34"."13“,“12“;”2ﬂ4“.“134",“I”q“13”,"123",”4
”,"12“.”1234“,"ﬂ“.”13"."133“,“34”.“3“."13“.”3“.”13“,“1”.“12“.“14",“12“!“124".”14
9135 LET po=s=8000

914@ FOR e=1 TO 3@: LET r{e)=pos: LET pos=pos+25: IF pos=B2S0@ THEN LET nos=8R08
150 NEXT e

914@ RESTORE 5178: LET aa=.125: LET bb=.25: LET cc=.5: LET dd=5: LET ee=7: FOR e
=1 TO 34: READ afe),cte): NEXT e

¢17@ DATA cc,ee,.cc,.8e.sa,ee,.aa,=sg,aa,=e,aa.2e,bb,ee.bb,Z,3a.28,3a_88,23,888,348,82
T‘qug-bb|EE.htf;E"E'!hb.ij!.EC-d‘:i-!'-"-:1_?-.-':-':._dd..-:':'l;.":1[:1ia-ﬁ.ﬁ:j|ElEﬁ.dﬁiﬁ.ﬁ,ddg.bt-:'qﬂd\hhggiaaltd
d,aa,.dd,aa,dd,aa,dd,bb,dd,bb,2.bb,4.bb,dd,1 .ee

2192 RETURM

202 REM initialise

9205 GO SUB 9500

921@ PNKE 23658,8

7?20 GO SUR 9000

Q2= G SUR 100

743 LET ti=@: LET cbj=0: LET k=B: LET int=5: LET rnom=1&6: LET lives=3

| 9242 FDR e=1 TO S

OPAS I ET o (o)=INT (BMDEIMYLl: EOR =1 TO o-1: IF wiml=vi(s) THEN GO T3 92415

G247 NEXT =

2248 NEXT e

9250 G0 SUR 10092

9260 LET %=10: LET vw=10

92980 RETURN

23200 REM update lives

922Z1% LET lives=lives-1

9320 IF lives=8 THEN GCD TC 24020

@332 LET x=10: LET v=10: GO SUR 1004

g=Z4@ GO TO 20

24P@ REM new game

941@ CLS : PRINT AT 10,5;"Press 'S’ for a rew game"iAT 14,5;"You collected ":;obij
=" pghjects":;AT 146,5;"You lasted "sti;" time units”

942@ FOR e=1 TQ 34: BEEF afe),c(e): IF CODE INEEY#=B83 THEN RN

4ZX@ NEXT e

450 GO TO 94202

950@ REM mc sound

952@ RESTORE 953@: FOR g=42500 T0Q 42520: READ w: POEE g,w: NEXT Qg

953@ DATA ES,EE,B.I?,1E5,ﬂ1$,4ﬂ.229.213.1??,2@5,151.E,lQE,EE?q225,35?1&;244,251
2540 RETURN

9400 REM game completed

2604 CLS : PRINT AT 4,2:"Congratulations you have been":AT &.2; "saved ftrom an aw
ful fate by":AT B8.2:"collecting the five gold bars.":AT 18,2:"You took lt 5 Iy T
me units";AT 1&,10; "WELL DONE": PAUSE

- 2605 FRINT AT 12,.7:"Press any key"

! 26108 POKE 42501:,45: POKE 420504,5: FOKE 425687 . 120

9620 RANDDMIZE USR 42500

| Q630 IF INKEY$<>"" THEN GO TO 9400

! 9440 GO TO 94620
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Mission: to sea:_'c{r' out
new civilizations.

Hazards: force field walls
and asteroids.
Author: David Moore

i HER
Wit MOORE
2 CLEAR 4%9999: LET R#="7%; LET L&#==4~) LET Fe="0"; LET M#="%"; POKE 23458, 8
BRIGHT 1: DORDER @@ M 71 PAPER @1 CLE @ PRINT AT 18,.18; I ) PAPER 73 FLASH
1 "PFLEASE HAIT"y GO SUB 7088
12 REH YARIAIMLES
I3 DI BiZke LET HE=@p; LET S(3/=IDd8; LET S(2=7008: LET S¢i)=3088
I% LET Af=90@) LET BE=BE; LEY CC=A3X: LET E=l; DIM D{3b; DIM Vi3l DIM RE30: DIN
Fidle DIA NiJFl e LET Fillw®y LET FiZi=B8; LET FiIl}=83; LET A=8; LET P=i&: LET SC
=0 LEY LI=3J¢ LET WNe@j LET IAP=|S3
13 LET Rildl=%@ LET RieZ)=88:; LET RiZ)=03; LET Will=%@; LET Wi{2I=@l; LET W(3I)}=@
31t LET Fill=%@y LET FiZl=@lly LET FiJl=E3y 30 TO FSb@
I CLE ¢+ PRINT AT 18,11; Ise X PAPER 75 P4 L "PLEARE WATIT=; OO DUD SO8a
17 PRINT AT 1@,105" v
18 DIm ARISES): PRINT AT @.,8; [N 7y PAPER 8; VIR igas
1% PRINT AT 13,0184 " |
W FOR O=17 TO 21
30 FOR A=1 TO ¢ PRINT, AT O,AMD*2%) IME &3 "C=5 MNEET A&
S MEXT 0O
52 PRINT AT B,Bp INE Sj=p=; I8 TiAT .0~ PAUGE 18
55 REM START OF LDOFE
O IF NCIEB THEWN G0 TOD &S5
S0 IF INEYS=Fd TN GO SUB THDG
&8 T [NMEYE=RY THEN LET B=h+]
&1 IF B)=T9 THEN LET B=s29
&2 IF INCEYEsid Tl LET Bepl-i
63 [F =3 THEN LET B=2
il TF IMCEYS=pl THENM G0 SUR L8808
&% LET A=UmR 3208
bl PRINT AT @,1) IMe 5 "SCORE “pSCIAT B, 133 °LIvES S"ILIpAT 8,22 "LASERS =§ 1@
&% FOR A=] TO 2
T80 PRINT AT 21, RND=2%; IME &3°C"
71 NEXT A
TH LET N=N«2
B2 FRINT AT ZI;RND*Z%; BRIGHT 1§ DMK Sp=["
IF N3Z THEN PRINT AT &, 0= =gAT 7,B=13= =pAT 7,.0-03° =jAT &,B=1)= =jAT &,B
PFHRINT AT O, INK TS gAT T,Bp TR S 8"
i4@8 IF ATTR {(F,65i<>7Fi TN GO TO 2088
158 MEF B85, B
I&0 LET BRo=Bl+2
178 IF Nx=i@lh THEM PRINT AT 21 .RMDe9y MK Z¢=C=
18 IF SC=S000 OFf GC=) i THEN LET LIsL]+]
299 IFEC=]0g 0F SC=2008 THEM LET IAP=TEs)
his s
ET.
] 3 Bl (R L
d002 RESTORE 9778 FOR A=@ TOD 17
2003 M (RMNDESAT READ B8 PRINT AT 7.B;0#: READ O#; PRINT AT B, Bj0®: READ T
BEEF 1,7
ZP0S MEXT A
I08s Tha T
LBPT RESTDRE 977R
J018 RANDDOMITE USSR SobD0
IEFE LET LI=LI=i
2094 IF LIY@ THEW B0 TOD &8
213 HENDER B
2138 PRINT AT 18,113 FLASM L3 1M &; PAPER 1) "GAME DVER-; IMX 1; PAPER 4;AT 7,10
j ee—————YCAT iR, 1@ E " AT 18,28 " ITAT (I | S—
2135 FOR A=]1 TO 158: MEXT A
2148 IF SCHS(3) THENM B0 SUB Toog
J4Y@ LET LI=3: LET E=1:; LET JAP=1%) LET B=l&: LET M=@:; LET SC=a@
2380 REM INTRODUCT IDN LDOF
2581 CLS ¢ BO SUB TS15
I08T FREBTORE 6068
Z585 FOR A=0 TO &&
THll READ Kn READ Ly BEEF K.L
Loam NEXT A
ZE6B CLS ¢ FLOT @,175 DRAW 255,08 DRAW B,=175) DRAW -255,0: DRed 8,175
TR PRINT IRe AT T, %:°0 . HOOR E"pAT 5,133 IMK &3 "PRESENTS=; PAUSE 781 F
0% A=8 TD B: READ K: READ L: BMEEP EsLn MHEXT &
.i'_'llﬂl-l:ﬂll'gﬁT Toly 1IN 3 PACER B " . S BN . SR AT L0
w3117
- . 5
i AT 12,
|- = E B B EGAT 13, "0 "5 I H B
TR FRINT AT Qb 4p M 4" DI . B B -7 17,.4j S = W

. .
E EE W EAT 9,4

AGTRD T O vy ]

B EE EGAT 11,07 J I T .

< | H NN AT 17

CLE & FLOT B,175; DRSW 255,00 DRkl @,-175; DitAW =795 @0 Dl 8,173
268 PRINT AT 2,7; N Sp"a B TRO TON E=; OVER I AT Z2.,71"
2630 PRINT AT b,y IW 33°1 - INBTRUCTIONG=;AT B,9; I 438 - GTART DAME=;AT 18
By THE &; "R - RODEFIME EKEYS™
'-.-‘.'-!i“ l"‘:lé;:.rﬁ'r 18,35 TN 3 "EEYHE:-"jAT 14,485 R & L#p™ = LEFT AT 14,78 In LI,
= "y
LO38 FRINT AT l&.4) 1M 45F8)~ - FIRE®" AT 1&,.28; TN Aphidy = = HYPER®
24637 RESTORE e
Z4H2T3 FON A= TD &&
d6b@ READ Ky READ Li BEEF KL
2478 IF TMEEYS< == THEN GO TO
2500 MEXT A
=& GO TD 2580
ZThR JF INcEYS®==[= THEN B0 TO
2710 IF INEYF=~5= THEN D0 TD
2720 IF IHEEY#="R= THEW OO TO
TEBE B0 TO 2&E8
[ H ] FIRING
IF ITaPd=@ THEN RETLFN
IF GCH>I0E THEM DD SUD 40s
FOR D=9 TO 13: PRIMT AT D,by IM S3=g=
IF ATTR (D+i,D)=T8 THENM LET SC=50+38
IF ATTR (D+],0}=4F THEN LET SC=5C+290
IF ATTE (D&l Bi=dd THENM LET Lis=LI=3
iF Li<=@8 THEN OGO TD 2138
NEXT D
LET FaP=IpF=)
FOR Y=4 TO I& STEP 2
BEEP @.8125,¥
MEXT ¥
FORt D=% T0 135 PRINT AT DB~ =
HEXT D

4008 ER L

4005 LET S=AMDe2T: PRINT AT 21,8 INK & "FFFErFFFFEEFPFFFFFFFrrFrFrFErRERE|
FrEep DMK

3 PAPER BpAT 20,8 "H"gAT 21,B+2 "0 AT 21.B+1y IME 7y= =

AR1E BETUEM

Seea RER DRAE NG SPRCEGHIP

SBBS TNk By PLOT 135,147 DRAW &4, =26.-8, 11 DR 5,=1&,-0.7: DRAW 53,-17,-8.21 D

Rl @, =-1%,=2, 31 DRAW =33,80 DRAW 13,-9,-0. 11 DRAW -32,0,-8.5; DRad 13,7 D 7,
B RN 57 8
SOID DRAW -0, 16,04 DRAN -11,2,8.51 PLOT 175,143 DRAW —&4,8; PLOT I79,1271 DRA

LOST

Take a journey through
hyperspace and search out new
civilisations who will sustain
you, in this game for the 48K
Spectrum.

Your mothship has suffered
damaging attacks from hostile
forces. You have been
dispatched on a mission 1o a
distant planet many light years
away.

En route, you meet many
hazards which could foil your  8500.8580 redefines keys
impede your progress: shoot set
them down and you'll gain
extra points. Yellow asteroids
also pose a danger if you
can destroy them, bonus points
will be yours.

But that's child's play in
comparison with force field
walls which will block your
path, and red asterowds. If you
hit the red asteroids with your
lasers, you lose a life.

As you qo, you can pick up
extra lives and lasers. Take
your courage with you on your
venture through darkest space
— you'll need it!

How it works
2-15 set up variables
55-300 main loop
2000-2490 explosion routine
2500-2800 introduction screens
3000-3090 firing routine
4000-4010 set up force field

walls

5000-5040 draw mothership
6000-6010 hyperspace routine
7000-7690 hall of fame
8000-8080 instructions

M o-40,0 PLOT 174,131 DRAM -3,10,0.%: DA -24,8: DRAM &,-18; DRGW 23,8: PLOT |
A0, 041 DRAM S5, =101 DA 14,05 DFAW 0,100 DR 7.8
SETE PLOT 131,169 DRAM —44,-25.0. 05 DRAN -35.=14,0.7) DA =53, -12,0.2: DRsk B,-
l*iirﬁl DfAM 33,80 DRAM ~13,~%,0, I DA 32,0,0,5) DRAW -13,% DRAW -7,8: DR&W 3
oy
Dt B, 1, ~8, 4 Dokl 34,3, -8.5: PLOT 87,143 DRl 44, 8: PLOT B3,127) DeAl &0
81 PLOT BT, 130 DRaE 5,10,-0.%1 DRtk 24,8) DRAN -&,-187 DihW =-T3,80 PLOT 172,14
ir Dl =5,=181 DRaW 54,8 DRAN @, I8 DRl -9,
SB40 1M 71 RETURN

RE™ HYPERESE DL

PFRINT AT 7,Bp" =pAT B8,B3* *: LET B=RsDeI®; PRINT § I8 SgAT 7,0 0= AT 0,0

o e -
R TN
HEM MALL OF FAME
PFRAUSE 99
CLE : PRIMT AT 1 ,.0; Ise 75"W E L L DO M E“zAT §,.0; OVER i~

PHIMT AT 5,85 IM< 5 =YOU HAVE ACHIEVED ODME OF TODAYS MIGHEST SCORES.
SELECT YOUR INITIALS WITH THECONTRO

L KEYS AND PRESS FIRE TD ENTER.®

T4l LET F=&5

TESE PRINT AT IS, (1 ei2elb by THE &) CHRE F
TEIS FOR A=1 TO 1@s NEXT A




IN SPACE

9460-9630 data for UDGs H$ hyperspace
HS high score
S score

S(1) third highest score

BECORE S%; DVER I]AT 1,3;°

ToOel PRINT AT 1,3; Ik Tp"H 1 G HE & T

9700-9750 data for white noise
9760-9770 data for explosion
9800-9810 data for tune

FOBE TN Ty FLOT @,y

B3y Ime 2y OVER 13 °
Fhl@ RETURN
o@aa HEH

DRAW 55,81 Dise @, 175 DRl -T50,8 DR 8,-173: PRINT AT

INSTRUCT IONS

- L
e e

e

F o Rt

e

|r:\:\:-|h

M)

S{2) second highest score

Variables Si3) first score

B x position of space ship
R$ move spaceship night
LS move spaceship left

F$ fire

y -
SN R e I".l-‘="-‘:‘—'.

LD [F IWCEY#=RE THEM LET FeF+]
TRTE IF ImEvdsis THEN LET FefF=j
IF Fi{&S THEN LET F=98
IF F¥Fl THEN LET F=43
TI18E IF IsaEYesFe AND E=] THEN

TilS FOR A=1 TO 1@: MNEXT &

TIBT PRINT AT IS, (11l=d{2«E)ly [N
7ii@ IF IWEYd#=Fi A&ND E=2 THEMN

T1i3 FDR A=] TO iB: NEIT A

7117 PRINT AT 1S, (11=i2=Ebd; TN &) CHEE F

TidB IF INCEvE=FE AND E=3 THEM LET CC=Fs LET E=E+ix LET FeiSy BILDP
TaI@

TS8R GO TO TeSe

THID PAUSE 189 LET S(3)=8C

7913 FITLRN

TS LET Rl i=flg LEY RiZi=Bh: LET RiI)=CC

TEZR IP Si31 812 THEM LET =530 LET Si2)=8cC3); LET S(3)=by LET Drii=Ri10r
LET D
tiy=Dfibs LET MIdI=DiZis LET NIZIi=DI3

THI@ IF SiZ) 8050 THEM LET IT=Scidr LET SCi)=S{2)y LET S(31=fTs LET Wilh=pMiile

LET wiFi=mMiFis LET ViSieMiZia LET Mili=Fiiis LET MIZiwFiZiz: LET MiXZi=Fi3i: LET F
tid=iide LET FIZeWiZhs LET Fi3i=Wi3)

THAR CLE ¢ PRINT AT S.7; Isel ;8013 gAT S, 145" ... =“gCHAR Fillp™ =jCHRE Filig™ "1
CHRE FIZIgAT 7,7 TMel & SQT3gAT Tul4 i saa. “gCHRS MI1)g~ “jCHRE MCOZI (= = CHAS MI
TIgAT T, 75 MK H;BIIIGAT 9, 143%.... "7DHRS Rillp® =pCHRE RI21 ;= “jCHRs RII)

LET Ad=F; LET E=E+li LET F=&3: BEEF .0 ,1J

&y CHRE F
LET Bb=F3 LEYT E=E+«i: LET Fe=i5: BEEF .0.12

1,12 GO TO

y=liFi e LET DiSi=f(Tig LET RI10)=MIl0: LET RI2I=MiZFs LET R{Id)=M{Iiy LET M

BBas CLS
BRIE PRINT AT §,11)"ABTRO TOME=; OVER I1gAT 1, 04g=___ =
BAZA PHINT AT 3,0 [N Sp=yDU ARE THE LAST BURVIVER OF THEROTHERSMIP AFTER AN AT
TALCK UPON IT. YOU FUST TRAVEL [N YOUREFADES]P TOWARDE THE PLAMET BAGE W
HERE YOU CAN FIND HELF TO DESTROY THE ENEMY.
DAZa PRINT AT 10,0; 1 4)"a10D AL AL DEWS,HISSILES,
. IF ¥OU  I&P A RED ASTERDID YOU WILL LOSE & LIFE.*"
BRAR PRINT AT 15,85 [N A =YDU HAVE: -

18 = LARERS

ASTERDI DG AMD WLE T

3 = LIFES

i
WEED; = SBBE POINTS - FOR AN EXTRA LIFE 1088 POINTE - FOR AN
EXTRA LASER®
BESE PRINT BB INK T PAPER 7§ FLADM 1;°
BR&E FDR A=4 TO Ty PRINT  OVER LgAT 3,113
Baal NEXT A
BBAT IF IWKEY#=" = THEW G0 TO B&TE
BRs4 OO TD Dok
e MEEF . 1,241
GaBe G0 TO Zal@
B4R HEM CHOOR NG KEYS

I 7z PAPER 1 BRIGHT 1o CULS

BS28 PRINT AT 1,B;"ASTRO IOME KEYS=jAT 1,.B; OVER 1;° =
E: FRINT AT #&,33; IWsl #;°TO mVE LEFT =g7 IMPUT LEg IF LEN L¥<3]
B335 M Sg~TO MOVE EIOMT =g INPUT R
0 ¥
A
B 5
S

FElEE FACE MEY TO COeT IMUE .
1, L] -

BEEP .1.12

THENM GO TO

[ SgL#: PRINT AT 6,35
GO TOD BSYS
[ Sphee: PRINT AT 0,3;
GO TO o3
TR SgFée PRINT AT 18,35 IR 5 °TD MYPERBPACE =g
HECH] THEN GO TO BS4S
AT PERINT Ik Spre
G558 PRINT AT 16,115 IME 43 PAPER 1§ FLASH 1 0000 LUCKI=; PALSIE 10@: PRINT AT 1§
B,%) [N g YOU'LL MEED IT'®
BSAE PRINT 88; [MC 2; PAPER 7 FLATM 1"
G578 [F [MCEYSC)"" THEM 0D oo6a
573 00 TOD E57R
908 BEEP . 1,241 BEEP .1,17: B0 TO T&i@
TRl R CHARATER OFT
R POE 23NDS .01 PORE 23507, 249
TECR FOR ¥=13&14 TO L&TE3: POME X+46084,PEEK Xz MEXT X
TEOT FOR XeiqT64 TD 44471 BEAD Yo POKE X,Y5 PRINT IMK 3p PAPER B) BRIGHT
15,3 "ARCDEFGH T JKL IMDPORGTIAVMEYI®y MEET X
TR FOR X=44128 TO S4287: READ Y1 POKE X,¥: PRINT AT 17,10
T4TETET : MENT X
Figd DATA @,12%,98,%0, 124,980,989, 8
F118 DATA B,178,98, 124,930,998, 126,0
120 DATA B, 136,96, %%, P8, %, 1246,0
F138 DATA @,124,98,98,90,98, 124,08
FLAR DATA B, 104,96, 124,96, 96, 1 74,0
FI100 DATA B, 136,96, 124,96, 94,956,080
168 DATA B, 12,9, %, 102,98, 1240
9178 DATA B,90,78,126,%,98,98,0
RIBE DATA B, 138,24, 24, 24, 24, 126,08
PI90 DATA B, 136,248, 24,24, ,24, 129,08
9208 DATA B, 100,104, 117, 184, 108, 90,8
FZI0 DATA B,%6,%h, %6, 6, P, 126,08
RI20 DATA B, 1206, 104, 194, 106, 1046, 104, 0
9238 DATA @,124,%8,90,98, 98, 90,0
9B DATA B, 12,90, 90,90, 98, 124,08
FIO98 DATA B, 124,908,970, 124, % ,%,0
248 DATA 8,136 ,%0,70, 104,102, 1324,0
9270 DATA B,124,98,98, 174, 104, 102,.0
9768 DATA @,174, 94,196,727, 2, 124,08
9I90 DATA B, 125,24,24, 74,74, . 74,0
PIPG DATA B, 90,90 ,%0,%0,9%0,126,0
2318 DATA 8,90 ,%98,90,98,592,24,.0
9320 DATA B, 104, 184, IBs, 108, 104, 1 24,0
93130 DATA @182, 182,74, 1087, 182, 182,08
P340 DATA 0,90 ,%0, %0, 124, ,0,0,8
YIS0 DATA B, 124, 12,24 48,94, 174,0
PILN DATA @, V26, D82, 104, 184, D E4, 124,08
PITH DATA B, 24,120, 24 24,24, 124,08
OB DATA B, 176,2,7, 174,94, 124,08
PITE DATA B 1206 82 gl 1 20,8
D4R DATAE B, P4, %4, 1DR, L Th 4 4,0
Q410 DATA B, 176, 94,94, 174, 7, 174,08
PATE DATA B, 126 T, T 126, T8, 1 26,0
PAIE DATA @, 128, b b, b b, &, 0
Q440 DATA B, 124,990, 176,970,908, 1 74,8
FASE DATA B, 156,70, 98,126,2,2,.8
TaAB NTH SET U.D.0. "8
PATE LET A=PEEK TIATS+TSAsPEEN TT4Ta
S4B FOR B= TO A+111
aTE WEAD Cy POME B,Cs PRINT AT 19,%
(]
TR DATA 794,74, 198, 174, A0, 04 0, 14
THIR DATE BB, 16,40, 40,04, B4, 1 T8
DATA AR, 126,127,463, 299,294,754, 78
DATA 182,34,1246,195,195,295,295, 153
DATA Ty Doy Tl L, Sy 1, B, 1
DATA Z95,68,568,253,17,17,233,0
DATA 24,57,127,79% 798 137,587,724
DATA 24,156,294, 255 29 24 154, 24
DATA 8,.0,0,0,40, 156,146,595
DATA 1, 1d, 00,0, 8,8, 0,8
Q480 DATA B,16,16,8,58,48,8, 100
PHID DATA B, 40,.68,0,16,156,8,0
420 DATA 14,16, 16,138, 48,8,8, 190
F630 DATA 8,8,80, 130, 16,15,156,0
TR A HHITE MOISE DATA
9710 FOR N=20900 TO S801&
9728 READ A; POKE I.A
S7I0 MEET X
oT4R DATA 33,08, 10,43, 126,211,794 84, 7,05, 32, =3, 175, 132, 200, 24, =14
F798
7a@
FTTR

IF LEM H

Ime &g =T FIRE 55 IMPUT F8p IF LEM F

IMNPUT HF1 IF LEM

PHESS ANY KEY TO COMTIHUE ¥

11AT

M 43 FAPER B;=@12

I &y PAPER B "ABCOEFGH IR LISy REXT

EXPLOSION
LT ey Dy T T S T e LT T L L T, T 1
L ]
="y 1 T
-rup

S = it < Y e ST L TR Sl W b il = oSl ~ o

7E00 REM TUME

9818 DATA .B5,12,.8%5,11,.09,.18,.2,9,.85,7,.33,5,.2,0,.85,0,.2,9,.93,0,.2,7,.05.8
5%, 05,24, 85,73, .85,22,.2,21,.85,19,.35,17,.2,12,.85,12,.2,17, . 85,12,.2,19,,
L= O e B e e = e T T I Rt T = T PR T = s T 4
ety B8y =3 30, =3,.2, -3, . 05,~4,.2,-3,.88,-5,.2,-8,.85,-8,.2,<1,.805,-85,.3,~1 .85,
2o 2ol B, =1, 2 =2, 0, =5, . 2, =0, S, =T . 2, 0, B, -12, .80, 12,085,111, 05, 18,.2,7,
<85, 7,.35,5,.35,8,.33,5,.35,9,.5,5

el DATA 05,0, . 05,8, 85,7, 05,%,.83, 7, .08, 08,05, 7 .88, 13,.5, 14
9999 REM U.D.G6. ARE AS FOLLOWS-  A=8  Be=p C=i D=

(LI TS

T T AT T I Tl Tl TR T L, T T LR

E=E

=0 M= J= k=l




ZX81/SPECTRUM PROGRAM

an

¢

ZX81 listing

our
ths

shape

Use your computer to help you Variables
with your maths homework. X$ x of oy
All you have to do is specify @  y$ v of ox

mathematical function and the
computer will draw on screen
what the function looks like,
whether it's a parabola,
straight line, or whatever.

Up to six functions may be
shown on screen at any one
time. Please note that you
cannot input x**2 for both
Versions.

These programs are for the
ZX81 and Spectrum. Now,
over to you to let vyour
imagination show you how to
make the best use of this
utility.

B draw the axes

u number of functions you can
input (six)

I$ function

X all abscissae (-00 + 00)

G vy on screen depending on
position of axes and the
function 1$ (fix))

U x on screen depending on
position of axes and x

QW co-ordinates of =

How it works
ZX81

2-33 draw screen, position
axes co-ordinates

40-51 variable x%, abscissa of
oy axis, variable y§, ordinate
of ox axis

B3 delete all co-ordinates from
lines 32-33 and where y of
OX was written

54-58 draw axes

90-100 possible functions on
screen

100-110 15 function

111121 delete previous data
to enable other functions to
be input

130 print function

140 possible abscissa between
-20 and 20

145-146 G = yonscreen, V =
X On screen

1580 screen limits

160-170 draw curve

171-172 options

180-191 choose option

200 press K to input another
function

300-301 press P to restart

400 press R to print cursor at
20,19

2

PRINT

e e e e e e R :; R

AT

18 FOR A=1 TO

Q,Q; "EE
n

=/ NEXT] B

26 FRINT AT B,18+VAL X#;"."

o8 FRINT AT 18-VAL Y#,0; "R";AT
16-vVAL Y#,21;"@";AT 0,10+VAL X=
s 'HsAT Z21,10+VAL X#:;"R"

BAREEME- = = -
e 90 FOR U=4 TO 1@
2 PRINT AT 9,10;"@";AT 1,10@;" 10@ PRINT AT
?":AT 20,103 "-9" 11@ INPUT I#
33 PRINT AT 10,10; "+@";AT 10,1 111 PRINT AT 18,24; "y
:"-9":AT 10,19;"11" 120 FRINT AT 19,24 "Issessm.
4@ PRINT AT 18,22:"X DE(OY)?" 121 PRINT AT 20,24; "z
41 INPUT X% 130 PRINT AT U,22:1%:AT 2,22: "3
S@ FRINT AT 18,22:;"Y DE(OX)?" %
S1 INPUT Y% 135 REM ~———=—————— e e
53 PRINT AT 9,10:" ":AT 1,10;3"
"sAT 20,103 " ":AT 10,103" " 140 FOR X=-20 TO 20

sAT 10,13 " vaal 18;19:" "= AT 145 LET G=20-VAL I#-VAL Y#$-10
18,22; " 146 LET V=X+VAL X%$+10
o4 FOR B=1 TO 28 150 IF G<1 OR G>20 OR V<1 OR V>

20 THEN GOTO 170

93 FRINT AT 10-VAL Y#,B:;"."

e e e e —— e . e — .
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410-450 control cursor
510-520 press 0 to print co-

ordinates of point on axes
540 return to menu

Spectrum
The program is mostly the
same as for the ZX81, except
for some improvements.
1 go to 9000 to set up UDG
3-50 set screen
60-90 input function (up to 10)

— 2 X8 1/SPECTRUM PROGRAM

110-160 draw curve. If curve
8,5 or 16,7 then

next x

170-310 options: to draw more
curves on same screen: to
find co-ordinates of one
point; to quit present screen

400-540 move cursor up,
down, left and right, when
0 is pressed, co-ordinates
appear on axes

9000-9080 UDG

and ink

160 PRINT AT G,V;"+"
17@ NEXT X

171 PRINT AT 19,243 "PLUS=+";AT
18,24; "<==R"

172 PRINT AT 20,24; "RUN=P"

180 IF INKEY#="K" THEN GOTO 200
181 IF INKEY#="R" THEM GOTO 400
190 IF INKEY#="F" THEN GOTO 300
191 GOTO 180

200 NEXT U

0@ CLS

=@1 RUN

4800 LET @=2

401 LET W=19

410 IF INKEY#$="5" THEN LET W=W-
1

411 IF INKEY#="35" THEN FRINT AT
Q,W+1gn "

420 IF INKEY#$="&" THEN LET Q=0+
1

421 IF INKEY#$#="46" THEN PRINT AT
-1 1“; i 1

450 IF INKEY#$="7" THEN LET Q=0-
1

431 IF INKEY#$="7" THEN PRINT AT
B+1 'N; " "

432 IF INKEY#="@" THEN GOTO S10
44@ IF INKEY#="8" THEN LET W=W+
1

441 IF INKEY#="8" THEN FRINT AT
E‘N-l; L 1] [ 1]

442 IF @<1 THEN LET B=1

443 IF W>19 THEN LET W=19

444 IF W<1 THEN LET W=1

449 IF @>20 THEN LET Q=20

45@ PRINT AT Q,W;"<="

S@@ GOTO 410

S1@ PRINT AT @,1@+VAL X$;ABS (1
P-vAaL Y$-Q)

S11 LET 0=ABS (-VAL X$+W-11)
520 PRINT AT 1@-VAL Y#$,W-1:0;AT
Q,W;" ";AT @,wW-1;"@"

540 GOTO 171

If you've always been abysmal
at maths, don’t despair —
these programs by Guillaume
Thibaudeau could give you a
helping hand and restore your
flagging interest

N N
W R R RS RS N
% F
L
b
£y L
FR A% A% O FN AN SN AR R

F N AN SN
F oW KA RS

P
" T

& #

N S

b

xxxx
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1@
20

=@
II;

4@

1"}
b
o0
(=11}
65
1=}
78
72
79
8@
70
100
110
120
130
148
150
150
178
138@
183
185
195
200
=00
1@
400
418
420
430
432
440
4350

GO SUB 9000

LET ag=""

LET b#$=" "

FRINT AT @,0;a%: FOR a=1 TO 2@: PRINT AT a,@;b%: NEXT a: PRINT AT 21,0;a$
PRINT AT 10,10@;"@";AT 1,1@0;"9";AT 20,10;"-9";AT 10,1;"-9";AT 10,19;"11"
PRINT AT 18,22;"x of (oy)?": INPUT x#%: PRINT AT 18,22;"y of (ox)?": INPUT y

PRINT AT 1,1@0;" "3;AT 20,1@;" ";AT 10,10;" "sAT 10,1;3" “:AT 10,19;
AT 18,22;""

FOR b=7 TO 1&7: PLOT b,8.5%(10+VAL y#%): PLOT B.S*(10+VAL x#%),b: NEXT b
PRINT AT 11-VAL v#,@0;"-";AT 10-VAL y#,21;"+";AT 0,10+VAL =x#;"+";AT 21,10+VA
i i

REM —5—— iR e et

FOR u=4 TO 1@

IF u=1®@ THEN PRINT "sorry,that’'s too much"

STOP

PRINT* AT 2,22:"F(x)=?": INPUT i%

INPUT "ink? (@-*6)";ink

‘IF ink<@ OR ink>6 THEN GO TO 72

PRINT AT 18,243 "";AT 19,24;"";AT 20,24;""

PRINT AT 2,273 "";AT u,22; INK inkji#

REM

FOR x=—167 TO 1&7

LET g=8.5#*(VAL i#)/8.5+(VAL y#%+10@)%*B.5

LET v=8.5%(x)/B.5+(10+VAL x¥)*8.5

IF g<8.5 OR g>1&7 OR v<8.5 OR v>167 THEN GO TO 140
INK ink: FLOT v,g

NEXT

INE @: PRINT AT 19,24;"more=m";AT 18,24;"<{==r";AT 20,24;"exit=p"
IF INKEY$="m" THEN GO TO 200

IF INKEY#="r" THEN GO TO 400

IF INKEEY#="p" THEN GO TO 30@

G0 TO 180

NEXT u

CLS

RUMN

LET g=2@: LET w=19

IF INEEY$="5" THEN LET w=w—.1: FRINT AT g.w+i3;"

IF INKEY$="&" THEN LET g=q+.1: PRINT AT g—-1,w;"

IF INKEY$="7" THEN LET g=q-.1: FPRINT AT g+i,w;"

IF IMNEEY$="0" THEN GO TO 510

IF INKEY#="8" THEN LET w=w+.1: PRINT AT g,w—13" "
IF Q<1 THEN LET g=1: IF w>»19 THEN LET w=1%9: IF w<1 THEN LET w=1: IF Q2@ TH

EN LET g=20

460
=08
1@
5280
—4@
000
c@aia
2@
7058
@40
A58
Fa6@
FB70
080
7070

FRINT AT q,w;"<="

GO TO 41@

FRINT AT g,10+VAL «#%;INT ABS (10-VAL y#%-q)
FRINT AT 10-VAL y#,w—1;INT ABS (—VAL x$+w—11);AT g,wi" ";AT g,w-1;""
GO TO 17@

FPOKE USR "a"+1,BIN 00000000

FOKE USR "a"+2Z,BIN D0DO0O020

FOKE USR "a"+Z,BIN 00011100

FOKE USR "a"+4,BIN 2010001@

FOKE USR "a"+5,BIN 0010001@

FOKE USR "a"+&4&,BIN 00011100

FOKE USR "a"+7,BIN 200000000@

FOEE USR "a"+8,BIN 00000000

RETURN

SAVE "geom" LINE 1




Bewarehouse
48K £5.95

Positive Image, 7 .James St,
Brigeton, Glasgow

An enjoyable game which you'll
want to play again and again.
Bewarehouse plays a tune when
loaded, with Welcome flashing
across the colourful loading
screen. A ghost rushes across
next screen top introducing the
lete instructions.

The object is to get as many
men as possible across the
warehouse floor and up the
ladder to safety. But the building
is haunted and the ghosts don't
like intruders, so they roll barrels
and throw boxes at them — with
more on each of the 12 levels.
Ghosts appear at higher levels to

Les Flics
48K £6.95

PSS, 452 Stoney Stanton Rd,
Coventry CVE 5DE

One side of the cassette loads for
keyboard and the other for
Kempston Joystick. A printed
instruction booklet is included.
The game starts straightaway
with a town plan with nine
buildings, parks, two patrolling
police cars and the pink creature
... with a taill

Les Flics, under ze commant
ov Unspecteur Cleudeau of ze
Sureté, neu eggsactly weut jew
are eup teu — yew are geuing
tew trah en steal a gem stone in
hees care.

Also, Cleudeau has Gendarme
Kaolin (disguised as a chef], his
trusty servant, to 'elp heem — so
yvew foel, yew "ave neo chance
... OF "ave yew/!

Invasion
48K £6.99

APS, No. 1, Golden Square,
London W1R 3AB

““If you don’'t want an
intellectually challenging
strategic wargame, put the

back on the shelfl” reads the
Ffﬁ A bit of an overstatement,

chase or obstruct intruders.

Your energy, shown screen
top, is limited and drains away
faster when you jump to catch
the red pipe in order to avoid the
barrels. At screen bottom are
lives left out of five and current
score. A satisfying “bop" noise
accompanies being hit by a box,
which moves from side to side
when falling down towards you,
and the figure revolves when hit
by a barrel.

When no lives are left there is
a Hall of Fame, offer of another
game, instructions or quit. T.W.

80%
80%
70%
65%

instructions
playability
graphics

value for money

* Kk &

Go around the town, entering
buildings whose interiors are
platform games and pick up
various items, find out what they
do, and finally get the diamond
— the Purple Puma.

Fast moving French police,
hindered by the bungling
Inspecteur Cleudeau, generously
allow you three attempts at
controlling that pink character —
before failure leads to the
Bastille.

From the moment the French
tune announces Game Loaded
you need all your wits about you
to navigate narrow roads, evade
Les Flics and find how sach item
helps you on your colourful
quest. T.W.

instructions
playability
graphics

value for moneay

KX

Basically this is a computer
board game in which you
command eight armies
represented by tanks on a
numbered grid. Your opponents
appear from the north, You have
the option to reinforce, move or
decrease the strength of an army
in each turmm. Resources are
limited by the number of cities

you control. Having deployed
yvour forces, you attack your

Jackpot
48K £5.50

Michael Horgan, Felix Hse, 22
Percy Rd, Isleworth

Only available through mail
order, this fruit machine
simulation in BASIC is similar to
many listed in magazines.
However, it saves time to have
one on cassette if — like me —
you're lazy and enjoy gambling
with pretend money.

Some nice features — so often
missed by programmers — are a
redefined character set, sounds
announcing loading started and
music when complete. Unlike a
real machine the symbols do not
move down in sequence, but are
completely random — so you
can’'t cheat!

A  wvery colourful loading

Quest for Eternity
48K £7.99

APS, No. 1, Golden Square,
London W1R 3AB

This is an intelligence test to
prove your suitability to become
a Master of Eternity. You are
deposited inside a non-function-
ing spaceship and left to find the
bits to make it work, find a
teleportal booth on a distant
planet and return to the Chamber
of Creation.

This is an all text adventure,
written in BASIC, but
surprisingly fast even so. It has a
simple input interpreter, allowing
two word verb-noun commands,
and abbreviations for directions.
The usual save to tape facilities
are available. | must admit to not
liking the colour scheme for the

enemies and push them back.
Deploy them well and you win,
but over stretch yourself or fail to
reinforce soon enough and...
The game is written in BASIC
and is very slow in deciding what
has happened during a battle.
Unfortunately you see and hear
nothing of it. Whilst the screen
presentation is undeniably clever
it just doesn't measure up to the
competition from machine coded

screen gives way to complete
instructions spread over two
screans, with the opportunity to
ZX print the list of payouts.
There are hold/cancel and
gamble/collect facilities, full use
of sound with a jackpot tune,
nine skill levels, a 27 ways to win
feature, entering of name, score
rating comments and high score
win. You start with £1.90 and
take your chance!

Even though it's not unique, |
found it fun and quite addictive. |
lost all my cash in hand at one
point and was told: “You're
skint’” — how truel T.W.

instructions
playability
graphics

value for money

* ok Kk

screen, but perhaps that's just
personal. The descriptions of
locations, important in creating
atmosphere, are quite effective.

Try as | may, | can't get this
pesky spaceship to work! In fact,
| can’t even get my spacesuit on.
I've pressed buttons, been
suffocated, tried to open a
packing case with the laser knife
— all to no avail. | even tried to
go to sleep but my Spectrum
would't let mel

If you like the idea of the plot,
and you have a few hours to
spend, this may be for you. D.M.

instructions
playability
graphics

value for monaey

* Kk ok

games using sprites. Similarly,
warlike sound effects would
have livened the proceedings up.

D.M.

5%
60%

75%
70%

instructions

playability
graphics
value for money

* * X

Take your chances and have a gamble on these
new games. Theyre a mixed bunch so you
should find something to your taste




How's your memory? This
game will test your powers of
logic and perception. Can you
remember sequences of
colours and notes? Try this,
and you'll soon find out.

The game starts when the
computer prints a square of a
certain colour, and plays a note
to go with it. You must then
copy it. Each time, one more
square is added to a maximum
of 30 squares, which are
displayed for you in rapid
succeassion.

You can give yourself a pat
on the back if you manage to
remember all 30. Either you
have a fantastic memory for
colours and an excellent
perception of sound — or else
you've cheated.

How it works
10-70 set up variables and skill
level
100-210 set up arrays a, b and

[+

300-360 draw game

400 start of main loop

500-560 computer plays

700-760 vyour turn to copy

900 end of main loop

1000-1060 computer checks
for correct Input, ends
game if wrong

2000-2010 clear colours

7000-7100 instructions

Variables
DIM a vertical position
DIM b horizontal position
DIM c ink colour
a$ title
b$ level
skill skill level
n main loop
g mini loop
f general purpose loop

\.

1 REM Kopycat By A.G.Bird.

5 POKE 23409,3@8: GO SUB 7000

1@ DIM a(3@): DIM b(3@): DIM c(30)

20 LET a$="KOPYCAT BY A G BIRD": LET b#="LEVEL"

30 BORDER @: PAPER B@: CLS

4@ FOR f=7 TO 25: PRINT AT @,f; PAPER RND*&+1; INK 9;a$(f-6): BEEP .@2Z,f: NEXT
+

S@ INPUT "Skill Level 1, 2, 3, 4 or S ? “"3skill

&@ IF skill<1l OR skill>S THEN BEEP .S5,8: GO TO 20
78 BORDER 7: PAPER 7: CLS

99 REM Set up arrays

108 FOR =1 TO 6: LET a(f)=1: NEXT +

1180 FOR =7 TO 12: LET a(f)=5: NEXT +

120 FOR =13 TO 18: LET a(f)=%9: NEXT +

13@ FOR =19 TO 24: LET a(f)=13: NEXT f

140 FOR =25 TO 3@: LET a(f)=17: NEXT f

15@ FOR f=1 TO 25 STEP &6: LET b(f)=4: NEXT +

168 FOR =2 TO 26 STEF 6: LET b(f)=B: NEXT +
170 FOR =3 TO 27 STEP &: LET b(f)=12: NEXT
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180 FOR =4 TO 28 STEP &6: LET b(f)=16: NEXT

1980 FOR =5 TO 29 STEP &: LET b(+f)=20: NEXT

200 FOR f=46 TO 3@ STEF &: LET b(f)=24: NEXTH

210 FOR f=1 TO 3B: LET c(f)=INT (RND#*(skill+1))+1: NEXT +

299 REM Draw game

300 FOR =1 TO 19: PRINT AT f,1; INK f/4:a¥(f): NEXT f

31@ FOR =12 TO 172 STEP 32: PLOT 28,f: DRAW 192,@: NEXT f

320 FOR =28 TO 220 STEFP 32: PLOT f,12: DRAW @,160: NEXT f

338 FOR =1 TO 2#skill+1 STEP 2: PRINT AT +,29; INK f/2;"H "; INK 0;f/2+.5: NE

T ¥

340 FOR =13 TO 17: PRINT AT #,29:b$(f—-12): NEXT ¥
350 PRINT AT 19,29; INVERSE 1;3;skill

360 FOR =1 TO 200: NEXT +

399 REM Main loop

4080 FOR n=1 TO 30

412 GO SUB 2000

499 REM Computers loop

o@@ FOR g=1 TO n

=21@ PRINT AT af(g),bf(g); INK c(g);"NEM";AT a(g)+1,b(g); "INEN";AT al(g)+2,b(g);:;"R
L]

o028 BEEP 1-(n/35) ,c(g)*3+5

2538 NEXT g

o240 FOR =1 TO 200: NEXT +

oo@ GO SUB 2008

268 FOR f=1 TO 2: FOR h=80 TO &: PRINT AT 21,3; INK h; PAPER &-h/2;" Y O U R
G O N OW ": NEXT h: NEXT

699 REM loop for your go

700 FOR g=1 TO n

718 IF INKEY#="" THEN GO TO 71i@

720 GO SUB 1000

738 PRINT AT a(g),b(g); INK c(g);"HEE";AT a(g)+1,b(g); "INEEN"; AT a(g)+2,b(g); "W
D

740 BEEFP .S5,c(g)*3+5

/790 NEXT g

760 FOR f=1 TO 200: NEXT ¥

00 NEXT n

999 REM Computer checks input

100@ PRINT AT 21,3:" "

101@ IF PEEK 2356@=48+c(g) THEN RETURN

1028 FOR =@ TO 7: BORDER f: BEEF .1,30-f#%#7: BEEP .1,4@8-f%7: NEXT ¥

1@3@ PRINT AT 21,@; INK 2; FLASH 1;" WRONBG ": BEEP 5,-4
2

14@ BORDER S5: PAPER S: CLS : PRINT AT 8,3;"YOUR SCORE 0 N"';AT 11,5;"
SKILL LEVWVEL";AT 14,9;skill;" WA S "3 PAPER 6;3;n-—1

18580 PRINT AT 21,3;"P R E S S ANY e8] o AR

1860 PAUSE @: GO TO 10

1999 REM Clear screen routine

2008 FOR f=1 TO n: PRINT AT af(f),b(f);" “sAT al{+f)+1,b{(+);" ":AT a(f)+2,b(Ff);

| ey NEXTRE

’ 2010 RETURN

5999 REM Instructions

/7000 BORDER 4: PAFPER 4: INK @A: CLS

| 7818 PRINT "THE IDEA OF THIS GAME IS TO COPY" ' ""THE SERUENCE OF COLOURS SHOWN TO

r “"**'"YOU BY THE COMPUTER.THIS IS DONE" * '"BY PRESSING THE APPROPRIATE KEYS" ' *"WHEN
IT IS YOUR GO."

7020 FOR =1 TO &600: NEXT +

7830 FOR =10 TO 21: PRINT AT f,5; PAPER B;" “": NEXT £: REM
(21 spaces)

7848 PRINT AT 11,463 PAPER B; INK 63"ZIX Spectrum";AT 12,5;" -

7850 FOR =2 TD 12 STEP 2: PRINT AT 14,f+4; PAPER f/2; INK 93;f/2: BEEP .S5,f*2: N

EXT §
7060 FOR f=18 TO 24 STEP 2: PRINT AT 14,f; PAPER 1;" ": NEXT

7070 FOR =7 TO 23 STEP 2: PRINT AT 16&,f; PAPER 13" ";AT 18,f+13;" “;AT 20,f:" ":
NEXT £

7080 PRINT AT 2@,6:; PAPER 1:" ":AT 20,24:" "
7090 FOR f=1 TO S5: FOR g=-3@ TO 3@ STEP S: BEEP .@1,g+f: NEXT g: NEXT f
7188 PRINT AT 12,28;"HIT"3;AT 14,2B8;"ANY";AT 16,28; "KEY": PAUSE @: RETURN

ﬂ
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48K £5.50

Poppy Soft, The Close, Com-
mon, Rd, Headley, Newbury
Berks

A fascinating game of skill and
speed which exploits all the
programmer’s skills in graphics,
use of colour, sound and
animation.

Screen top has score, levels
alpha to epsilon and lives left out
of three. On screen one Zirky,
the robot egg-capsule, Is

squash him, while a canary flies
up to kill him.

He enters the lift room, where
green lifts are ready to suck him
up to any level he wants. He
must wvisit all six levels, fall
through 12 doors, changing their
colour to red, then blue — which
obliterates them — and evading
alien monsters. Zirky can open
four force fields on the levels to
help him obliterate them.

Zirky then has to discover the
factory key to reach the last
screen — which is more than |

Bismark
48K £f6.99

APS, No. 1, Golden Square,
London W1R 3AB

With weather worsening, you
leave behind the wreck of HMS
Hood and, with a huge and
powerful fleet of battle groups,
your aim is to find and destroy
the Bismark before she reaches
the convoy routes.

Complete instructions appear
after the program has loaded,
with the game starting at 0800
hours on 24th May — each tum
represents six hours. You have
13 turns to find and destroy the
battleship before your forces
must return home to refuel.
Bismark has strength 30 while
your total strength is 179,

The search takes place on a

grid with ships’ positions listed
by co-ordinates. Each turn you
give movement orders to 12
naval groups — one moves 3,
the others 2. Then you'll be told
if your groups have sighted the
Bismark. In fair and good
weather you'll be asked if you
wish to fly airstrikes, which, if
they locate her, will attack.
Forces in the same area can
attack her, and if stronger will
win. Bismark fires first and
combat can last an unlimited
number of rounds, until she is
sunk or you quit. A score up to

Kosmic Kanga
48K £5.95

Micromania, 14 Lower Hill Road,
Epsom, Surrey KT19 8LT

This colourful, multiscreen,
arcade standard game kept two
young visitors in stitches for a
whole evening as they tried to
get Kosmic Kanga through 11
screens to his spaceship, to
allow him to return to his home
planet.

100 is given at the end. T.W.

instructions B0%
playability 75%
graphics 40%
value for money 75%
* * Kk &

clouds, bombs, fire engines,

birds and aeroplanes, collecting
treasure and points as he moves.
The last four items are deadly but
can be removed by Kanga
throwing boxing gloves at them.

He visits the desert, ocean,
Atlantis, the beach, country, city
and three platform games,
before going to the Moon and
finally his ship.

You have four lives, shown at
screen bottom with your score
and top score. Bonus points are
added for each screen completed

If- have donel T.W. Compatible with AGF, Protek, :
AT e 100 B daan Kempsion snd  interface 3  od key. response is. very
him, shooting them with a short  instructions 100% joystick intarfaces, this program i i
range laser until an energy Playability 100% makes full use of all the potential . . 70%
column reaches him from below  @raphics 100% of the Spectrum. Use of colour playability 85%
and transports him to screen two  value for money 100% ang En;'gd = :-EE”EM andbthe graphics 90%
animated graphics are superb.
T Groas the pt::féul;lﬂrraejegir;x * * * K * _The options screen leade on to Vlug for money N5
g e the Airport, where Kanga

una now out of control bounces his way over buildings, * * * x
points. Complete the journey Automania tyres he moves into the store
Sﬂm Sﬂfﬂ'ff and your ZX printer presents you 43K fﬁ. 95 room, climbs ladders to collect
48K £7.95 with a certificate! - the six pieces from various
Perhaps the best feature is the Mikro-Gen, 44 The Broadway, Platforms which are none too
APS, No. 1, Golden Square, ¥ safa and have gaps requiring

London W1R 3AB

In this package from Computer-
tutor, their resident character,
Clever Clogs, invites you to learn
the rules of road safety whilst
playing a sort of maze game.
The maze is a series of inter-
linked, well illustrated streets
with all the features you would
expect, cars, crossings, subways
and so on. Using the cursor
keys, you direct Sam on his
journey. You must look left and
right, using defined keys to cross
safely. Every now and then a
prize appears in the street. You
must walk Sam up to it and
identify a road sign to amass

ability to design your own map
and name the streets after ones
in your locality. This, together
with the facility to alter the level
of difficulty, makes it easy to
tailor the program to the needs
and interests of any child.

A well designed and executed
program, with interesting
graphics and sound, which
combines fun and purposeful

learning. D.M.
instructions 100%
playability 100%
graphics 95%
value for money 90%

* Kk ok Kk Kk

Bracknell, Berks

Sub-titled Manic Mechanic, this
is 8 must for all games players. A
musical tune and comic cast list
— decorating by Polly Filler and
R Tex — introduce this whacky
game. In his flat cap, oversize
boots and with a beer belly,
Wally Week with three lives has
to get car parts from a store and
build 10 cars.

The menu offers music on/off
(thanks!), demo mode, redefine
keys and choice of Sinclair and
Kempston interfaces. The game
starts in the assembly room with
tyres rolling round and car parts
dropping from overhead con-
veyor belts.

Assuming Wally jumps the

jumping. Each new car has its
parts coloured differently in a
different store room and pieces
must be placed in the correct
positions on the cars in the
assembly room.

Being a wally, tools and oil
cans are dropped in his way.

Mikro-Gen will pay E100 for
the highest score each month —
s0 invest in this colourful game
with superb graphics and ani-

mation. T.W.
instructions 100%
playability 100%
graphics 100%
value for money 100%
* * Kk * X
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