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About This Book

This book contains simple games
programsto play ona microcomputer.
They are written foruse on ZX81, ZX
Spectrum, BBC, VIC 20,

TRS-80 and Pet and Apple micros, and
many are short enoughtofitintothe
ZX81's 1K of memory.

Most micros use the language BASIC,
but they all have their own variations or
dialects. In this book, the main listing for
each program works onthe ZX81 and
lines which need changing for the other
computers are marked with symbols and
printed underneath. The fact that the
programs are written for several micros
means that they do not make full use of
each one's facilities. You could try
finding ways of making the programs
shorter and neater for your micro.

For each game, there are ideas for
changing and adding to the programs
and towards the back of the book you
will find tips and hints on writing games
of your own. Alsointhe bookisa
conversion chart to help youadapt
programs in magazines and other books
for your micro and a summary ofthe
BASIC terms used in this book.

Typingin the programs

Lines which need changing for
computers other than ZX81 are marked
with these symbols:

4 VICand Pet

* BBC and AcornElectron

® TRS-80

® Apple

s ZX Spectrum
Every time you see the symbol for the
micro you are using, look below for the
corresponding line number with the
same symbol and type that ininstead.

Petcomputers.

VIC 20 versions of all except the graphics program should workon

Points to remember

1 Type the lines exactly as they are printed
including all punctuation and spaces.

2 Press RETURN, NEWLINE or ENTER
key at the end of each program line.

3 Checkeachline as yougo.

4 Make sure you don't miss out a line or
confuse one with another. A piece of paper
or a ruler is useful to mark your placein

the listing.

5 Look out for the symbols and make sure
you use the correct lines for your
computer.

6 IfyouareusingaZX81 or ZX Spectrum,
remember not to type the program
instructions letter by letter but to use the
special key for each instructioninstead.

Youmay find it easier to get someone to
read the program out to you while you
typeitin. Don't forget to explain that they
must read every comma, fullstop, bracket
and space and differentiate between letter
“Q"and zero, FOR and 4, and TO and 2.

Debugging programs

When you have typed
in the program, check
your manual to find out
how to display it onthe
screen. (Usually you
type LIST followed by
the line numbers of the
sectionyouwantto
see.)




Check you have
typed everything
correctly. It iseasyto
make mistakes, so
expectto find some. Use
your manual to find out
how to make changesto
the program once itis
typed in. If in doubt, you
can always type the line
again. All the computers
will replace an existing
line with a new one with
the same number,

Here is a checklist of common
mistakes to look out for:
1 Line missed out

2 Line wrongly numbered

3 The beginning of one line joined onto
the end of another.

4 Brackets, commas, colons, semi-
colons, fullstops or spaces missed out,
especially in long, complicated lines.
Watch for double brackets in particular,
5 Wrong line used for your computer.

6 Letter "O" confused with zero.

1 Wrong numbers used, e.g. extra zeros
included.

Playing the games

To start the game you must type RUN. In
some games things happen very quickly,
so make sure you have read the
instructions and know what you are
supposed todo.

It is quite likely that the program still

has a mistake in it and either won't
at all or the game won't work properly.
Sometimes your computer will give you
an error code which you can look upin
the manual. This may help you find the
mistake, though not always. Listthe
program again and check it carefully
against the book.

When the game is over, the computer
will usually say something like BREAK IN
LINE 200. To play again, you have totype
RUN.

Experimenting with the games

There are suggestions for changing and
adding to the programs throughout the
book, but don't be afraid to experiment
with changes of your own. Youcan't
damage the computer and you can
always change back to the original ifthe
changes don't work.
You will probably find you want to
adjust the speed of some games, *
especially after you have played thema
number of times. You will find out which
line to change on each program page.
Wherever yousee
PRINT, you can

quotes that follows itto
whatever you like.
Also, unless you have
ZX81 with only 1K, you
canadd extra
messages.
Type a line number (say 105 if youwant
to add a message between lines 100 and
110), then type PRINT, then your
message inside quotes.

If your computer can make colours
and sounds, you could use your manual
to find out how they work and try adding
them to the games in this book.




Starship Takeoff

You are a starship captain. You have crashed your shipona
strange planet and must take off again quickly in the alien
ship you have captured. The ship’s computer tells youthe

gravity on the planet. You must guess the force required fora
successful take off. If you guess too low, the ship will notlift
off the ground. If you guess too high, the ship’s fail-safe
mechanism comes into operation to prevent it being burnt
up. If you are still on the planet after ten tries, the aliens will
capture you.




ADLC
20
*HAQTO
L1 FY T:Ty]

a0

F0

100
110
120

130

140

150
140
170
180
190

810
AlOD
wADTO
|30
*A040
m40

The above listing will work on a ZX81. For
other computers, make the changes below.

How the program works

CLS Clears the screen.
PRINT "STARSHIF TAKE-OFF"
EE Computer selects two
LET G=INT(RND%20+1) | SR Gl b Lol
LET W=INT(RND%¥40+1) | 20 to be putin G, the other

between 1 and 40 to be putin W.

LET R=GxW Multiplies the number in G
by number in W. Puts result
inR.

FPRINT "GRAVITY= ";G Prints GRAVITY and number
inG.

FRINT "TYPE IN FORCE" Asks you for a number.

FOR C=1 TO 10 This begins a loop which tells

the computer to repeat the next
section 10 times, to give you
10 goes.

INPUT F Stores your numberin F.
Compares number in F with

IF F>R THEN PRINT "TOO HIGH"; number in R and prints

IF F{R THEN PRINT "TOO LOW"j; appropriate message or

IF F=R THEN GOTO 190 jumps to 190.

IF C<£>10 THEN PRINT ", TRY AGAIN" =— Printsif you've had less
than 10 goes without a correct
answer.

NEXT C End of loop. Goes backto 80

PRINT for another turn.

PRINT "¥YOU FAILED -" Prints after 10 unsuccessful

PRINT "THE ALIENS GOT YOU" goes.

STOF

PRINT "GOOD TAKE OFF" On all but ZX81 and

Spectrum, you can
replace STOP with
END. (Notice what
HOME happens when you
PRINT CHR%(147)

LET G=INT(RND{1)%20)
LET G=INT (RND(Q) £20)
LET W=INT(RND{(1)%40)

LET W=INT (RND(OQ) £40)

How to

You can change the program to give Puzzle corner
youless than 10 goes. Do this by
altering the last number in line 80 and Yoncouldchlnwethamgtnfpoﬂibh
thannnbulnlinulaﬂ.ﬂ'haymbn forces. See if you can work out how

make the game harder




Intergalactic Games

There is fierce competition among the
world's TV companies for exclusive
coverage of the First Intergalactic Games.
Everything depends on which company
wins the race to put a satellite into orbitat
the right height.

You are the Engineer in charge of the
launch for New Century TV. The crucial
decisions about the angle and speed of the
launching rocket rests on yourshoulders.
Can youdoit?




Puzzle corner

Can you change the program so that, if
you win, it automatically goes back for
another game, adding the bonus you've
already earned to any new bonus?
(Hint: you need to change two lines

and add one.)
See how long you can play before

NCTV fires you.
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H H Somewhere beneath you, in deepest, blackest space,
EV'I A"en lurks Elron, the Evil Alien. You have managed
to deactivate all but his short-range weapons

but he can still make his ship invisible.

o - You know he is somewhere within the
—— three-dimensional grid you can see
W on your ship's screen (see
below), but where?

You have four space bombs.

;ﬁ Each one can be exploded at

'i';ﬁ . ,n_:,f\ a position in the grid
R N specified by three numbers
S Sl . between 0 and 9, which
"!gk‘ L ¥ your computer will ask

_ \‘-“ g you for. Can you blast
N g SR "\ the Evil Elron out
N ™ of space before he

creeps up and
captures you?
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How the program works

A®5 CLS
10 PRINT “EVIL ALIEN"

20 LET S=10 Sets the size of the grid.
30 LET G=4 Sets the number of goes.
*HA®40 LET X=INT(RND%*S) Elron's position is fixed by

these 3 lines, which select 3
numbers between 0 and the
size of the grid.

*BA®S0 LET Y=INT(RNDXS)
*BA®50 LET D=INT (RND*¥S)

70 FOR I=1 TO G Start of aloop which tells the

computer to repeat the next
15lines G times.
80 PRINT "X POSITION (O TO 9)°"
85 INPUT X1
(1] ‘7"
0 PRINTT ¥ POSITION (O TO 9)7 This tion asks you for
100 INPUT Y1 your 3 numbers and stores
110 PRINT "DISTANCE (O TO 9)»72" them in X1, Y1 and D1.

120 INFUT D1

130 IF X=X1 AND ¥Y=Y¥1 AND D=D1 THEN GOTO 300 Checks if
o youwere

140 PRINT "SHOT WAS "; right and jumps to

160 IF Y1<Y THEN PRINT "SOUTH"; Yo

170 IF X1>X THEN PRINT “EAST"; mmpg_"'edmmﬁ %

180 IF X1<X THEN PRINT "WEST"; position and a report

190 PRINT printed.

200 IF D1»D THEN PRINT "TOO FAR"

210 IF D1<D THEN PRINT "NOT FAR ENOUGH"

220 NEXT 1 End of loop. Returns for

another go.
230 PRINT "YOUR TIME HAS RUN OUT!!" = Printsif you've used upall
240 STOFP your goes.
300 PRINT "xBDOM% YDU GOT HIM!" = Prints if you guessed right.
10 STOP g -
The above listing will work on a ZX81.For How to make the game harder
other computers, make the changes below.
@5 HOME This program has been written so that
AS PRINT CHR$ (147) you can easily change the difficulty by

changing the size of the grid. To do this,
put a different value for 5in line 20.

If you increase the grid size youwill
BSO LET Y=INT{(RND{(Q)%5) need more space bombs to give youa
*A®50 LET D=INT(RND(1)%S) fair chance of blasting Elron. Do thisby

B50 LET D=INT(RND(0Q) %5) . changing the value of Gin line 30.
D B - A~
. =F

Puzzle corner el A

Can you work out how to changethe  Blsc?
program so that the computer asks you &
for a difficulty number which it can put

into S instead of S being fixed? (Tip: limit
the value of S to between 6 and 30 and
use INT(5/3) for the value of Ginline
30.)

*A®40 LET X=INT(RND(1)%5)
@40 LET X=INT(RND(O)¥5)
wa®50 LET Y=INT(RND(1)%xS)




Beat the Bug Eyes

You're trapped! Everywhere you turn you catch a glimpse of the steely
cold light of a space bug's eyes before it slithers down behind arock
again. Slowly the bugs edge towards you, hemming you in, waiting fora
chance to bind you in their sticky web-like extrusions. Luckily youhave
your proton blaster with you.

The bug eyes pop up in four different places on your screen and these
correspond to keys 1 to 4. Press the correct key while the bug’s eyesare
on the screen and you will blast it. There are 10 bugs in all - the more you
blast, the greater your chance of escape.

How the program works

10 PRINT "BUG EYES" Sets the score to zero for start
20 LET S=0 of game.

30 FOR T=1 TD 10 Beginning of loop which
gives you 10 turns.

A®40 CLS Clears screen.

*MA®50 FOR I=1 TO immwntsmzm]im'mﬁﬁm‘
&0 NEXT I depending on the value of

*HA®70 LET R=INT(RND%*4+1) Chooses a number from 1to 4
and puts itin R.

GOSUBR 210+30%R Jumps to one of four sub-
‘routines depending on the
GOSUB makes the computer value of R. This gets two
branch out of the main numbers which correspond
to a position on the screen—
“A" spaces across and “D"
the end of the sub-routine lines down - and then jumps
sends it back to the main again to 350 to move the

program again. cursor to this position.

20 PRINT "ODO" Prints the “bug eyes” at this
*m40100 FOR I=1 TO 20 position.

*4®110 LET R$=INKEY$ Loops round to see if you are
120 IF R$<>"" THEN GOTO 140 pressing a key. If you are,

130 NEXT I computer jumps to 140 and
140 IF VAL("O"+R$)<>R THEN GOTO 210| checksifitistherightone.

150 LET S5=5+1 Increasesscore by 1.

W
X ‘

'}
’, l"l A, & .




AR1LO

170
180

*HA®LFO
200

210
220
230
240
250
260
270
280
290
300
10
320
330
F40
F50
&0
I70
380
I90

CLS
Sends cursor back to the
BOSUB 330 same position and prints a
FRINT "x" star,
FOR J=1 TD &40 Delay loop to make star stay
NEXT J on screen long enough for
you toseeit.

NEXT T Goes back for next turmn.
PRINT "YOU BLASTED ";S;"/10 BUGS"— Printsscore.
STOFP

LET D=5

LET A=1

GOTO 350

LET D=1

LET A=%

GOTO 350

LET D=5

LET A=18

GOTO 350

LET D=10

LET A=7

FOR I=1 TO D

FPRINT

NEXT I

FRINT TAB(A);

RETURN

The above listing will work ona ZX81.For
other computers, make the changes below.
940,160 HOME
480,160 PRINT CHR$(147)
BS0O FOR I=1 TO INT{(RND(0)2300+200)
*A®S0 FOR I=1 TO INT(RND(1)£300+200)
B70 LET R=INT(RND(0Q) 84+1)
*A®70 LET R=INT(RND{1)X4+1)
*BA®80 ON R GOSUB 240, 270,300,330

WHA® 100
8105
A110
*110
®110

*HA® 190

FOR I=1 TO
R&=""

GET R$
RE=INKEY$ (1)

IF PEEK{-1463B4) >127 THEN GET R$
FOR J=1 TD 300

150

Puzzle corner

Can you change the program to make
the bugs appear in more than four
places on the screen? Can you add more
bugs too?




Moonlander =-

You are at the controls of a lunar module which is taking a small team of astronauts
down to the moon's surface. In order to land safely you must slow down yourdescent
but that takes fuel and you have only a limited supply.

Your computer will tell you your starting height, speed and fuel supply and ask
how much fuel you wish to burn. It will then work out your new height and speed. A
burn of 5 will keep your speed constant. A higher number will reduce it. Try tohave
your speed as close to zero as you can when you land. Can youland safely onthe
moon?

Notice the commas and semi-
colons in lines 70 and 80.

Experiment with leaving
4910 CLS them out and changing them
20 PRINT "MOONLANDER" round to see what happens.
30 LET T=0 ] .

40 LET H=500

S0 LET V=50

&0 LET F=120

70 PRINT "“TIME";T,"HEIGHT";H
B0 PRINT "VEL."3;V,"FUEL";F _|

90 IF F=0 THEN GOTO 140

110 INPUT B
120 IF B<O THEMN LET B=0
130 IF B>30 THEN LET B=3?J

100 PRINT "BURN? {-:1—301"-|

140 IF B>F THEN LET B=F

150 LET Vi=V-B+5 .
160 LET F=F-B -
170 IF (V1+V)/2>=H THEN GOTD 22

180 LET H=H-(V1+V) /2
190 LET T=T+1 .
200 LET v=V1 .

210 GOTO 70 .

220 LET V1=V+(5-B) ¥H/V

230 IF V1>5 THEN PRINT "YOU CRASHED-ALL DEAD"

240 IF V1>1 AND V1<=5 THEN PRINT "OK-BUT SOME INJURIES"
250 IF Vi1<=1 THEN PRINT "GOOD LANDING."

260 STOP

The above listing will work on a ZX81.For
other computers, make the changes below.
®10 HOME
AlD PRINT CHR%(147)

12 See page 2 for meaning ofea




How the program works

Sets the starting values for
time, height, speed and fuel
m——— anid prints them.

If you have no fuel left,
computer jumps down the
program, bypassing the

mﬁmwhichuh you fora

=== burn. It then prints a running
commentary of your progress
as you approach the moon's
surface.

= Gets a number from you for
the amount of fuel you wish to
burn and checks it is within
the correct limits.

— Calculates your new speed, V1.
——Calculates your new fuel level.

= Checks if the distance
travelled in yourlast gois
greater or equal to your
height above the moon. If it
is, you've landed. Computer
then jumps down program to
see how good a landing you

= Calculates your new height.

= Increases time by 1.

——— Puts your new velocity into V
s0 it will print in line 80 for
your next go.

— Goes back to beginning of
loop for next go.

Calculates your speed on
— touch-down and checks what
kind of landing it gives you.

Adding to the program

If you add the following lines, you will see a star
printed each go. The distance of the star from
the left-hand side of the screen corresponds to
your height above the moon.

85 FOR I=2 TO H/S00%nn

86 PRINT " ;

87 NEXT I

88 PRINT "x"

Replace nn with the width of your screen.

Changesto try

Try changing the values of H, Vand F in lines 40
to 60 and see what happens.

Puzzle corner

You could make the game easier by increasing
the maximum speed allowed for a safe landing.
How would you change the program to do this?



Monsters of Galacticon

Landing on Galacticon was easy —
but no-one warned you that some of
the nastiest monsters in the known
Universe are to be found there.

As each monster threatens, you
must choose one of your weapons -
aray gun, a trypton blaster ora
sword laser - to use against it. Can
youmake the right choices? If so,
you may live to conquer Galacticon.

| *BA®110 LET B=INT (RNDXN+1)
120 LET T$=Ms%(A)
130 LET Ms(A)=M%(B)
140 LET M$(B)=T%
150 NEXT I

140 FOR T=1 TO B

How the ﬂ
10 PRINT "MONSTERS OF GALACTICON® program works /
Sets up a storage place (an
“array”) iabelled MS$ with 4 i
20 DIM Ms(4) compartments in it- MS$(1), ;
MS(2), MS(3)and M5 4) - one i
for each monster name,
30 LET N=4 Sq?thtnumbnofmonﬂen
tod.
40 LET M=5 Sets the number of people in
S0 LET M$(1)="SULFACIDOR" yous group o 3.
60 LET M$(2)="FLAMGONDAR™ Puts the 4 monster names into
70 LET M$(3)="BALNOLOTIN" the array.
e T
B monste
*BA®100 LET A=INT (RNDEN+1) program where you b ptar]

mixed / round N times. Each loop, it
selects two numbers between
1 and N and switches the
names in the compartments

P\ s writh those numbers. T$ is a

temporary string used during
the switch round process.

A®170 CLS
*BA®180 LET R=INT (RNDEN+1)

Beginning of loop for 8 turns.
Clears screen

190 PRINT "MONSTER COMING..."
Z00 PRINT "IT’S A "iM$(R) J

220 INPUT R$
SkEA®ZI0 LET W=CODE (R$)-54+R
*EAZ40 LET W=W-3x(W>3)-3% (W>5)

250 IF W=2 THEN GOTO 300

210 PRINT "WHICH WEAPON ? (R,S OR T)

Chooses one of the monsters
and prints its name.

The computer uses the values
in Rand RS toworkouta
weapon number, W, which
willbe 1,2 or 3.

If W is 2, the computer jumps

to 300 to say you've killed the
monst



260

270
280
290

300
310
320
*BA®330
340
320

360
370

wHA® 380
390
400
410
420
430
440
450

IF W=3 THEN GOTO 320

\. 1»

If W is 3, computer jumps to

PRINT "NO USE. IT’S EATEN ONE"™ EVIORSE ReN et
PRINT "OF YOUR GROUP" Prints if W is not 2 or 3. Then
60TO 360 i‘““"l t:;m"wmml w"',“,hv
PRINT "YODU'VE KILLED IT"
GOTO 380 Leading on from th
PRINT "NO EFFECT" !Mlin!hlm;::lo
IF RND>.4 THEN GOTO 380 possibility of the monster
PRINT "YDU ANGERED THE "j;M$(R);"AND IT"| beingangered and killing
PRINT "KILLED ONE OF YDUR GROUP™ someone.
Checks if you still have some

LET M=M-1 people left. If you haven't it
IF M<1 THEN 6OTO 440] jumps to 440 to tell you.

2 Delay loop to keep messages
FOR I=1 TO 20 on screen long enough for
NEXT I o youto read them.
NEXT T Goes back for next turn.
FPRINT "YOU HAVE SURVIVED TO"
PRINT "CONQUER GALACTICON" Prints if you still have people
STOP left after all your turns.
PRINT "YOU'RE ALL DEAD"
sSTOP

The above listing will work on a ZX81. For
other computers, make the changes below.

100
*A®100
Bii0
wAB110
8170
Al70
mig0
*A®1B0
*HA®Z3IO
£230
wHAZ40
*ADZIIO

LET A=INT (RND(0) EN+1)
LET A=INT(RND (1) EN+1)
LET B=INT{(RMD(Q)&N+1)
LET B=INT(RND(1)%N+1)
HOME

PRINT CHR%(147)

LET R=INT(RND(Q) $N+1)
LET R=INT(RND(1)3N+1)
LET W=ASC(R%)-B1+R

LET W=CODE(R$)-81+R
LET W=W+3Ix (W>3)+3x (W>&)
IF RMD(1)>.4 THEN GOTO 380

*BA® 380 FOR I=1 TO 300

B 330 IF RND(O)>.4 THEN GOTO 380

Puzzle corner

There are at least four
ways of making this game
harder.

Can you work out what
they are?




y You are the captain of an interstellar cruiser
~—» Which, through damage to one of its hyperspace
/_motms, has strayed into a forbidden area. Alien sniper
ships are attacking you and, to make things worse, are .
using a jamming device on your radar which makes it give
: false readings. Luckily your computer knows a code which you
~—canuse to work out the correct locations of the enemy ships. But you

must be quick - they don’t stay in one place for long!

Your computer will print a letter (the false enemy location) and : a code
number. You must think through the alphabet by that number of letiel;s a.nd
type in the letter you get to. E.g. for M 4, you must type Q, and for C 2, you must

type E and so on. Typing in a letter automatically triggers off your laser
gun, so if your letter is correct you’ll score a hit. You can choose the
difficulty of each game. This is a number between 1 and 10 and is the
maximum number of letters to be added on each time. ;
You get 10 alien snipers each game. See how many you can hit.




How the program works

CLS
PRINT "ALIEN SNIPERS"
PRINT

Gets a difficulty number from
PRINT "DIFFICULTY (1-10)" ,,m;m,.,,,,f.‘_';‘nd.,h;m
INPUT D is within the correct limits.
IF D<1 OR D>10 THEN BOTO 50

LET S=0 Sets opening score to zero.
FOR G=1 TO 10 Beginning of loop which
gives you 10 goes.

LET L$=CHR$ (INT (RND% (26-D) +3B) ) = Selects a letter between AL
and the letter which is your
difficulty number before the
end of the alphabet.

*BA®100 LET N=INT(RND2D+1) Selects anumber between 1

andD.
110 CLS 'l
120 PRINT Prints the letter and the
130 PRINT Ls,N_' number.

*H4@140 FOR I=1 TO 20+D1S

*A@150 LET I$=INKEY$ Checks if you are pressing a
160 IF I$<>"" THEN GOTO 190 Rey nd im0 RTR
170 NEXT I :

180 GOTO 200 _ If you didn't press a key,
computer jumps to line 200
which sends it back for

Checks if you
the pressed
right key and,
if so, increases
*BA01?0 IF I$=CHR% (CODE(L%$)+N) THEM LET S5=5+]1 == yourscoreby l.

200 NEXT G End of loop. Goes back for
another turn.

Prints score after 10 goes.

210 PRINT "YOU HIT ";S;"/10"
220 STOP

The above listing will work on a ZX81, For
other computers, make the changes below.

@10, 110 HOME
410,110 PRINT CHR$(147)
W70 LET L$=CHRS$ (INT (RND(O) % (26-D) +65))
*A®70 LET L$=CHR$ (INT (RND (1) % (26-D) +&5))
$90 LET L$=CHRS$ (INT (RND % (26-D) +65))
E100 LET N=INT(RND(OQ) xD+1)
*A@100 LET N=INT(RND(1)$D+1)
*BA140 FOR I=1 TO 200+D$50
@140 FOR I=1 TO 100+D$50
@145 Is$=""
#*150 LET I$=INKEY$(1)
4150 GET I$
@150 IF PEEK(-16384)>127 THEN GET I$
*BA®190 IF I$=CHRS (ASC(L$)+N) THEN LET S=S+1

Puzzle corner

Can you adjust the scoring so that it fits
the code numberi.e. you score 1 pointif
thacgdol:l. 2 points if the code is 2and
soon? '




\n"-’m
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Asteroid Belt

You are on a trip through the Asteroid Belt. To avoid crashing intothe
asteroids, you must destroy them and the force required for doing this
depends on their size.

Asteroids appear on your computer screen as groups of stars. To

. destroy them you must press the number key corresponding to the

number of stars. Be prepared — asteroids come at you thick and fast.




Changing the speed
of the game

Line 180 (190 for the BBC)
controls how much time
youhave to press a key.
Change the last numberin
180, or the numberin
brackets in the BBC line
190, to a lower numberto
speed up the game,

Puzzle corner

Can you adapt the scoring
system so that, foreach
asteroid, you get the same
number of points as there
are starsinit?




How the program works
A®10 CLS
20 PRINT "TRIP INTO THE FUTURE" /% Chibcass ilisle sambias
*BA030 LET T=INT (RND%100+25) between 25 and 124 for the
40 PRINT "YOU WISH TO RETURN ";T years which must elapse
S0 PRINT “YEARS IN THE FUTURE." before your return, and printsit.
&0 PRINT

70 PRINT "SPEED OF SHIP (0-1)* Gets a speed from you and

80 INPUT V checks it is within the correct
0 IF V>=1 OR V<=0 THEN GOTO 70

limits
100 PRINT "DISTANCE OF TRIP" |
110 INPUT D Gets a distance from youn.

120 LET T1=D/V Calculates the time taken

' Sdepm?formmﬁgd SamK
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130 LET T2=T1/SER(1-ViV) Calculates the time taken
ontside the ship (i.e. on
140 PRINT *"YOU TOOK *;T1;"YEARS" :
150 PRINT "AND ARRIVED ";T2;"YEARS" Prints these times.
160 PRINT "IN THE FUTURE."
170 IF T1>S0 THEN GOTO 210 Checks if you took longer
than your lifetime (50 years).
Jumps to line 210 if you did.
180 IF ABS(T-T2)<=5 THEN PRINT "YOU ARRIVED ON TIME" Ch'f:'f
190 IF ABS(T-T2)>S THEN PRINT "NOT EVEN CLOSE" iy
200 STOP 5"imm
210 PRINT "YOU DIED ON THE WAY" alsche
220 STOP amessage.

The above listing will work ona ZXB1. For
other computers, make the changes below.

®10 HOME

410 PRINT CHR$(147)

B30 LET T=INT(RND(O) x100+25)
*A®3Z0 LET T=INT(RND(1)x100+25)

¥ 31 ¥ . - . o ah o
Shewbieh " g ﬁ&q-_:i
Rl b T

Puzzle corner
Can you work out how to change the
program to do the following things?

1) Give a wider range of years which
must elapse before you return to Earth.
2) Increase the accuracy required from
within 5 years to within 2 years.

3) Shorten or lengthen your lifetime.



A H 1A VA N
‘4 |Death Valley

4L| Thereis only one way to escape the forces of the evil Dissectitrons. You
i will have to steel every nerve and fly your single-seater Speed Dart

i # alongthe jagged, bottomless ravine known as Death Valley.

Your computer will ask you for the width of the valley. Try 15* first and
then work your way down - 8 is quite difficult. Steer your Speed Dartby
41 pressing Q to go left and P to go right, and see if you can make itsafely

: 1 through Death Valley.
f f} *If you are using a VIC 20, then use widths of 6 to 10. d

{

90 INPUT W

60 LET W=INT iH.:‘2J'J

& [ /Y W BN A RNV W TWIAYe NI NFS.WM
: How the program works
_ 10 PRINT "DEATH VALLEY" Sets the number of goes used
| 20 LET S=0 to zero for start of game.
i’ 30 LET M=200% M is the maximum number of
r goes allowed.
40 PRINT "HIDTH?“1 Gets a width number from

vou, divides it by 2 and uses
INT to remove any halves.

ATQO LET L=10-] L, Y and R are the distances
BO LET Y=W between walls and Speed
F0 LET R=W J Dart.
Edge ,.-—-;I__l L spaces 1 T spaces f il Rapaces I
S I T =lam Wat bt (=Wat
siart) start) start)
*WA® 100 LET D=INT (RNDR®3-1) Selects — 1,0 or + 1 and puts it in D.
110 IF L+D<0O OR L+D>20 THEN GOTD 100 Checﬁ:ﬁl)llm"lmhigor
small that columns disappear
130 LET Y=Y-D Changes spaces between
140 LET FE=R+IIZI_|| columns according to the
value of D,
- - | —— - - !
+D -D +D
SkBA®145 SCROLL = ::lwe:mm;m:Lnﬁﬂ L
| 120 sosus 1000 L (The semi-colon then stops
B Ly cursor going down to
170 PRINT "I"; ST
180 LET N=yY 7] Mowves cursor a further ¥
120 GOSUB 1000 spaces and prints.”
e RN '“;_, Moves cursor a further R
spaces and prints anotherl.
210 LET N=R (No semi-colon this time, so
220 GOSUB 1000 the cursor then goes down to
._330 PRINT “I* ] the next line.)
*A®240 LET I$=INKEYS$ Checks to see if you are
pressing a key.
250 IF I$<>"Q@" THEN GOTO 280 If the key you are pressing is
_I notQ, computer jumps to 280,
260 LET Y=¥-1
270 LET ReR+1 | i Lo e
increased by one so star
moves left.
IF I%$<>"P"™ THEN GOTD 310 Checks if key being pressed is P.




2 If so, star is moved rightby
LET v=ve1] e asmaTiToarin
J decreasing R by one.
IF ¥<1 OR R<1 THEMN GOTO 370 Checks if you have crashed

into a wall. Jumps to 370 to
tell you if you have.

320 LET S=5+1 Increases number of goes
used by one.

330 IF S{M THEN GOTD 100 Goes back for another turn if
you have had less than M goes.

340 PRINT "WELL DONE-YOU MADE IT"
IS0 PRINT "THROUGH DEATH VALLEY"
I&0 STOP
370 PRINT "¥OU CRASHED INTO THE WALL"™
;gg g?él‘:T "AND DISINTEGRATED Suli-routine for moving the
cursor to the appropriate
1000 IF N=0Q THEMN HETURn Bfﬂr ting I and *.
1010 FOR I=1 TO N IScen T PENCIG S SRS
1020 PRINT " “; -l VRN WERN.T WP N
1030 NEXT I Slowing down the
1040 RETURN . game

[ The above listing will work on a ZX81. For W 1fthis game is too fast for
1 other computers, make the changes below. 4 You,youcanaddadelay

A70 LET L=4 loop at lines 141 and 142:
W100 LET D=INT{(RND{(O)%3-1) 141 FOR J=1 TO 100
LET D=INT{(RND(1)%3-1) ‘4 132 NEXT J
L | Change the numberin line
;.ET - | 141toadjustthe speed-
LET I$=INKEY$(1) { thelowerthe numberthe

IF PEEK(=1&6384) >127 THEN GET I% ! fﬂlfﬂ!ﬂl&gme.

|

Prints if you have had M goes
and no crash.




~ Youare the newly elected leader of amining
~ colony on the Planet Astron. All decisions
concerning the sale of ore to Intergalactic
Traders, food purchase and sale and purchase of
mines are made by you. Can you keep the people
satisfied and survive your 10 years in office or
will life in the colony end in disaster under your
rule?
How the program works
These lines decide the number of

*I.l.l?D LET LF'-INT t?ﬂw e
S EA LET w—mrmnnnzw;
ELS
PRINT "YEAR";Y
PRINT
PRINT "THERE ARE ";P;" PEOPLE IN THE COLONY"
PRINT "YDU HAVE ";L;" MINES,AND $"M
-..TIs_FncnnN FACTOR "3;S

LET E:=C+CEtL
PRINT "ORE IN srnm—:~";c:," TONS"




et a2 pge _ Rdjusts satisfaction factor -¢- - . -
IF FB/P>120 THEN LET S=S+.1 according to how much you
IF FB/P<B0 THEN LET S=S-.2 spent on food.

PRINT "HOW MANY MORE MINES TO BUY?" Asks how many mines you
INFUT LB want to buy and checks you
IF LE<O OR LB2ILP>M THEN GOTO 440 can afford them.

LET L=L+LB Increases number of minesif
necessary.

LET M=M-LBiLF Adjusts your money again.
IF S<.& THEM GOTOD &&0 Checks on value of

S3>1.1 THEN LET CE=CE+INT (RND%20+1) === If§is high then amount
RO S produced per mine is
increased.

LET CE=CE-INT(RND%*20+1) === If5low, amount producedis

uzzle corner

Can you make the
computer ask if you would
like another game and add
the money you have ended
up with to the new money
supply for the next game?









































































