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About this book

This book contains simple games
programs to play on a microcomputer.
They are written for use on ZX81 (with
extra memory), ZX Spectrum, BBC, VIC 20,
Dragon, Oric, TRS-80 and Apple. The main
listing for each program works on the
ZX8 1 and lines which need changing for
the other computers are marked with
these symbols:

A VIC and Pet

% BBC

® TRS-80

® Apple

! ZX Spectrum

¥ Dragon

00nc

Every time you see the symbol for the
computer you are using, look below for
the corresponding line number with the
same symbol and type that in instead

Running the programs

When you have typed in the listing, check
it carefully. Remember that it is very easy
1o make mistakes when you are typing
programs, even if you are quite
experienced. To start the game, type RUN
If the program doesn't work properly, it is
quite likely that there is still a mistake in it
somewhere, so LIST the program and
check again. When the game is over, the

computer will say something like BREAK
IN 200. To play again, you have totype
RUN

Experimenting with the
programs

There are suggestions for changes you
can make to the programs throughout the
book, but don't be afraid to experiment
with changes of your own. Asthe
programs are written to fit so many
different computers, they often do not
make use of the special features available
on some computers. In particular they do
not make any use of graphics, colour or
sound. You could try rewriting the
programs for your computer using its
graphics, sound and any other special
features it may have

Changing the speed

Next to some of the games you will ind
instructions for changing the speed. You
may well find you need to do this as these
games depend on the speed of both your
computer and your reactions. You will
almost certainly want 1o speed these
games up after you have played thema
few times in any case.

Computer Nightmare is based on an idea by Brendon Kavanagh

Number Wizard, Ghost Guzzler and Ghost Maze were written by Colin Reynolds
Spiderwoman was wrnitten by Val Robinson, Gravedigger by Alan Ramsey

Mad House by Keith Campbell and Seance by Chris Oxlade

Illustrated by Rob McCaig
Edited by Jenny Tyler
Program editor: Chris Oxlade

First published in 1983 by Usborme Publishing Lad, 20 Garrick Street, London WCZE 98). ©) 1983
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Computer Nightmare

You are a late-night computer addict and you've fallen asleep at the keyboard.
Suddenly your computer comes alive and starts hurling numbers and abuse at you.
To beat it you have to match the numbers as they appear on the screen. Yourstarting
score of 300 is increased if you hit the right number and decreased if you don't. If you
can get your score up to 500 the computer will give up and you win, but if it goesdown
to zero, you will become a slave to your computer. It's a real nightmare! Can youstay

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

SOVEASIO DIM C8(5)
0 MOME
ABO PRINT CHR$(147)
WOASP0 LET N=INT(RND(1)#9) +1
YET0 LET N=INT(RND(0) %)+
POASI120 IF RND(1) 0.5 THEN BOTD 190
VE120 IF RND(O) 0.5 THEN GOTO 190
BOVEASI 70 FOR 1=1 TO 400 _.
175 Ag=="
@180 IF PEEK(-156384)>127 THEN GET A%
B0 LET AS=INKEYS(0)
A1BO GET As

Q180 LET

AS=FKEYS

sane?
%S LET Fe="0" How itworks
SOUVBASIO DIM Ce(5,23)
20 LET S=300 Sots starting value for score.
30 LEY Ce(l)="ss MICROS RULE' =s*
40 LET Ce(2)="sPEDPLE ARE STUPIDs*
50 LET C#(3)="+A ROBOT FOR PRESIDENT'" Stores comments in memory.
&0 LET Ce(4)="'COMPUTERS ARF BGREAT'"
70 LET Co(S)="#+1I"M BETTER THAN YOU's"
ABBO CLS Clears screen.
SOVEASTO LET N=INT (RNDe9) +1 Chooses a number from | tc § and
puts it in N.
100 PRINT TAB(S)IIN _l Prints N and your score (5) at
110 PRINT rnﬁuf,”g_l different points on the screen.
SOVEA®I20 IF RNDY0O.S THEN BOTD 150 Decides whether to go to 150,
130 PRINT ==
140 PRINT CS(INTI(S/100)+1)
150 IF S8<&60 THEN PRINT = Prints
L messages depending on your
CTHERE"S NOD HOFPE>"~ weore
160 IF S>440 THEN PRINT “URi* I-ELP""__
ISOVEASI 70 FOR I=1 TOD 10 - Looks to see {f you are pressing a
190 IF AS<>"™ THEN LET Fs=ni% —— Decreases score by 10
200 NEXT |
210 LET S=8-10 If you pressed the wrong key,
220 IF VAL I(FS)<>N THEN BOTO 240 compuief jumps to line 240 to miss
230 LET S=S+10+Ns2 oul score increase at line 230,
240 IF S<O THEN GOTO 270 | Wr—';m-:""u
= game
250 IF S>500 THEN GOTOD m_’ if you have.
260 GOTOD 80 Goes back for another furn.
270 PRINT “"YOU'RE NOW MY SLAVE™
<80 STOF The speed of the game depends on this
290 PRINT “0DK. YOU WIN (THMIS TIME) number. You will probably need to
300 STOF adjust it to fit the speed of your

computer and your reactions. A higher
namber makes the game slower

Changesto try

Lines 20,210 and 230 control
the scoring. Change the
numbers in these lines and
see® what happens

Puzzle

Can you think of a way of
changing the program to
malke it produce letters on the

screen instead of numbers?



This is the game the Number Wizard plays with all his visitors. He conjuresthe
numbers | to 9 in the air and then rolls two dice. You must give him twonumbers
which both appear in the air and, when added together, give the same total as the two
numbers on the dice. Once you have used a number, its image disappears from the air

and you cannot use it again. You win if all the numbers have disappeared before all
\ your turns are used up. (You get an extra turn for every double the Wizard throws.)
You are allowed to use zero as many times as you like as one of your numbers. If you

-
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the Wizard,



PRINT “THE NUMBER WIZARD"
DIM AC10)

How the program

LET T=8

Sets up an array, A.

FOR I=1 TO :o’]

Sets the number of goes allowed.

LET Al(l)=]}
NEXT I N
cLS

LET Atl)m=}

LET v=0

FOR I=2 TO 10
IF ACI)<>0 THEN BOTO 1%0
PRINT * *;

LET VaWs]

BOTO 160

PRINT 1-1}

NEXT 1

PRINT

IF V=9 THEN GOTO 370

Loops round putting a | into each
space in A

Makes sure A(l) contains |
(this is 50 you can use 0 as many
times as you like).

V keeps count of how many numbers
have been used. (Set to 0 for start.)

Loops round numbers If
A~ 0 has used, so it
leaves aspace and adds I to V.

If all sumbers have been used,
jumps down to end game.

PRINT "YOU'VE "iTi® TURNE LEFT®——— Tslls you how many goes left.

LET C=INT(RND=&+1)
LET B=INT (RNDs&+1)

PRINT "THE DICE THROW 1S "jCi","sB
PRINT "WHAT ARE YOUR NUMBERS?"

IF B=C THEN LET T=T+2

LET T=T-1 B

IF T<o THEN GOTO 350 |
INPUT N

INPUT M

IF M>9 OR N>9 THEN PRINT
“TOO BIG - TRY AGAIN"

IF M>9 DR N>9 THEN GOTO 230

IF MeN<OB+C DR AlN+1)=0 OR
AlM+1)=0 THEN BOTD 70

LET A(M+1)=0 "]

LET AtNe1)=0 _|
6OTO 70

PRINT “THE WIZARD WON"
STOP

PRINT *YOU WON®

sSTOP

A70 PRINT CHRS(147)

BOA®200 LET C=INTI(RND(1)#&6+1)
VEZ200 LET C=INT(RND(O)#&+1)

BOA®Z10 LET B=INT(RND(1)%b+1)
VEZ10 LET B=INT (RND(O) #&+1)

—— e

Chooses numbers for dice throw and
prints them.

If throw was a double, gives you
EXIra go.

Reduces goes by |, checks T is not
zero.

I they don't add up or one of them
has been used, goes back for another
go.

U numbers are OK, the s in thelr

in A are replaced with Os to
m-m-:--u.




The ghosts in this game are numbers rushing across the screen. To catch them, you
activate your ghost guzzier by pressing key X, but it only works when the number on
it is the same as that of the attacking ghost. You can increase the guzzler's number by
pressing key M (when it gets to 9, it goes back to 0 again). If you fail to guzzle aghost,
it will snatch away one of your lives (shown as/ top left of the screen). See how good

you are at guzzling ghosts.

10 PRINT "GHOST GULILER"
20 LET S=0 M

30 LET Y=0 _|J

40 LET L=3

LW S0 LET N=INT (RND#10)

&0 LET Iwm]

ADTO CLS
80 FOR J=1 TO L—I

100 NEXT J
110 PRINT

90 PRINT =/"3 J

O120. PRINT TAB(1)sNsTAB(18)3 "

“gy

How the program works

Set score and your number (o zeTo
for start of game.
Sots number of “lives™ o 3.

Gets a number betwesn 0 and 9 for
the ghost.

Starts counter for distance ghost can
travel before it reaches you.

Loop which prints your "lives™ as
top left of the screen.

Prints ghost number, barrier =" and
you at appropriate positions on

This is a good game for adding
sounds to. Try adding sub-
routines {or something blood -
curdling when you lose a life and
something suitable for ghosts to

malke when they are guzzied.




SOV
SOMBII0 LET BI=ROEYS . oyl e
140 |F Bs="X" THEN 8070 220 guzzier) computer jumps down
130 IF Ps="M" THEN LET v’-ﬂ'*l_l program to chechk if you are allowed
to. If M it increases your number by 1.
160 IF Y=10 THEN LET Y=0 Sends your number back to zero
when it raaches 10
170 LET =141 Increases ghost-distance counter. If
= ghost hasn't reached barrier and you
180 IF 1418 THEN GOTOD ?'D_' haven't guzzled it, computer goes
back to print ghost ln next position.
190 LET L=L-1 If barrier reached, you lose a life.
200 IF L> THEN BOTD 50 Goes back for another ghost i you
210 GOTOD 270 still have lives left.
220 IF Y<)N THEN GOTO 170 Checlas If your number equalled
230 PRINT "BOT IT™ ghost's when you guzzled. If not goes
Jn.i;g? PRINT “"sssssa” back for another ghost,
250 LET S=8+(18-]1)
260 BOTD 350
A9270 CLS , The above listing will work on & ZX81. For
ZHO PRINT "YDUR GHOST BUZIILING® other computers make the changes below
290 PRINT "SCORE 18 "8 = i
300 PRINT BOA® S0 LET N=INT(RND(1)#10)
310 PRINT "ANOTHER GO 7 VB S0 LET N=INT(RND(O)#=10)
(PRESS Y OR N)* a0 200 O -
320 INPUT AS A ?E,?)’J P'Ftll:‘ll‘(.lllli‘lf;f}‘
130 IF AS="Y* THEN RUN O 120 PRINT .:H:IIHN,JL
340 IF As="N" THEN STOF (18-=1)§" "3 Y
qu. Z9 FOR EK=1 TO S0
. ®OV|127 NEXT K
Y . e 9128 LET PBg=""
umchnﬂ w * ;- ”
O IF K- : Y127
by e e v ® 130 IF PEE 146384 i

line 125. Use a lower number to

malke it faster. You can also make
the game harder by reducing the
numbery in line 120,

.:; 45 FOR K=1 TOD 300
OV|247 NEXT K

THEN GET Bs
$130 LET Be=INKEYS(0)
A130 GET Ps
0130 LET BS=KEY$S




Spiderwoman

Eek! It's Spiderwoman!

You might be lucky, she's in a good mood today. If you can guess the letter sheis
thinking of, quickly enough, she will set you free. If not, you'll probably get turned
into a fly.

To find the letter, give Spiderwoman a word and she will tell you whether or not her
letter is in it.




10
AR2O

50
100
110

20
130
140

130

160
BAa®l 7O

180
190
200
210
220

OVEASZ30

2480

2wl
AB2HO

270

280

290
SO0

310
120
330
340

350
360
X770
180
390
KOO
410
420

LET GmO
CLS

How it works

LET T=INT (RND®2&6+38) |

LET Te=CHRS(T)

FRINT “SF1DERWOMAN"
FRINT “HAS CHOSEN"
FRINT
PRINT
PRINT

“TRY A unm}""

J

Chooses a number, converisitloa
letter and puts it in TS.

Asles for a word.

PRINT
INFUT WS
LET G=G+]

J

LET L=LEN(WS)
IF
LET F=0D

FOR 1=3 TO L

LET As=Ws(l TO I)
IF AS=T% THEN
NEXT |
IF F=1
PRINT
PRINT *IT*S NOT
FOR A=1 TO 20 "1

IMN

L<4 OR L>8 THEN GOTO 70

LET F=]

Keeps count of namber of goes.

]— Checles if word too long or short.

Checks through your word to see if
letter is there. If it is goes to 280,

:

THAT

THEN GOTD 280

Prints message if letter not found in
WORD™ word.

NEXT A
IF 6>15 THEN GOTOD

CLS

400

Delay loop 50 you can read message.
Ends program if you have had 15 goes.

6070 YO
PRINT “YES
PRINT
PRINT *DO
(Y DR N *
INFUT R®
IF Re="N"
PRINT
PRINT
THEN 7
INFUT G

IF Gs<>Te THEN GOTOD
PRINT "N YOUu CAN
FRINT "(THIS TImE)"
ST
FRINT
PRINT
sSToe

YOU WAaNT

THHAT

IS YOUR

"YOU ARE

o0 LATE"
"YOU ARE MODW A FLY"

IT'S ONE OF THOSBE"

TD GUESS 7

Rsks if you want to guess. 1f “no”,
goes back for another word.

THEN BOTO -

Prints message depending on
whether your guess was right or not.

The above listing will work on a ZX8]. For

other compulers make the changes below.

80

aAZ0

0

O%a® 30

VE 30
HA®|] 70
OV >0
8240
AZED

HOME
FPRINT CHR$(147)
LET T=]INTI(RND&24&4+865)

Experiments to try

See what happens if you change the 15in
line 250 to a smaller number. What about
changing the 4 and the 8 in line 1407

LET T=INT(RND(1)#226+65)

LET T=INT(RND(O) 824+65)

LET As=HRID®s(WNs_ 1,1)
FOR A=]1 TD 500
HOME

FPRINT CHRe(147)

Change the game

Spiderwoman is bored. She wants you to
adjust the program to do the following:

If her letter is in your word, you are
allowed rwo guesses at it, but if you guess
wrong you forfeit five goes. Can youdo it?




Gravedigger

It's dark and windy - not the kind of
night to be lost in a graveyard, but that's
where you are. You have until midnight
to find your way out. Skeletons lurk in
the shadows waiting to scare youto
death should you come too close. You
can dig holes to help keep them away
but digging is tiring work and you
cannot manage more than five in one
game. You have to be careful not to fall
down the holes you have dug too.

Grave stones (marked + ) and the
walls of the graveyard (marked :) block
your way. The holes you dig are marked
0, you are * and the skeletons are X. See
if you can escape.

ABRIO

20
30
40

&0

80
90

How the program works
50-90 Fill the array A with empty
spaces.
110 Sets the number of holes
allowed.
120-170  Code the symbols to be used.
A 180-260 Putthe walls into the array.
270-310 Choose random positions for the
gravestones.
o 320-390 Set starting positions for you and
the skeletons.
400-420 Putskeletons into the array.
440-640 Calculates your new position.
650-740 Looks to see what is in new
position. If nothing, moves to it.
770-850 Print various ends to the game.
860-980 Print graveyard.
1030-1100 Put a hole in the array if you
want one.

1100-1310 Move skeletons.

100
110
120
130
VA | o

*0 |50

160
170
180
190
200
210
220
230
240
250
260
270

VEA®
0
00
310

L 4
>

330
140
S0
1460
370
180
3590
400
410
420
430
440
450
450

470
480
490

s

PRINT “"GRAVE DIGGER”
DIM AC10,20)

DIM Bi&)

FOR I=1 TOD 10

FOR J=1 TD 20

LET A(l,J)=CODE(" ")
NEXT J

NEXT 1

LET k=0

LET X=3

LET Y=CODE (~#*)

LET B=CODE (“+*)

LET C=CODE ("0")

LET D=CODE("z™)

LET E=CODE (“X*")

LET I=CODE(* *)

FOR J=] TD 10

LET AtJd,1)=D

LET AilJ, 20)=D

NEXT J

FOR J=] TOD 20

LET At(1,J)=D

LET A(10,J)=D

NEXT J

LET A(9,20)=7

FOR J=] TO 20

LET F=]INT(RND=74+2)
LET G=INT (RND#=]15+3)
LET AIF,B)=P

NEXT J

LET M=2

LET N=2

LET B(2)=1%9

LET Bi4)=1%9

LET Bla)=1%

LET B(1)=4

LET B(3)=T

LET B(3)=2

FOR J=1 TD S STEP 2
LET A(B(J) ,B(J+1))=E
NEXT J

GOSUB B840

FRINT

FRINT "ENTER MOVE "W
FRINT "i{YOU CAN B0 N,S,
E OR W)™

INFUT As .
IF As="N" THEN GOTD 3530

IF As="E" THEN GOTD 560

IF Ad="5" THEN B80TD A&OOD




-
%10 IF AS="W" THEN GOTO &30 950 NEXT J
%20 GOTO 470 960 PRINT
530 LET T=h-1 970 NEXT 1
%40 LET U=H 980 RETURN
%0 GOTO &50 990 PRINT *“THE CLOCK’S STRUCK*®
S50 LET TeN 1000 PRINT “MIDNIGHT*
S70 LET Us=h+1 1010 PRINT “AGHHHMM''''*
80 IF A(T,U)=I AND M=19 THEN 1020 STOP
| 8OTO 770 1030 IF X0 THEN BOTO 1110
590 GOTOD &50 1040 PRINT
' 600 LET T=hN+l 1050 PRINT “WOULD YOU LIKE
| 610 LET U=n. o pie*~
620 BOTD &50 1060 PRINT *A MOLE (Y OR N)* -
630 LET TeN 1070 INPUT B
680 LET Ush-1 1080 IF BS$<>*Y* THEN S8OTOD 1110 L
| 650 IF A(T,U)=Z THEN BOTO 710 1090 LET X=X-1 :
60 IF AT, =D DR A(T, U)=B 1100 LET A(R,S)=C p._-
THEN GOTO 490 1110 FOR J=1 TD & STEP 2 o
| 670 IF A(T,U)=C THEN GOTO 800 1120 LET T=B(J) Ve
&80 IF A(T,U)=E THEN GOTD B30 1130 LET U=B(J+1) =
! 690 PRINT *“THAT WAY'S BLOCKED" 1140 IF A(T.U+1)=Y THEN GOTO 830 |
700 BOTO 440 1150 IF A(T,.U-1)=Y THEN GOTO 830 o
l 710 LET A(N,M)=] 1160 IF A(T-1,Ul=Y THEN BOTD 830 ¢~
720 LET N=T 1170 IF A(T+1,U)=Y THEN GOTD 830
730 LET M=U) 1180 IF AS="W" THEN BOTO 1300 K
740 LET A(N,M) =Y 1190 IF A%="5" AND A(T+1,U)=Z ;‘_—-
790 GOSUB 1030 THEN BOTD 1270 =
760 BOTO 400 1200 IF AS="N" AND A(T-1,U)=2 -
770 PRINT “YOU’RE FREEwss* THEN GOTD 1280 "
780 PRINT “YOUR PERFORMANCE 1210 IF AS="E" AND A(T,U+1) =2 -
RATING 1S *3 INT ( (50-W) /40w AND M>U THEN GOTO 1240 ’e
| (96+X) )5 "2L" 1220 IF AS="E* AND A(T,U-1)=2 (3
790 STOP THEN BOTOD 12%0 -
800 PRINT “YOU'VE FALLEN INTD" 1230 6OTOD 1300 =
I B10 PRINT "ONE OF YU [N 1240 LET BitJ+1)=B(J+1)+2 ?
’ HOLES™ 1250 LET B(J+1)=B(J+1)~1 L
! 820 STOP 1260 GOTO 1290
. 830 PRINT “URK' YOU'VE BEEN 1270 LET B(J)=B(J)+2
i SCARED" 1280 LET B(J)=B(J)~1
, 840 PRINT “TO DEATH BY A 1290 LET A(T,U) =2
SKELETON" 1300 NEXT J
l 850 STOP 1310 RETURN
| 860 LET A(N,M)=Y
AS870 CLS The above listing will work on a ZXB81. For
BO0 LET R=N other computers make the changes below.
890 LET S=m
SO0 LET W=W+] 910,870 HOME
910 IF W>60 THEN 6OTO 990 AlO,B70 FRINT CHRS(14A7)
920 FOR I=1 TO 10 BOVERASTO, 120-170 CHANGE CODE TO ASC
930 FOR J=1 TO 20 BOA®280, 290 CHANGE RND TO RND(1)
940 PRINT CHRS(A(I,J) )} V280, 290 CHANGE RND TO RND(O)




Mad House

You're trapped in a weird house where everything moves including the walls. If the
doorways would line up, even for a moment, you could make a dash for freedom.
You've found a console which appears to control some of the movements in the house.
Keys X and C make the doorway nearest to you (top of the screen) change direction.
Keys N and M have the same effect on the doorway furthest from you. There doesn't
seem to be any way of controlling the centre doorway.

As you frantically wrestle with the knobs on the console, you can hear footsteps
pounding down the corridor behind you. The number top left of the screen shows their
progress towards you. If you can't escape before the phantom footsteps catch up with

. . .aaggghhhhh! If your computer has
- sound, see |f you can add
10 DIM P(3) ] mzzm sow It works
“258 g:; §(3) of the game if you fail to
40 PRINT “MAD HOUSE* b e o g T OB
VS0 LET Le=>* other if for the direction ($) in which
BBALD LET W=T) _I each is moving.
T70 FOR I=1 TO W Make a row of stars the width (W) of
VB0 LET L$=Ls+"s" the screen and puts it in LS.
V90 NEXT 1
100 LET CT=240 Sets footstep counter to ith SlATting
110 LET S(1)=1 -I value.
120 LET 8(3)=-1 _J Sets direction of doorway movement
130 FOR I=1 TO 3 -l at start of game.
BOVEAS140 LET P(I)=INT (RND® (W-4)+1)
190 NEXT 1 _] g«wm:«
A A0 CLS these
: 70 FOR I=5 TO 15 STEP S _I
OVEANMBO PRINT AT 1,0iLs Prints walls and doorways.
"'“" 70 PRINT AT 1,P(I/S)§"> <*
00 NEXT | __l
" PRINT AT O,03CTs" = Prints [cotstep counter top left.
220 IF CT<0 THEN BOTO 450 Checks if {ootsteps have reached
230 IF FP(1)=P(2) AND P(2)=P(3) you. l{ so, jumps down to end game.
THEN GOTO 390 = ]_
tcv_;;g LET Zs=INKEYS | Checks if you've won.
IF ZIs="" THEN GOTO 300
260 IF I8=*X" THEN LET S(1)=—1 S s
270 IF Ie="C" THEN LET S{1)=1 necessary, by changing - and
280 IF I%="N" THEN LEY B(3)=-1
290 IF I%="M" THEN LET 8(3)=3 _J
.300 IF CT/29«INT(CT/2%) THEN LE Moves centre doorway every 25
P (2) = (2) + INT (RND$20) 10 footetepe.
310 LET CT=CT-1 Decreases footstep coant.
320 LET PU1)=P(1)+8(1)
330 LET P(3)=P(3)+8(3)
340 FOR I=1 TD 3 ml':"mlwu
390 IF P(I1)<1 THEN LET Pi(l)=} computer keeps it there
T60 IF PLI)>(W-4) THEN LET P(])=W-4
As70 NEXT 1
*B0 6OTO 170 Goes back for next move.
190 LET L=P(1)+1 —l
400 FOR I=1 TO 1S
420 NEXT 1 with message.
430 PRINT “YOU ARE FREE ‘'~
440 STOP

4%0 PRINT “TOO LATE'
HAVE STOPPED, *
PRINT “ARGHHH' '+ *

sSTOP

THE FOOT I Dot teatiii st
00T STEPS _
460




f\\

The listing on the left will work on a ZX81. For
other computers make these changes

O 1

140 LET PI(I)=INTI(RND(1)®{M=4)+]1}

180 PLOTYT 1.1.L9

190 PLOT FIT/7S), 0,7 -

210 MLOT 0,0, S8TRSICT)s= =

240 LET It=xEYHS

10 IF CY/Z5~INTICT/25) THEN LEY

410 MLOT L,1,"m"
PIl2)=P(2)+INTIRND(])820)=10

& BBC

&0 LET W=40

140 LET PII)=INTIAND (1) (W-4) ) +]

180 PRINT TRAB(O,1)iIL®

190 PRINT TABIFLI/S) 007> -

210 PRINT TAR(O, O ICT " —

240 LET Is=]NEYS(10)

00 IF CT/2%=INTICT/25) THEN LET
PI2)=F(Z2)«INTI(RNDI(])e20)-10

S10 PRINT TaBIL,1)§"m"

VIC-20

30 PRINT CHRS(1AT)

&0 LET w=21

140 LET PII)=INTIBND (L) e tE-4))+)

160 PRINT CHES(1AT7)

170 FDR 1=} TOD 3

172 FDR J=) TD S

174 PRINYT

180 MEXT J

190 PRINT LEFTS (LS, FI(I)) "™ (=
BRIBMTS LS, (1B-PL)))

210 PRINT CHREC1I9)1ICT " .

240 GET I

100 IF CT/25=INTIICT/Z2S) THEN LEY
PU2)=(2)+INTIRND ] )e20) =10

375 PRINT DS (19)

=95 PHINT CHES (1Y)

410 PRINT TABIL)*M"

A E

30 MO

140 LEY PUII=INT(BND(1)e(W-4) ) 4]

160 HOME

180 VTABI(L)

183 PRINT LS

190 VTABRILL)

170 HTAB(FLl 7350 )

197 PRINT =) «*=

210 VTABII ) MTAB(L Yy PRINT CT) = -

280 Ig===

245 IF PEEE(-16384) 127 THEN GET 1%

300 IF CTr29=INT (ICT/T5) THEN LEY
Pi2)=@F(2)eINTIRND])e20)-10

199 VTAB(1)

410 PRINT TABIL) A"

TRS -0

&0 LET W=4&3

140 LET P{1)=fND{14&0)

170 FOR 1=2 TO 12 STEP S

1800 PFRINTRI(]=464) LS

190 PRINTR(Is&A4PI(1=3)/S0) . "> €™

210 PRINT®D,CT

300 IF CT/29=INT(CT/25) THEN LET
P(Z) =P (2) «FND (20) =10

410 PRINTR(Ishd4+L) , "N"

D RN

=0, 70,080,900 DELETE

140 LET P(]1)=RND(28)

170 FOR 1=2 TO 12 STEF S

180 PRINTESZ+ [, STRINGS (F((]+3) /8) -
"S=) i 8> (8" UTRINGS (28-F
((1+3) /0D, “2%) 1}

190 DELETE

210 PRINTEG,CT

300 IF CT/ZFS=INTICT/Z5) THEN LET
P(Z1=F (21 +AND(20)-10

10 PRINTE®(JeaX2+L )  “H"

What happens If you change the
numbey in line 1007

If you talke the minus sign out of
line |20, what happens”

Change the two 25s in line 300 to
another number and see L it malkes
any difference.




Ghost Maze

It's a creepy sort of place. The identical dark corridors don't seem to go anywhere. It
might even be haunted. You can only see straight in front of you, and you canonly
move in the direction in which you are facing. You can turn left or right, but this won't
actually move you anywhere, it will just show you another view. All you have todois
find the cross which marks the way out. Your position is marked with a Y and walls
are marked #.

Gulp! It is haunted. Ghosts are shown by a letter G. If you get right up next toone
you will be whisked away to another part of the maze, not knowing where you are or
in which direction you are facing. Here are the keys you can use: X moves you forward,
N turns you to the left (through 90°), M turns you to the right (through 90°)

14

10 DIM EL70) Sets up & storage area (array) for the
maze.
20 DIM V8 i(4,.3) Sets up a mini-grid within the maze,
which is the part of it that you can
30 DIM F(3) see on the sCreen,
40 LET W=~ = I—“—nhmuﬂlmm
S0 LET We=Ws+" 0000000000 this mini-grid.
60 LET We=We+~0111100110"
70 LET We=W$+~0010011100"
BO LET We=W8+~"0011010110" Contains the data for the maze
90 LET Wi=W$+~0110100100% 1 - corridor; 0 - wall; § - exit.
100 LET wWe=Ws+~0011111100"
110 LET WS=i$+"0000009000* _|
120 FOR I=]1 TODO 70 -
SOVEAS 30 LET E(1)=VAL (W8 (1 TO 1)) l-l-ﬂ':i_iﬂ!lllﬂ-iﬁhﬁ-
140 MNEXT 1 2] s
150 LET B=—1 Sets number of times the ghost has
movedto | for start.
160 LET G=12 ll._hud‘—h-nlu
BOTEAS 70 LET X=]INT (RND®S0) +10 chh-mi_mmu-
you.
180 IF E(X)<>1 THEN BOTO 170 I this position is not in & corridor,
goes back lor another.
190 GOSUR B&0 Goes to sub-routine to position the
ghost.
BOVEASZ00 LET D=INT (RND®4) +1 Chooses a direction for you to (ace at
start of game.
210 IF X=G+10 OR X=G-10 THEN GOTO 170 Checks if you are next to a ghost and
220 IF X=G+1 OR X=G-1 THEN GOTD 170 if so moves you to new place.
230 LET H=H+1 wmu—_mm
240 IF W=3 THEN BOSUB B4&D Mhmumﬁﬂ
every 5 moves.
“:_10 GOSUBR 290 Goes to sub-routine which prints out
BOABZ60 LET AS=INKEYS section of mazre you can see.
270 IF As="" THEN GOTO 2&0
280 IF AS="M" THEN LET D=D+{ Gets an instruction from you.
290 IF AS="N*" THEN LET D=D-1 Ct;nhodmm
300 IF D=5 THEN LET D=1
310 IF D=0 THEN LET D=4
320 IF ASCO"X™ THEN GOTO 210 Goes back for next move if you don't
330 IF D=1 AND E(X-10)<>0 THEN LET X=X-10 move forward.
340 IF D=3 AND E(X+10)<>0 THEN LET X=X+10
350 IF D=2 AND E(X+1)<>0 THEN LET X=X+i Checks you can move.
60 IF D=4 AND E(X-1)<>0 THEN LET X=X-|
370 IF E(x)=% THEN BOTO 930 Checles if you have reached exit
380 GOTD 210 Goes back for next move if you
haven't.




The listing on the left will work on a ZX81. For
other computers make the changes below,
’ v
Add noises m.:?sﬁLfE"? E(1)=VAL (HIDS (W8, 1,1))
BOA®170 LET X=INT(RND(])#50)+10
M your cumputer has sound, VBI70 LET X=INT (RND(0) %50 +10
evenllmnlqhm-ppem 00 LET D=INTI(RNDI(1 IETBES
VEZ00 LET D=INT(RND(O)=4) +1
0755 LET A==
9260 IF PEEEK(-146384) >127
FOR I=1 TO 4 THEN GET A%
400 LET Te=l-1 $260 LET AS=INKEYS (0)
SOVEAS410 GOTOD 380+40%D A260 GET A%
420 LET Fl1)wX-108T+] 0260 LET AS=KEYS
430 LET F(Z)»X-10sT BOVEASAI0 ON D GOTO 420, 460,500,540
440 LET F(3)mX~-10eT-] 8460 HOME
450 BOTO S70 ALLED PRINT CTHRS(147)
460 LET F(1)=X+10+T BOADE70 LET G=INT(RND{(1)#50)+10
470 LET F(2)=X+T LET G=INTI(RNDI(O)®50) +10
480 LET F(3)=X-=10+T
490 80TD 370
S00 LET F(1)=X+108T~] Add better symbols
510 LET F(2)=X+10sT Try replacing the symbols <, G, Y
320 LET F(3)=X+108T+] and » with graphics characters (and
S30 BOTD S70 colours too). This will involve
=430 LET F(1)=X=T=10 changes to lines 590-620 and 840.
550 LET F(2)=X-T
=560 LET F(X)=X=T+10
3570 FOR J=1 70 S Sab-routine which calculates:
S80 IF F(J)<1 DR F(J)>&9 THEN B8OTD 840 a) which squares you can see from
%90 IF E(F(J))=0 THEN LET VS(l,J)="E" where you are.
500 IF E(F(J))=1 THEN LET Vv$(1,J)==" = = b)whichcharaciersioputinthess
10 IF E(F(J) )=9 THEN LET Ve(l,J)="+" SquaTes.
620 IF E(F(J))=2 THEN LET V8(1,J)="G" """"fmmﬁ"““‘
630 MEXT J Posi e :
&40 NEXT |
650 LET V8(1,2)= Y
AELD LS
&70 PRINT
HB80 PRINT"&sss GHOST MATIE sssa” .
S0 PRI Make the maze bigger
700 PRINT =FORWARD x
710 PRINT “TURN RIGHT (o mx':-mu;;»mdun-rvnd "
S i - . - containing 70 squares. To malke it
;‘_r: :.:;‘_:N;_] ':,:;ﬂﬁll’r‘ - bigger you need to change the
following lines, replacing N with the
740 PRINT number of squares you wani in your
720 NEXT 1 new grid_ (N must be a multiple of
760 FODR 1=4 TD 1 STEP-1 10.)
bty
- v =X o e - extra lines o L] at
;*;: :i': i;;p:?v: ‘.';Tﬁr; : 55,65 etc. 8o that the total number of
’ characters in the grid is N
800 NEXT J 120 Replace 70 with N
B10 PRINT TRAB(7T):Ps 170 and 870: Replace 50 with N-20.
B20 NEXT ] S80: Replace 69 with N-1
B30 RETURMN -_—
8B40 LET VY8(l . J)="g"
BS0 BOTD &30
H&O LET ElB)=]
BOVEASHETO LET B=INT (RND#50) +10
BBO IF E(B)<>1 THEN GOTD B70 Sub-routine lor moving ghost every
890 LET E(B)=2 five goes.
U0 LET H=0
710 LET S=5+)
920 RETURN %
Y30 PRINT "YOU HAVE ESCAFED™
740 PRINT "IN *j5eS+H; H(.NES"_] Message for end of game.
w0 STOP
15




Seance

they will be angry - very angry. . .
Spirits’ messages.

10 LET 8=0
20 LET G=0
ISOVE A0 LET CS=37
AS40 CLS
=50 PRINT

70 FOR I=1 TD B

B0 LET X=&6(+]

90 LET ¥Y=3

100 LET AS=CHR$(LS+1)
110 BOSUB 710

120 LET Y=11

140 GOSUB 710
150 NEXT 1|

160 FOR I=1 TO 5
170 LET xX=5

180 LET Y=5+1

200 GOSUB 710

210 LET X=16

220 LET As=CHR® (CS+8+]1)

230 GOSUB 710

240 NEXT 1

2%0 LET Pa=**
SOVEASZA0 LET N=INT (RND*4+3)

270 FOR I1=1 TO N

280 LET As="a"
SOVEASZF0 LET L=INT (RND*254+1)

300 LET S$=CHR$ (CS+L)

310 LET Ps=Ps+Ss

320 LET D=&a

350 IF L<9 THEN LET D=}
SBOvVEASSA0 GOTO Z40+30=D
370 LET Y=6&

440 LET X=228-L game
AS0 GOTO aBo
460 LET X=4&
AT0 LET Y=32-L
480 GOSUR 710

Watch for stars on your screen - they show the letters inthe

&0 PRINT TABIB) § “SEANCE"

&H00 LET G=G+1
130 LET As=CHRS (CS+22-1) H10 IF G=1 THEN PRINT "THE TABLE
620 IF B=2 THEN PRINT "THE LI1GHT

&30 IF 6G=3 THEN BOTO 730
IROVEASLHA0 FOR T=1 TO 100
&%50 NEXT T
&60 GOTO 40
&70 LET S=5+N
680 IF S<50 THEN GOTD 4u
&0 PRINT "THE SPIRITS HAVE GONE™
JOO0 STOP
SOVEAS7IO PRINT AT Y, XA
720 RETURN
730 PRINT "A PAIR OF CLAMMY HANDS

190 LET At=CHRS$ (CS5+27-1)

330 IF L<22 THEN LET D=3
>40 IF L<184 THEN LET D=

S80 LET X=L+56 Line 420 controls
390 6OTOD 480 the speed al which
400 LET X=15 the stars appear
410 LET YeL~-3 on the sCreen
420 GOTO 480 ([t
430 LET Y=10 lower number to
speed up the

OFi0 MOT 2,7¥, A8

How the

Messages from the Spirits are coming through, letter by program
letter. They want you to remember the letters and type them works
into the computer in the correct order. If you make mistakes,

After you have typed
in the program and
played it a few times,
sae If you can work
thicagh the program
lines and see what they
alldo. (Hint- D is a

ISOVEASAYO FOR T=1 TO 20 variable which tells
S00 NEXT 7
S10 LET As="
S20 6OSUB 710 the message is |
530 NEXT 1
5S40 LET Ag=="
o) LET X=0
S60 LET Y=13
570 GOSUB 710
S80 INPFUT RS

thes computer on which
side of the square - |, £,
1 o7 4 - the next jetter in

IF Re~P4% THEN GOTOD 670

BEGINS TO SHAKE"™

BILBE SHATTERS"™

GRASPS YOUR NECK'®

740 STOP

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

IBOVEASLO LET CH=44

$40 PN
AAD PRINT CHRS (14T

BOADZ60 LET W=INT (RMD (1) #8+3)
Y240 LET N=INT (AND{(O)#843)

BOADZ90 LET LeINTI(RND(1)#24+1)

VEZP0 LET L=INT (RND(0) 8241 )

7N
I 490

M D GOTOD 370, 400, 430, 440
FOR T=§ TD 100D

POVEARAT0 FOR T=1 TO &00

1640 FOR T} TD 300

BOVEASLA0 FOR T=1 TO 1000

B710 PRINT TABIX,Y) iASE

@710 VIAB(V) sHTAB(X+1) :PRINT A8

A710 PRINT CHRO(19)1:FDR K=1 TO YiPRINT:

NEXITIPRINT TABI(X) 1A
T710 PRINTEBIZaY+x_ A8}
B710 PRINTBAAsY+ 20X, Ad]



Answers to puzzles

Here are some suggested solutions to the puzzles set in this boolk. You may find that
your answers are different but if they work on your computer this doesn't matter.
Check, though, that your answers are as neat and straightforward as the ones given
here.

Computer Nightmare (page 3)

ISOTVRASTO LET N$=CHRS (INT (RND#*256+38) ) Chooses a letter and it onto
100 PRINT TAB(S) j NS the screen, instead of a number.
220 IF F$<ONS THEN BOTO 240 M""’""#"

hm—lmﬂ&lu-hu
hhﬂ--lm“lﬁ-llﬂ

BOVEASZI0 LET S=8+10+ (CODE (N$) -38)

190 LET Ne=CHRS (INT (RND®26+65) )
BOA®FO LET Ne=CHRS (INT (RND (1) #26+65) )
VB0 LET Ne=CHRS (INT (RND (0) 826+65) ) Note the different
1230 LET S=5+10+ (CODE (N$) —65) """‘""m
SOVEBASZ3I0 LET S=5+10+ (ASBC (NS) ~465)

Number Wizard (page 5)

5 LET L=0 | Set number of wins and loses at start
& LET H-O_I of game.
39S LET Lel+l :-—-_-d_mtln
1480 GOTD 390
380 LET kel Increases number of times you have
X290 PRINT ‘wan.
400 PRINT "THE Wll1&RD You~
410 PRINT Prints scoreboard.
420 PRINT = Ly " "IN
430 FOR @=1 TD 1000 7} — Pauses so you can see the score.
440 NEXT Q
450 8070 30 Change namber here Goes back for another game.
for the faster
computers.
mm/lmom
S LET NG=0 Sets number of guesses to 2e1o.
353 LET NG=NG+1 Increases number of guesses.
340 IF O8=T¢ THEN GOTD 370 If guess is correct, stop the game .
342 PRINT "NO' THAT'S WRONG® ———— Prinis message (o say gusss wrong.
3564 LET G=G+3 Increases number of goes by 5 as
forfeit for wrong guesa
344 IF NO=2 THEN GOTD 410 If you have ased two guesses, then
game finishes.
348 BOTD 230 Returns for next go (via pause so you
Can soe MesSage On SCTeen ).




Usborne Computer Books

Usborne Computer Books are colourful, straightforward and easy-to-
understand guides to the world of home computing for beginners of allages

Usborne Guide to Computers A colourful introduction to the world of
computers. “Without question the best general introduction to computing | have
ever seen. "'Personal Computer World

Understanding the Micro A beginner’s guide to microcomputers, how to use
them and how they work. “This introduction to the subject seems to get
everything right.”” Guardian

Computer Programming A simpleintroduction to BASIC for absolute
beginners. ... lucid and entertaining . ..""Guardian

Computer and Video Games All about electronic games and how they work,
with expert’s tips on howto win. “The ideal book to convert the arcade games
freak to real computing,” Computing Today

Computer Spacegames, Computer Battlegames ListingstorunontheZX81,
Spectrum, BBC, TRS5-80, Apple, VIC 20 and PET. “Highly recommended to
anyone @f any age.” Computing Today

Practical Things to do with a Microcomputer Lotsof programstorunanda
robot to build which will work with most micros.

Computer Jargon Anillustrated guide to all the jargon.

Computer Graphics Superblyillustrated introduction to computergraphics
with programs and a graphics conversion chart for most micros.

Write Your Own Adventure Programs Step-by-step guide to writing adventure
games programs, with lots of expert'stips.

Machine Code for Beginners Areallysimple +000-99
introduction to machine code for

the Z80 and 6502. ISBN 0O-aL020-7&0-3

Better BASIC A beginner’s guide to writing 00099
programs in BASIC.
Inside the Chip A simple and colourful

01

account of how the chip works and what
ndo. 9 "780860"2078




