Answer, and 38 other
common words that use
eight or more of these letters
{without repetition), page 69.
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i urn how touse acomputer

for $249. And keep the computer.

Introducing the Computer Learning Lab, with the Sinclair ZX80 personal computer.

The Sinclair ZX80 is a powerful,
personal computer already in use in
tens of thousands of homes and ousi-
nesses.

Now, for just $249°. the Computer
Learning Lab will teach you and your
children how to use this complete, ex-
Eandable computer right in your own

ome. And when you're done, you get
to keep the computer!

The Computer Learning Lab is a
self-paced course that teaches the ins
and outs of computers. It cuts away
jargon and mystique, taking vou
straight into BASIC—the most com-
mon, easy-to-use computer language.
And the computer itself does the
teaching.

100 LESSONS MAKE
LEARNING EASY.

You just take the ZX80 out of the
box, connect it to your TV and an or
dinary cassette recorder (connectors
are provided), and slip in the pre-pro-

rammed Learning Lab cassettes

here’s nothing extra to purchase.

You'll be wor! inf; with the computer
your very first day!

The cassettes take you through 100

exFeriments that teach Zg(ou how to
solve problems with the ZX80.

You learn by doing. By actually
working with the computer.

And the lessons are designed to be
fun and involving. You create your own
programs for games, code breaking,
interest calculation, and other topics.
Then you can apply the principles
you've learned to more complex
problems.

In fact, you'll be a master of the
ZX80. To use in your business, for
home budgeting, or just for fun

We'll also send you a catalog full
of ready-to-use programs—from Loan
Amortization to Lunar Lander—avail-
able for as little as $6.95.

THE ADVANCED DESIGN
OF THE ZX80.

The ZX80 is the world’s first truly
portable computer. It features a touch-
sensitive k(éyboard and a 32-character
by 24-line display.

And it performs like a much larger
and more expensive computer. Single
keystroke entries make typing pro-
grams fast and easy. An automatic
error detection feature tells you if you

MASTERCHARGE OR VISA ORDERS
CALL: (203) 265-9171. We'll refund
the cost of your call.
INFORMATION' General and
technical (617) 367-1898 or
367-1988. Phones open
Mon.—Fri. 8 AM to

8 PMEST.

Please sendme ——___ Computer Leaming
Lab(s? with the ZX80 personal computer at $24
each (U.S. dollars).

1 enclose check/money order payable to Sinclair Research Ltd. for §

Name

make mistakes. And program editing
helps you correct them. Yet the com-
plete Computer Leamning Lab, includ-
ing computer, is still several hundred

The Computer Learning Lab is a fami
learning aid. Children 18 and above will
quickly understand the principles of
computing—and have fun leaming.

dollars less expensive than any com-
parable computer alone.

The ZX80 is backed by a 30-day
money-back guarantee and a 90-day
limited warranty with a national ser-
vice-by-mail facility. Extended service
contracts for the ZX80 are available for
a minimal charge.

The complete package
includes the &80 a
128 page guide to

computing, a work:
book. six program

cassettes. and two
blank cassettes

for storing your

own programs.

To: SINCLAIR RESEARCH LTD.. 475 MAIN ST. P.O. BOX 3027, WALLINGFORD, CT 06492

Please send me ———___ ZX80 comj uter‘sl)
only, without the L_eamning Lab, at $1999g' eac

{Add $5.00 for shipping)
*For Conn. deliveries, add sales tax.

Address

City. State

Zip

Occupation

Age

Intended use of ZX80:
Have you ever used a computer? O Yes O No

Do you own another personal computer? 0 Yes O No

GM:3-1




CHOOSE
YOUR
CHALLENGE.

PUNCH. SCHUSS. SLAM.

ATViEoN g ATVizion ATVBon =
BOXING SKIING BRIDGE
40 CAME CARIRDOR ] VIDEO GAME CARTRIDGE VO GAME CARTRIGGE.

SmisE —mms S R

«‘ .o*%?" a0 %ﬁ:ﬁ

. ASHENE I - .

DRAG. JUMR  HOOK.

i ASon | e [ P |
DRAGSTER | | CHECKERS | |FISHING DERBY

| ] —z

SUPER GAME CARTRIDGES FOR YOUR ATARI* VIDEO COMPUTER
SYSTEM " Presenting the most realistic video games ever designed.
With brilliant colors and true-to-life sound effects, each one'’s fotally
unique and totally challenging.

BOXING. Jab, punch, bob and weave. I's 5o real, itll leave you
exhausted. SKIING. Slopes, trees and moguls all rush by as you slalom
or race downhill. BRIDGE. Here's the ultimate solitaire bridge gome.
Millions of hands to play, a parfner who bids by the rules and two
sharp computer opponents. DRAGSTER. Pop the clutch, shift the gears
and burn rubber. Crash helmets not included, CHECKERS. From novice
to expert, Checkers Activision-style is a whole new challenge and
hours of fun. FISHING DERBY." The bay’s full of beautiful sunfish. Just
land ‘em faster than your opponent. And watch out for that shark!

Activision games. They're so real. So challenging. And so much fun.
Look for them wherever you buy video game cartridges. For the dealer
nearest you,
write: Activision
759 E. Evelyn Ave.
Sunnyvale,

CA 94086

ATor gng Viden Computér System
are mogemarks of AYan, Inc

190) Acwwsion inc

BEATS THE REAL THING.

CIIVISION

‘ No Kidding : l

|

Speak Up

What were the first w
on tl

The Tru

Will Set "

Three p vere living in a
ce y two beds, and
s time to

lo the trick
hown hve

choosea h Actually, prisoner C
no blindfol ce he had
h.)

identify the color of his hat, he
said: ‘I don’t know.” When pris-
oner B's blindfold wa

also said: “'I don't know,

warden became nervous that his
game was not going to work, when
all of a sudden prisoner C said: '
know.” And upon giving the cor-
rect answer he was promptly set
free, solving the problem of the
crowded cel].

If you are as clever as prisoner C,
you should be able to deduce what
color hat he chose, and how he
was able to figure it out—even
though he was blind,. —P.M.W.
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