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INTRODUCTION

Before you dive into this book, here are a few tips you
may find useful when keying in the programs.

You may miss out all the REM statements except the first
two. These statements are just to help you understand
how the program works.

You can also omit the spaces between the line number
and the start of the statement. However BASIC is rather
pedantic about spaces elsewhere, so | advise you to copy
the rest of the statement exactly. Also, to be safe, always
put a space before words OR and AND. Any spaces
within quotation marks must also be copied exactly.

Remember also to put in all punctuation exactly as it
appears. If you miss out a comma, the program may not
work. If the program still does not work after you have
corrected the errors reported by the computer, check the
following. See whether you have confused any zeros for
the letter O, or alternatively ones and the letter |. Check,
also, that you have not missed any program lines. This is
easily done if program lines look similar. Most program
line numbers go up by ten at a time, so read your line
numbers to find this one.

You may find some of the procedures useful, and you are
welcome to put these in any programs you write for your
own use. You may not, of course, sell or give them away.

| hope you enjoy the book, and that your brain is not
teased too heavily.



HEXAGON PUZZLE

You are really up against the clock on this one as you
must solve as many puzzles as possible. A series of
numbers, or letters, will be positioned around five of the
sides of a hexagon and you will be asked to provide the
missing letter or number. The relationship between the
numbers or letters may be with their corresponding
number or letter on the opposite side of the hexagon, or
it may follow in sequence from an adjacent number.

The decision is yours.

The program will give you eleven puzzles, so see how
many you can solve.
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How to play

Key in the number, or letter, of your choice and press
RETURN key.

Programming hints

One change to make the puzzle easier, is to reduce the
size of the numbers used. S(2) on line 150 is the value of
the first number in the sequence if the pattern is a
sequence of numbers going around the hexagon. IC on
line 160 is related to the interval between the numbers
going round the hexagon. So if the 9 in line 150 is
changed to a smaller number and IC is always 1 this will
make the puzzle easier.

If you wish to make the puzzle more difficult (and you
must be brave or a genius to want to do so}, then you
could either increase the possible values of S(2) or IC or
increase the number of different types of sequence. At
present there are five different types of sequences
depending on whether W is 0 to 4. If you allow W to
become 5 or larger in line 170, you could add a new
sequence type for W=5 after line 230.

Program

1 GO SUBR 80O
10 REM
20 REM ?
4G DIM S(8): DIM P&(2335)
50 CLS
70 LET TE=0: LET CR=0
80 CLS
90 LET TE=TE+1
100 IF TE=11 THEN GO TO 670



110 REM

120 REM work out sequence

130 REM

140 LET 8(1)=0

150 LET S8(2)=INT (RND*%9+1)

160 LET ic=INT (RND*4+1)

170 LET W=INT (RND#*I)

175 IF w=2 AND s(2)>2 THEN GO TO 170

180 FOR I=3 TO 8

120 IF W=0 THEN LET $(I)=2%#8(I-1)-8(I—
2r+1C: LET M#="The interval increases by

"+5TR$ (IC)+" each time"

200 IF W=1 THEN LET 8(I)=6(I-1)+5(I-2)
+I1C: LET M#="Each number is the sum of t
tie previous two plus Y+BTR& (IC)

210 IF W=2 THEN LET 8(D=8{(2)~(I-1): L
ET M$="Each number is "+BTR$ (8(2))+" to

the power of 2,3,4,5,6 and 7"

220 IF W=3 AND I*S5 THEM LET S(I)=8(2)
+ LET S(4)=IC: LET S(Z)=INT ((S(2))+IC)/
Zr LET S(I)=8(@2)*8(I-3): LET Mé="Each nu
mber is "+5TRS$ (S(2))+" times the number

oppoasite it."

230 IF w=4 AND i35 THEN LET s(Z)=s(2):

LET s(4)=ic: LET s(5)=INT ((s(2)+ic)/2)
: LET s{i)=ic¥s(1i-i): LET m$="The numbe
rs on the left hand side of the wheel ar
e "+BTR$ (ic)+" times the numbers on the

right hand side"

240 NEXT I

250 FOR I=1 TO 13: PRINT : NEXT I

260 REM

270 REM display number wheel

280 REM

290 PLOT 135,159: DRAW 48,-18: DRAW Q.-
48: DRAW —-48,-18: DRAW -48,18: DRAW 0,48
: DRAW 48,18: DRAW 0,~-B84: DRAW -48,18

300 DRAW 96,47: DRAW O, -48: DRAW —9&,47

400 REM print numbers or letters

410 IF 8(8)»26 OR s(7)»26 OR s(&6) 26 TH
EN LET LE=0: FRINT AT 4,18:i5(3) AT 7,19



1504 3AT 10,17:8(5)5AT 10, 1458(6)3AT 7,1
15807

420 IF S(8)<=246 THEN LET LE=1: FRINT A
T 4,18;CHR$ (L4+INT SCE) AT 7,195CHRS (
HAFINT S¢4))iAT 10, 185CHRE (64+INT S(5))
FAT 10, 145CHRE (64+INT S(6)) AT 7,125 CHR
% (GA+INT 5(7))

430 REM

440 REM input answers

450 REM

455 INPUT I%: GO TO S00

459 STOF

4460 LET IX=1

480 FRINT AT 4, IX+125F& (IX) i LET IX=IX
+1
482

LET F$(IX)=INEEY$
483 "UOTHEN  GD TO 483
484 "OTHEN GO TO 484
48%  INMFUT F&(IX): FRINT AT 4, IX+1ZiP$(
IX): REM FRINT AT 4, IX+17|F$(IX).: LET
IX=IX+1
4846 LET P$(IX)=INKEY$: IF P$(I1X)="" THE
N 60 TO 486
488 IF F$(IX)<XCHRS (13) THEN GO TO 48
0
489 LET F$IX)=INKEY%$
490 LET I$="0": FOR I=1 TO IX-1: LET I#%
=T%+F$ (1) NEXT I
500 REM
510 REM check answer
=520 REM
530 REM
=535 IF LE=1 THEM 60 TO S50
540 IF LE=0 AND VAL (I$)=5(8) THEN INK
Z: PAPER &: FRINT CHR$ (8): FRINT AT 19
,b;"””' LET CR=CR+1: INK 3: GO T0 610
=0 IF LE=1 AND (I$=CHR$ (64+5(8))) THE
FAFER S: INK ©: PRINT CHR#% (8): FRINT
AT 5,195 INE 23"?": LET CR=CR+1: FAFER
I GO TO 610

h
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5460 FRINT AT 14,05 "No the answer = "3
570 IF LE=0 THEN PRINT 58

580 IF LE=1 THEN PRINT CHR$ (64+85(8))
=590 IF LE=1 THEM FRINT @ PRINT "Replac
e sach letter by its position numbe
r e.g. 1 for A, 2 for B etc.”

H00 FRINT M#

H10 FRINT AT 21,0:i "Fress return to cont
inue”

420 INFUT AS

&HI0 B0 TO 80

&40 REM

&50 REM score sheet

b6HO REM

&70 CLS ¢ PRINT

&80 FRINT "Number of puzzles completed
="3TE

490 FRINT @ FRINT “Number correct ="iOR
710 LET IQ=INT (CR*¥100/5.7)

720 FRINT = FRINT "Your IG level (numet
acy)="3 IG

7EO PRINT

740 IF CR»=7 THEN FRINT "this is class
ed as SUFERIOR (upper 10%)": GO TO 7
70

750 IF CRe=& THEN FRINT "This is class
ed as GOOD (upper 20%)": BO TO 770

740 IF CR=5 THEM FRINT “This is classe
d as FAIR (upper &0%)"

770 STOP

ao0 FOR n=0 T0O 7

810 READ r: FOKE USR "p"+n.r

820 NEXT n

830 DATA 0,0,1.2,4,136,80,32

840 RETURN

9999 FAPER 7: BORDER 7: INK O



ODD ONE OuUT

/74
¥/

Nine pictures are displayed on the screen and you are
given only a few seconds to compare them and identify
the odd one out.

A score sheet will be displayed, showing the number of
puzzies completed, number correct and the time and
average time taken.

How to play
Each of the pictures on the screen will be identified by a

number, and you must key in the appropriate number as
your guess.
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If you get the answer wrong, you will be told the correct
answer, to the accompaniment of a low pitched little
tune. Get it right, however, and you will hear a pleasant
little tune.

After each attempt you will be asked if you wish more (Y
for Yes) or wish to stop (N for No).

Remember to press RETURN.

Programming hints

The rainbows are drawn using the PLOT and DRAW
commands, except to speed up the drawing the PLOT
command is replaced by a machine code routine at 3200
0.

If you decide to make the arcs of the rainbow thicker then
increase the 2 in line 720.

Program

10 REM opdd one out

20 REM copyright 7 G.ludinegki 1983

F0 BORDER 7: FAFER 73 INK O

40 LET rainbow=&40

50 DEF FN uwQ=INT ((6S536%FEEK 2T674+51
S6#PEEK 23673+FEEE 2F672) /50)

&0 DEF FN 1 (m,n)=m+n+ARS (m—n)) /2

70 DEF FN £ O=FN 1(FN u),FN u())

80 DIM a(3): DIM s(3): DIM =(Z): DIM d
)

20 LET nu=0: LET cr=0

100 LET ti=FN t O

110 GO SUR 860

120 CLS

130 LET nu=snu+l
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140 LET pt=0

150 REM

160 REM draw windows

170 REM

180 LET w=béb: LET h=30: FOR y=140 TO 56
STEF —-42: FOR x=10 TO 285 STEF 83

190 PLOT x,y: DRAW w,0: DRAW O,h: DRAW
~w, O DRAW O, -h

200 DRAW 5,5: DRAW w-10,0: DRAW 5,-5: D
RAW ~3,3: DRAW O,h~10: DRAW 5,%5: DRAW -5
»—9: DRAW ~w+10,0: DRAW ~5,5: DRAW 5, -
DRAW O,—h+10

210 NEXT x

220 NEXT vy

230 REM

240 REM generate rainbows
O REM
LET wh=INT (RND*%+1)

LET hi=h-10

LET a(3)=-ASN (hi/{w—-10))z LET al)
=—A8N (hi/(w-28)): LET a(l)=-A8N (hi/ (w—
40))

290 FOR i=1 TO 3: LET =s(i)=1-C0S a(i):
LET z(i)=hi: NEXT i

I00 REM
REM draw rainbows

REM

LET x=15: LET y=145

FOR i=1 TO 9

LET dfi)=0

NEXT i

E70 LET dlwh)=5

80 G0 BUB rainbow

390 REM

400 REM gquestion

410 REM

420 INE Oz FRINT AT 16,03 Which wind
ow is different"

470 LET i#="": LET i=0

440 LET i$=INEEY&: IF i%="" AND i<50 TH
EN LET i=i+l: GO TO 440
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GTRE 1 OR i$:8TRG

450 IF i%<x"" AND (i4
?) THEN GO TO 440
4460 IF i%="" THEN GO TO 480

470 IF VAL i$=wh THEN FRINT : PRINT "¥Y
ouw are right": BEEF 2,12: LET cr=cr+
i BO TO 490

480 PRINT @ PRINT “"No,"jwhi" is differe
nt": BEEF 1,3: BEEF .5,4

420 FRINT & FRINT "Do you want more (Y/

=

INFUT
IF réd

4
n'" AND r$<EUN" THEN GO TO

520 REM

530 REM score sheet

D40 REM

550 CLS

HHO FRINT TAE 103"0dd one out"

G570 FOR i=1 TO 7: FRINT @ MNEXT i

580 FRINT @ PRINT "Tests completed = "3

590 LET tm=FN t()—-t1

&HOO FRINT @ PRINT "Tests correct = "jor
A10 PRINT ¢ FRINT "Timg taken = "§tmi"
conds "

=0 THEN  FRINT = FRINT "Time
"$INT (tm/cr)i" seconds”
GO TO 230
REM rainbow subroutine
LET wi=w—-10
LET pt=pt+1

INK. O: FDOR g=5 TO 18 STEF S: FOR k=
2 STEF 11z PRINT AT g,kipt: LET pt
=pt+1: MEXT k: NEXT g

L&B0 LET xs=u+l

620 LET cv=0

700 FOR g=xx+30 TO xx STEF -15

710 LET cv=cv+l: INK cv

720 FOR j=0 TO 2

730 LET ra=wi+x—{g+i)
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740 FORE 32006,g+i+d (1) FOEE
RANDOMIZE USR 3I2000: DRAW ra¥s(
saflov)

750 FPORE 2006, g+j+85+d (2): FOKE 32007,
vi RANDOMIZE USR Z2000: DRAW ra*sl(cv),z(
cv)yalcy)

760 PORKE T2006,g+i+170+d (3): FOKE 32007
2v: RANDOMIZE USR 32000: DRAW raxslcv),=z
(cv) yalev)

770 FPORE B200&6,g+j+d{(4): FOKE 3I2007,y-4
2: RANDOMIZE USR IZ2000: DRAW ra*s(cv),z(
cv)yalov)

780 POFE 32006,g+j+
y—42: RANDOMIZE USR
2locv) yalov)

790 FORE JZ2006,g+i+170+d (6): FDEE 32007
LY—42: RANDOMIZE USR Z2000:@ DRAW ra%*s (cv
Yezlev),alcw)

800 FOKE 32006, g+i+d{(7): FORE Z2007,y-8
4y RANDOMIZE USSR 320008 DRAW raxs(cv) ,z(
cv),aicv)

810 FOKE 3I2006,g+i+85+d (8): FOKE 32007,
y—84: RANDOMIZE USR JF2000: DRAW ra¥s(cv)
s2lev)alav)

820 FOKE 32006,g+j+170+d (9): FOKE 32007
. y=—84: RAMDOMIZE USR Z2000: DRAW raxsicwv
Yyzlev),alecw)

20 NEXT

840 NEXT g

830 RETURN

860 RESTORE

870 FOR v=0 TO 11

880 READ hy

890 FDKE 32000+v, by

F00 NEXT v

10 RETURNM

920 DATA 62,2,205,1,22,1,0,0,205,229,34
. 201

P30 REM end

D07, v
viszilcy)

-d (Z) s POKE 32007,
00 DRAW ra¥s (cv)




SAFECRACKER

Are you a quick-thinker or a deep thinker? | hope you are
one or the other, or you will never be able to crack open
someone else’s safe!

This game can be played two different ways, depending
on whether you are a quick or deep thinker. If you are not
sure which you are, then | suggest you play it both ways,
and find out which way gives you the highest score.

In all cases, a closed safe is displayed and you are given
two clues about the secret code that opensiit. If you work
out the exact answer before keying in the code, you are
given 2 minutes to do it. If you make guesses, then you
are only allowed 16 seconds. Wrong answers are
ignored.
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If you take too long you are surprised by the caretaker
who switches on the light. He then presses the alarm
button and you hear the police sirens wailing and you
know all is lost.

If you do manage to crack the code in time, the safe
opens, revealing gold bullion.

How to play

You are given two clues such as those shown above. The
code is always a two digit number. Key in the number
(you need not press RETURN).

To end the program, press BREAK.

Programming hints

To reduce the number of digits allowed, reduce the
number inside the RND brackets for XX and YY in line
510.

If you find the game too easy then do the opposite.

Program

10 REM safe cracker

20 REM 7 G. LUDINSEI 1984

25 DEF FN c%(a$,n)=a%( TO n)

30 DEF FN e$(a$,m)=as(m TO )

40 LET BElL=0: LET RD=1: LET YE=2: LET W
H=Z: LET E=4

45 DIM i%(2)

S0 LET SC=0

70 PAFER BL+EB: INK WH
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80 CL.S

S0 PRINT AT 0,13 "Score": FPRINT " ":8C
100 REM
110 REM draw safe closed
120 REM
130 INK 2@ FPAFER &: FRINT AT 8,203"%":
FLOT 79, 15%: DRAW 109,0: DRAW 0,-F4: DRA
W -109,0: DRAW 0,%6: FLOT 88,151: DRAW 9
3,0: DRAW O,-80: DRAW -%3,0: DRAW 0,80
170 GO SUE 300

180 INK 1: PRINT AT 14,13"If you multip
1y the first digit by "§INT Als " and the
second digit by "iABS INT (BL)§i" and "3
S%1" the result is “"§INT Cly"."

190 FRINT AT 18,15"The ilst digit "iV$
200 PRINT AT 18,205 "the 2nd digit is "j
INT C2: INFUT "what is the code?"iis$
PAUBE 10

IF I$(1)=FN c% (A%, 1) AND IsIx"E" TH
G0 TO 280

IF I$="E" THEN GO TO 700

FRINT I%

IF is(2)=FN e$(A%,5) THEN GO TO 20

290 PAUSE 60: GO TO 380

00 FRINT i$(1)sis(2)

310 LET Z$=I$(1)+i%(2)

320 IF Z$=A% THEN LET SC=GC+1: GO SUR
&30 GO TO &0

330 FRINT " No the code is "jABS (VAL A
%)

335 FAUBE 200

340 GO TO 60

350 REM

360 REM SWITCH ON LIGHT AND SOUND SIREN

REM

FRIMT "no the code is "ijAs: FOR I=i
TO &6: BREEF 1,10: BEEF 1,12: REEFP 1,10:
BEEF 1,12: LET R$=INKEY&: GO TO &0




20

EGO REM

500 REM question

S10 LET AL=INT (RND*8)+2: LET BI=INT (R
ND#8)+2: LET XX=INT (RND®*10): LET YY=INT
(RND*10)

520 LET Wi=-1: IF RND:).5 THEN 60 TO 5
25
LET Wi=1
LET W2=-=1: IF RND>0.5 THEN GO TO 5

=0

D27 LET W2=1

S350 LET Bl=DB1l#W1

540 LET Cl=(A1%XX)+(R1*YY)

TS0 LET L2=XX+ (W2%YY)

560 LET S#="add them then": IF Wi=-1 TH
EMN LET B#="subtract them"

570 LET Vé="plus ": IF W2=-1 THEN LET
Vé="minus "

580 LET A%=8TR$ (ARG (XX))+8TR$ (ABRS (Y
Y

90 RETURM

600 REM

610 REM draw safe open

&H20 REM

&0 INK 2¢ PAPER &: FLOT 79,159%9: DRAW 1
09,0: DRAW 0,-%6: DRAW ~109,0: DRAW 0,7:
FLOT 79, 159: DRAW 0,~-9: PLOT 88,151: IN
k. 2: DRAW 93,0: DRAW 0,~BO: DRAW -93,0:
INK 7: DRAW 0,80

640 FRINT AT 8,20:" ": INK 2: FLOT 88,1
51: DRAW ~80,-1&6: DRAW 0,-80: DRAW 80,16
6798 FAUSE 200

499 RETURN

700 STOR



FRACTIONS AND
PERCENTAGES

26 Hioheat score ¥ Score 4l
Quiz game 3 - Fraotions and percentages

Hello,what is your name ?TEVE
Here are some problems EVE

377 expressed as a peroentage = 0.32

If you have trouble converting percentages to fractions
and vice versa then this is for you.

How to play

The playing instructions are the same as those in the
Profit and Loss program which is to be found elsewhere
in this book.

Programming hints

The conversion from fraction to percentage routine
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expects the percentage value to be entered to two places
of decimals i.e. it expects the player to key in 66.66 not
66.7. The trick to write a number to a certain number of
decimal places is to multiply it by 10 to the power of the
number of decimal places you require, then find the
integral part, then divide by the same number. In the
program the fraction F/G is multiplied by a further 100
before conversion as the number is a percentage.

Even though the answer is given to a certain number of
decimal places any answer, provided it is within 1 of the
correct answer is accepted. This is so that the answer is
marked correct however inaccurate the method used to
obtain it.

Different types of problems can be added as described in
Profit and Loss.

Program

REM quiz

REM 7

FAFPER S: INK O: BORDER 1: CLS

DEF FN r$(l$,m)=1%( TO n): REM left

S DEF FN t#(l%,m)=1%{m TO )z REM righ

40 DIM PH(253)

50 LET Bg="

60 LET HE=" Higest score ": LET K$=
& SCORE"

70 FRINT H$: PRINT @ FRINT "Guiz game
% — Fractions and FPercentages"

BO FRINT 2 FRINT

P00 INFUT "Hello, what is your name "iN
$: FPRINT : FRINT "Here are some problems

i IF N$<F"ND SOUND" THEN FRINT N$
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100 LET W=1: LET O=0: LET T=1: LET I®="

": LET F=0: LET MAX=0

102 LET Fs=f+1

104 GO SUR 248

106 PRINT

110 FRINT : FRINT %3 "="j: GO SUR S5&0:
FRINT @ IF w=—1 THENM INFUT Is:i"/"§jVé: &
0 T0O 130

115 IF w=l THEN INFUT i$: GO TO 140

120 IF LEN STR$ (j)=1 THEN LET u=i: LE

%

LEN 8TR$ (j)=2 THEN LET u=2: LE

135 IF W=—1 AND i$=FM r#%(l$,u) AND vé=F
N t$(l%,8) THEN GO TO 160

140 IF W=1 AND i%=1% THEN B0 TO 1&0
1350 GO TO 180

160 FRINT @ PRINT "Yes, congratulations
"y LET C=C+1: PRINT @ FRINT : IF Né$="NO
SOUND" THEN GO TO 210

170 BEEP .2,12: BEEF .1,1é: BEEF 1,20z
EEEF .Z2,10: BEEF .1,15: BEEF .4,20: GO T
0 220

180 IF T=1 THEN FRINT "No, "iH$:i" try
again": LET T=2: GO TO 110

190 PRINT "Sorry, the answer is = "z FR
INT L#%: PRINT M$: FAUSE 1000

200 PRINT C#

220 IF p=10 THEN 60 TO 410

221 LET I$=INKEY#%: PRINT : FRINT "Do vo
uw want more? (Y/N)": GO SUR 35&60: FRINT
2F0 IF IHCH"Y" AND I$< "N AND Is<>"" A
ND I$<x"y" AND Is<>"n" THEN GO TO 220
240 IF I$="Y" OR I$="y" OR I$="" THEN
LET T=1: CLB : GO TO 102

244 GO TO 9999

248 REM RUESTION

250 LET L%=""z: LET M$="": LET Cs=""

260 LET W=—W: LET F=INT (RND*%?)+1

270 LET G=INT (RND¥%)+1: LET J1=INT (RN
D®19)+1
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280 IF F=G OR F/G=INT (F/#) OR B/F=INT
(GAF) THEN GO TO 260

290 IF F<G THEN LET E=INT (F/GB#100): L
ET J=J1%3

200 IF G<F THEN LET E=INT (G/F#100): L
ET H=G: LET G=F: LET F=H: LET J=J1%2

Z10 LET E$=8TR$ (E): LET F&=5TR% (F): L
ET G$=3TR$% (G): LET J$=8TR$ (J)
20 IF W=1 THEN GO TO 410
O LET O#$=J4+"% converted into a fract
ien"

240 LET H$="F%L is F/100. If top and
bottom of the fraction are exactly
divisible by the numbers, then di
vide by these numbers. "
350 LET HU=100: FOR I=1 TO 8
ELH0 OIF J/G=INT (J/5) AND HU/S=INT (HU/E
THEN  LET J=Jd/85: LET MHU=MU/E
70 OIF J/2=INT (J/2) AND HU/Z=INT (HU/Z2
) THEM LET J=J/2: LET HU=sHU/Z2

E80 NEXT I: LET A%=STR% (J)+"/"+5TR$ (M
w

390 LET L$=A%

400 LET ME='"as "+J%+"/100 = "+A%

410 IF W=-1 THEN GO TO 460

420 LET Qé=F&+"/"+G6%+" expressed as a p
ercentage"

420 LET H3="F/Q IS (F/Q)x100%U"

440 LET A%$=8TR$ (INT (F*1Q000/6)/100):
LET L#=As+"%"

4530 LET M3="as ("+F&+"/"+6%+")x100="+A%
460 RETURN

560 FAUSE ©

570 LET I=1: LET VF=0: [LET HF=10

572 LET FP$(I)=INKEY$: IF Fs(I)="" THEM
FARER Z: INE 2: PRINT §1,0§" “sH&iMAX:
K$iC: FPAFER INK 4

590 LET I$="": FOR x=1 70 I-1: LET I%=I
$+FH (1) MEXT x

4£00 RETURN

4610 REM  score
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520 CLS

HEO FRINT = FRINT "Number of problems o
ompletad ="3iF

&40 FRINMT 2 PRINT "Number correct ="i{
&H70 IF D:MAX THEN  LET MAX=C

&80 LET P LET C=0

&R0 G0 TO
700 REM




SAINTS TO SINNERS

SATNTS TO SINNERS

NG
-

WHAT 13 THIS TUNE CALLED ?

Here is a musical test for the members of your family who
have a keen ear for a tune.

The object of the game is to guess the tune being played
and to make it easy, to begin with, we have allowed your
computer to play the entire tune. After the first ten
‘numbers’ you will only hear a short snatch from the
tune.

We have included a very large selection of tunes suitable
for ‘saints and sinners’.

To make life more difficult for the player we have entered
the tunes, using a special code, so that they cannot be
guessed at in advance.
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How to play

When you think that you have guessed, correctly, the title
of the tune being played, type in the full title press
RETURN and find out if your ear is musical, or tin.

Programming hints

Lines 200-470 contains the procedure that plays the tune.
The notes of the tune are held in the first and second, if
any, elements of the array A$ and the name of the tune is
held in N$. W is the indicator determining which tune is
to be played. The tune stored in array A$ is terminated by
the letters XXXXX. If more than one element of the array
is needed to store the tune, the first element is
terminated by the letters NNNNN. Storing data in a string
variable is a very useful trick when there are too many
fields to be assigned to use assignment statements, and
when you do not wish to use DATA statements, as you
will be accessing data randomly, not sequentially. See
the section entitled Possible alterations for further
details.

The obvious alteration that can be made, are that when
you know the names of the tunes you will want to change
them. If you wish to increase the number of tunes that
can be played then you must increase the maximum
value of W held in line 100. You could then include your
tune between 380 and 390 starting with a statement
ensuring that the tune is skipped over if the value of Wis
not the correct one. You could then work out the tune
your require on an instrument, or else you could copy a
musical score. If you are copying a musical score then
you should refer to the User Guide, but if you are doing it
for fun then | recommend a child’s musical instrument
which usually just has the octave that starts with middle
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C which is the most common octave. The pitch numbers
for this octave are:

Middle C 053
D 061
E 069
F073
G 081
A 089
B 097
c10

The duration of the notes should be smaller numbers
than specified in the User Guide as processing the array
takes time. Therefore | suggest that the durations should
be 03,08 and 18 approximately for notes of short, middle
or long duration. When you have worked out the pitch
and duration of all the notes, you should assign them to
the first and, if more room is required, the second
element of the array. The pitch number must have three
digits and the duration must have two and they should be
joined together and separated from details of the next
note by a space. As stated before, the first element is
terminated by NNNNN and the second element by
XXXXX.

I do not expect you will bother to putthe name ofthe tune
in code, but in case you do N$ is made up of the ASCII
values of the letters of the name of the tune,
remembering to include spaces which have an ASCII
value of 32.

Program

10 REM saints to sinners
20 REM 7
25 DIM a%{(60)
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Z0 DEF FN t${as,n,M=a%{n TO M
A0 FAFER 2: INKE O: RORDER 1: CLS
80 FRINT INK 7:; BRIGHT LiAT 1,5:i" S8Al
NTS TO SINMERS!
P0 GO SUR 500
100 LET W=INT (RND¥*4)+i
110 GO SUBR 190
112 REM  LET as$="": FOR i=1 TO LEN (m%)
STEF 2: LET A$=a$+CHR$ (VAL FN t&$(m®,i,
i+1)): NEXT i
114 REM INFUT AND CHECE ANSWER
115 FRINT AT 4,03 "What is the tune call
ed?"
1 INFUT i%
130 IF is<>M$ THEN GO TO 1346
135 PRINT AT 6,0:i"Yes, you are right":
G0 TO 140
136 PRINT & FRINT "No, it is called "M
k3
140 INFUT "Do you want more? (Y/N)"ie$
150 IF esd:x"y" AND e$<>"Y" AND e$<:="n"
AND es< »"N" THEN GO TO 140
155 IF e$="y" OR e$="Y" THEN GO TO 10
160 GO TO 700
REM play tune
IF wall THEM B0 TO 260
LET m$="FRERE GUSTAV"
BEEF 1,0z BEEF 1,2: BEEF .5,3: BEEP
BEEF 1,0
230 BEEF 1,0: BEEF 1,2: BEEF .3,3: BEEF
21 BEEF 1,0
BEEF 1,3: BEEF 1,5: BEEF 2,7
BEEF 1,3: BEEF 1,5: BEEF 2,7
BEEF .75,7: BEEF .25,8: BEEFP .5,7:
-5,%: BEEF .5,3: BEEF .5,2: BEEF 1,

BEEF .75,7: BEEF .25,8: BEEF .5,7:
.5,5: BEEF .5,3: BEEF .5,2: BEEF 1,

BEEF 1,0: BEEF 1,-5
BEEF 1,0: BEEF 1,~5

BEEF 2,
BEEF 2,



8 RETURN
O REM
G IF w2 THEN GO TO 250

270 LET m$="THE FIRST NOEL"

280 BEEF .%5,4: BEEF .5,2: BEEF .7,0: RE
EF .2,4: BEEP .3,3: BEEF .5,7: BEEF .7,9

BEEF .3,11: BEEP .%5,12: BEEP .5,11: BE

« 5,92 BEEF .5,7: BE 5,92 BEEP .5,1
BEEF .35,1%: BEEFP .5,7t BEEF .S5,5: REE
8,4 BEEF .2,4: BEEF .4,2: BEEF .5,0
BEEF .3,2: EEEF .35,4: BEEF .5,5: EE
1 BEEF .5,9: BEEF .53,11i: BEEP .35,
BREEF .%5,%: BEEP .5,7: BEEP .5,%9: EBEE
.S,11: BEEPF .5,12: BEEF .5,11: EBEEF .5
s+9: BEEF .5,7: BEEP .5,%: BEEP .S,1l1: BE
EF .5,12: BEEF .5,5: BEEF .5,4
349 RETURN
ZE50 REM
354 IF W<rI OTHEN GO TO 410
LET M&="0MNCE IN ROYAL DAVID*S CITY"
BEEF .35,5: BEEF .95,%: BEEF .5,10: R
REEF .&§,10: BEEF .5,10: BEEF
FEF .5, 10: BEEF .5,11: REEP .5,11
EEEF .%5,10: BEEF .5,10: BEEF .7,14: EE
EF .7,1&: BEEF .3,14: BEEF .3,1 BEEF .
5,11:s BEEP .5,10: BEEFP .5,7:; BEEF .5,7

409 RETURN

410

415 4 THEN GO TO 4350

416 LET M$="G00D KING WENCESLAS LAST LO
OKED OUT"

420 BEEF .5,5: RBEEF .5G,5: BEEFP .5,5: BE
EF .5,7: BEEF .5,5: BEEF .7,5: BEEF .5,0
: EBEEF .5,2: BEEF .5,0: BEEP .5,2: BEEF
.&,4: BEEFP ,7,5: BEEF ,9,3: BEEF .5,5: B
EEF .5,%: BEEF .5,5: BEEF .5,5: BEEFP .7,
7: BEEF .4,5: BEEF .4,5: EEEFP .4,0: BEEF

.4,2: BEEP .6,0: EEEF .7,2: BEEP .5,4:
BREEF .5,5: BEEP .5,5

449 RETURM

450 REM
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455 IF w5 THEN GO TO 100
456 LET M$&="MORNING HAS BR
460 BEEF .5,0: BEEF .5,4:

BEEF .5, 14: FAUSE

EF 10:
11z WS, 9 BEEF .5,7: BEEF

F.5,7: PAUSE 10: BEEF .5,0: BEEF .5,2:
BEEF .5,4: BEEF .5,7: BEEP .5,9

470 BEEF .5,7: BEEF .%,4: BEEF .5,0: EBE
EF .5,2: FAUSE 10: BEEF ,5,0: BEEF .5,4:
BEEF .5,7: BEEF .5,12: BEEF .5,14: REER

-S,11: BEEP .5,9: BEEF .5,7: RBEEF .%5,9:

BEEF .5,7: FAUSE 5: BEEFP .95,0: BEEF « Siy
Z: BEEF .35,4: BEEF .5,7: BEEF .5,9: BEEF

«Sy4: BEEF .5,0: BEEF .5,2: BEEF “G,0
499 RETURN

S00 REM DRAW RADIO

G10 FLOT 63,63: DRAW 9&,0: DRAW Q,~Sb:
DRAW ~9&,0: DRAW O, 54: DRAW O,-B: DRAW %
6,03 DRAW ©,-8: DRAW —96,0

520 CIRCLE 74,36,4: CIRCLE 90,36,4: PLO
T 103,3%: DRAW 40,0: DRAW O,=24: DRAW -4
0,0: DRAW 0,24

&00 RETURN

610 REM

700 STOF




DON'T PAINT THE CAT

M)

Seems a strange title for a program. | mean, who would
want to emulsion paint the family mogg anyway?

Well you see, the family have decided that you have to
paint the garden fence. You lost the draw —it might have
been your sister instead who had to do it, but never mind
there is always next time. Across the fence from you and
your fantastic paint brush, is your neighbour’s transistor.
As a mental challenge you have decided to paint the
fence according to the high/low pitch of your neighbour’s
music.

Look out for your cat, it’s parked at the end of the fence.
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How to play

As the game begins you will hear just two notes to
compare but, everytime you get the answer correct the
next tune will have an extra note.

You will be told which two notes to compare, and you
must key in H or L for High or Low.

If you take too long to answer, the cat will wind up getting
covered in paint.

Press the RETURN key when you want a new tune.

Program

1 REM

? REM Don*t paint the cat
10 REM

i1 REM 7

12 REM

13 REM define graphic

14 RESTORE : GO SUR 800
F0 REM

35 REM clear screen

346 REM

40 DIM N(11)

50 BORDER 1: PAPER 4: INH O CLS
140 REM

150 REM start game

160 REM

170 FOR ji=2 TO 9

180 REM

120 REM draw fence

195 REM
200 60 S5UR 600
300 REM
310 REM choose which notes
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320 REM

340 LET W=INT (RND*J)+1: LET A=INT (RND ‘
#»J)+1: IF W=A THEN GO TO 340 4
350 LET F$="th": IF W=1 THEN LET F$="s
en

360 LET G$="th": IF A=1 THEN LET G$="s
£n

370

IF

W=2 THEN LET F#="nd"
THEN LET G$="nd"

400 IF A=3 THEN LET G#="rd"
410 PRINT AT 16,03"Is the "jWiF$:i" note

in the tune higher or lower than th
e "ijANEH: " note.": FRINT "Fress H or
L"s FAUSE 30

440 REM

450 REM FLAY THE TUNE

460 REM

465 FOR k=1 TO j

470 LET NOE)=INT (RND*20): IF k=1 THEN
GO TO 490

475 REM

476 REM ensuwre no note is repeate
o

477 REM

480 FOR g=k-1 TO 1 STEF -1: IF N{K)=N{q
) THEN GO TO 470

485 NEXT

490 REEF .73, M)

500 MEXT kK

501 REM

502 REM calculate correct answer

503 REM

S05 IF NW =N(AY THEN  LET Ag="H"

510 IF N(W)<MN(AY THEN LET Ag="L"

515 REM

516 REM paint fence

517 REM

520 60 SUR 850

525 REM

526 REM check answer




S27 REM

330 IF (as="H" AND (i%="H" OR i%="h"))
OR (as="{" AND {(i%="L" OR i%="1")) THEN
FRINT AT 20,0i"Yes, you are correct": F
OR w=1 T0 100: NEXT w: FRINT AT 21,03"an
y key to continue": FAUSE O: FAUSE O NE

XT j: GO TO 2000

540 FRINT AT 20,0i"You are incorrect.

the answer wasi """sasz"nn
530 FOR w=1 TO 250: NEXT w: 60 TO 10
598 REM

599 REM draw fence

600 REM

401 INK ©p PAFER 4: BORDER 1: CLS

602 FDOR x=13 TO 169 STER 16

&0T LET y=159: LET z=8: LET g=104
610 PLOT x,y: DRAW z,0: DRAW O,-q: DRAW

~z,0r DRAW 0,q

612 NEXT x

620 FOR a=23 TO 151 STEF 1&: LET
LET e=138: LET d=7%9: LET e=71
H30 FLOT a,b: DRAW 8,0: NEXT a
&35 FOR a=23 TO 151 STEP 1&: LET
LET =135z LET d=79: LET e=71
640 FLOT a,c: DRAW 8,0: NEXT a
645 FOR a=23 TO 151 STEF 163 LET
LET ©=135: LET d=7%9: LET e=71
&50 FLOT a,d: DRAW 8,0: NEXT a
&£55 FOR TO 151 STEF 16: LET
LET c=1358: LET d=79: LET e=71
&60 FLOT a,e: DRAW 8,0: NEXT a
&70 FRINT AT 14,243"7?"

704 REM

705 REM draw border

706 REM

710 PLOT Q,0

720 DRAW 285,0: DRAW ©,175: DRAW
: DRAW 0,-175

730 RETURN

7720 REM

7791 REM define graphic

35

b=143"

b=14T:

b=143:

b=143:

-255,0
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792 REM

BOO FOR n=0 TO 7

810 READ ri: FOEE USR "p"+n,r
820 NEXT n

830 DATA 0,T6,40,60,460,28, 62,460
840 RETURN

844 REM

845 REM paint fence

846 REM

851 FOR «=15 TO 159 STEF 16

8460 FOR y=85 TO 18%9: LET r=8

861 REM

862 REM checlk for answer

843 REM

865 IF INEEY$<:»"" THEN LET i#=INKEY®:
GO TO 00

870 INK 72 FLOT x,y: DRAW r,0: NEXT y:
MEXT x

880 FRINT AT 14,24: FAFER 43 INK 7:"?":
GO TO 1000
00 IF i$<x"1" AND i$<:"L" AND i%
AND i%<x"H" THEN GO TO 870

L0 RETURN

T

20 REM

95 REM cat painted

996 REM

1000 FRINT AT 20,0i"Too late! The correc
B ONHENEE wasi “"tUpAguren

1010 FOR w=1 TO 300: NEXT w: INPUT "agai

n? Y/N"fr$: IF r$d:"n" ANMD r$<>"N" THEN
G0 TO 10

1020 NEW

1990 REM

1995 REM all 8 correct

1994 REM

2000 FLASH 1: FRINT AT 0,08 OVER 154,454
:l!!’ﬂ.‘."!!5?5‘,9!,!!!’55!!’5!H!’!‘!!,S!!!:‘S!‘,=
FOR w=1 TO S00: NEXT w: FLASH O: CLS
2001 BORDER S: FAPER 2: INE 7¢ CLS : FRI
NT AT 11,2;"A musician like yourself

should not be painting fences!": STO
3



A-MAZE-ING

6 secs Score = @ Steps

ﬁe?
IJ‘L"p.
e

_“l':

You are at the bottom of a complicated maze, and your
objective is to reach the top in the quickest possible time,
but also with the fewest number of moves possible.

Don’t rush headlong into this one, as a little forward
planning can save you time and points.

Every step counts as a point and every time you try to
cross a barrier counts as a point.

You must aim for the nearest exit at the top.
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How to play

You are represented by a dot in the lower left hand side
of the maze, and you move by using the ARROW cursor
keys. Do not press the shift key, just the keys with the
arrows on.

Your score will be displayed at the top of the screen. The
number of steps taken has a greater effect on your final
score than the time factor.

You may, of course, retrace your steps and begin again
from any point you wish to. When you reach the top, or
you wish to give up, press the BREAK key, (shifted space)
and then RUN,

We hope you make it, as there are plenty of other
‘Brainteasers’ waiting for you on the outside.

Programming hints

The maze is created of cells, each of which have one side
blocked off. The cell shapes are drawn using user-
defined graphics.

You could increase the size of the maze by changing 21
and 25 in lines 230 and 260. The maze shown is 24
columns wide by 20 rows. the maze array m must be
DIMensioned 2 columns and 2 rows larger than the
actual array to allow for checking for the (x+1)th and
{x—1)th columns, and (y+1)th and (y—1) rows. If you
want the maze in the centre on the screen then change
line 240.

The lines drawn down the side of the maze in lines 310
and 320 would have to be changed, so would the start
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position of the dot in lines 330 and 340. In a 20 row maze
the 21st row is the row the dot starts on, so special
conditions apply to this row in lines 370 to 460. If a
different number of rows is chosen this 21 and 22 must
be changed. The 21st row of the maze is represented by
the 22nd row of the array m. It was made this way to
allow the top and bottom row to be checked.

Program

10 REM A-maze—ing

20 REM copyright G.ludinski 19¢
Z0 DIM m(26,23)

40 BORDER 7: FPAFER 7: INK 1: CLS
SO LET 1%="5": LET r&$="8": LET dé="&":
LET uh="7"
&0 DEF FN u{)={65S536%FEEE 23674+256%FE
RIT6TIHFEEK 23672) /50
70 DEF FN m{qur)={g+tr+ABS (gq-r))/2

80 DEF FN tO=FN m{FN w(),FN u())
20 RESTORE
100 FOR n=1 TO B: READ p%
110 FOR =0 TO 7
120 READ ar: FOKE USR p$+f,a
NEXT +

140 NEXT n
150 DATA "a", =

Ek

3=y
160 DATA “b",0,0,0
170 DATA “"c",192, 1‘?53..19».. 1‘92. 192,192,19
245192

180 DATA “d",255,5855,0,0,0,0,0,0

190 DATA "e",3,3,3,BIN 00011011, BIN 000
11011,35,3,3

200 DATA "£",0,0,0,BIN 00011000, BIN 000
11000, 0,255, 255

710 DATA "g", 192,192,192, BIN 11011000,B
IN 11011000,192,192,192

220 DATA "h",255,255,0, BIN 00011000,BIN
Q0011000,0,0,0
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2T0 FOR i=2 TO 21

240 PRINT & PRINT " "3

250 LET mii,i)=0

260 FOR ji=2 TO 25

270 LET mi{i,i)=INT (RND#%4)

280 FPRINT CHR$ (144+m(j,i))%

290 MNEXT 3

F00 NEXT i

310 PLOT 31,168: DRAW 0,-18&0

320 PLOT 224,1468: DRAW 0,160
FE0 LET st=0: LET : LET y=22: LET =«1
LET w1=22s LET t1=FN ()

40 FRINT AT y=1,x+25"."3CHR$ 83
O LET sc=st+INT ((FN (O -t1)/5)

;&O LET i$=INKEY$: IF i%="" QR CODE i<
53 OR CODE i#5:x56 THEM FRINT AT 0,03 INT
(EN t O —t1)5" secs Score = "isci" Step
s = "ist: GO TO 360
370 IF (x=2 AND i%=1%) OR (x=25 AND i%
r$) OR (y=2 AND is=u$) OR (y=22 AND id$=d
%) THEN GO TO 350
380 IF i#%=1% AND ({mix—1,y)<>0 AMD mix,
yrax2) OR y=22) THEN LET x=x-1
390 IF i$=r$ AND ((m(x+1,y)<>2 AND mix,
y)ax0) OR y=22) THEN LET x '+1
400 IF i%=d®% AND ((mOx,y+1)<:3 AND mix,
yiwxl) OR y=22) THEN LET y= y+1
410 IF id%=u% AND ({mOt,y—1)<*1 AND mix,
v)<xE) OR y=22) THEN LET y=y-1
420 LET st=st+1
430 IF yl1=22 THEN PRINT AT 21,x1+2§5" "
440 IF y=22 THEN FRINMT AT 21,x+25"."3
450 IF yl1<»22 THEN FRIMT AT y1-1,x1+23
CHR$ (144+mix1,y1))sCHRS B8i
450 IF y<»22 THEN PRIMT AT y—1,x+2iCHR
$ (14B+m{x,y?);CHR$ 8;

470 IF x=x1 AND y=y1 AND st
EF 1,0

=0 THEN RBE



480 IF y=2 AND m(x,y THEN FOR
O TO O: BEEP 0.0125,i: NEXT i: FOR i
0 -5 STEF ~1: BEEF 0.012%,i: NEXT i: GO
TGO 480

450 LET xl=x: LET yl=y

500 GO TO 250




SPOT THE DIFFERENCE

which are differant?
1l 2 k] | 4 5

| suppose that this could have been called Star and
Stripe, the difference as you will see when you run this
colourful eye test.

Two pictures, composed of stars and stripes, in red,
green and blue appear on the screen, and you will be
asked to identify which of the items is different.

How to play

Items are keyed as follows:

Blue stripe 1
Green stripe 2
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Red stripe
Blue star
Green star
Red star

o hs W

Identify the differences and key in the number and press
RETURN. If you are correct you will hear a high pitched
tune, but if you are wrong your answer will be crossed.

To help you, numbers previously keyed in are displayed
in brackets. When all the numbers required have been
keyed in a further tune will be played. Just hope that itis
high pitched for a correct answer.

To continue, or stop, press Y or N and RETURN.

At conclusion you will see your score sheet showing
tries, correct answers, and time/average taken.

Programming hints

You might find the routine star useful in your non-
commercial programs as it draws a star. You just have to
specify the bottom left-hand corner of the star (x,y), the
width of the bottom of the star (w), the height of the star
(h) and the colour that it is to be displayed in (cl).

You could make the puzzle easier by increasing the range
of possible values for the shapes that are going to be
different. The function FNm (n,m) is used to define the
minimum and maximum value of any shape. Remember
if you increase the maximum value m you must reduce
the minimum value n by the same value, or the picture
will extend beyond the allocated area.
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Program

10 REM Spot the differernce

20 REM copyright ? G.Ludinski 198

30 LET stripe=780: LET star=840: LET a
newer=900: LET htriang=103I0: LET triang=
280

40 FAFER 7@ BORDER 7: INK O3 CLS

S0 DEF FN w() = (hS534*FEELK 2E6T4+25HRPE
ER 2I67I+FEEE 23672) /50

60 DEF FN 1 (myn)=(m+n+AES (m-n)) /2

70 DEF FN t (O =FN 1{(FN wl), FM o))

80 DIM w(b6): DIM b%(é, 1)

70 LET timel=FN t(: LET cr=0: LET ngs=

L2

100 FOKE 23561,255: REM remove automaki
c key repeat

110 60 TO 1Z0

120 DEF FMN m{n,m)=INT {(m-r)*RND+n}

130 RESTORE

140 FOR n=1 TO 2

150 READ p%: FOR 1=0 TO 7: READ row: [u]
FE USR p#H+l,.row: NEXT 1

160 NEXT n

170 DATA ", 30, 30,30, 30, 30,30, 30, 30
180 DATA "?",0,BIN 00010000,BIN 0011100
O,EIN 111311110,BIN 01111100,KIN 01101100
»BIN 11000110,BIN 10000010

190 CLS

200 LET ng=ng+1 !
210 FLOT 0,45: DRAW 255,0

220 DRAW 0, 170: DRAW —255,0: DRAW 0,—-13
0

230 FLOT 127,4%5: DRAW 0,130

240 LET nz=0

250 FOR i=1 TO &

260 LET w(i)=INT (2%RND)

270 IF wi(i)=1 THEN LET mz=nz+1

280 NEXT i

290 IF nz=0 THEN GO TO 250
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TO 3
O (31247
w=FN m(Z, 1)

LET cl=4
I30 IF
360 @0
E70 LET LET w=wt+ (w{i3)*FN m(5
10): GO UB stripe

I80 LET x=40% (j—1)+27: LET h=FN m{w,2%w

b: LET w LET y=FN m{45,175~h)
390 LET ij=j+3

400 jr IF j=2 THEN LET cl=4

410 IF j=3 THEN LET cl=2

420 GO SUB star

470 LET w=FN m{x+127,40% (j~1)+154): LET

w=wt (W (L J)*#FN m(Z,6)): LE =h= (w1 j)*F
N m{h/4,%%h/4)): GO SUBE s

440 NEXT j

450 INE Oz FRINT AT 18,057 Which shap
es are different"

4460 FRINT ™ “ir INKE
7o INKE 4: FRINT "2 =
RINT =

470 FRINT "ra INKE Lz PRINT "4 =
T My INK 4: PRINT "S5 = 2 "i: INK 2: F
RINT "& = 2"

480 G0 SUB answer

470 INK 0

SO0 LET ré=""

510 FOR 1 TO (LEN a%+1)/2

520 LET i$=INKEY#%: IF is="" THEN GO TO

520

530 FRINT AT 21,08"

Y3IAT 21,05i%5" “irgs" U3

540 LET ki=0

550 FOR k=1 TO na

560 IF i$=b% (k) THEM LET b$(k)="0": LE
T ki=l: BEEF .5,12: LET r$=rs+is$

570 NEXT k

580 IF ki=0 THEN FRINT " X": GO TO &00

12 FRINT "1 =
"ir INK 2
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S90 FPRINT
H00 IF INKEY$<:"" THEN GO TO 400

NEXT i

FOR i=1 TO na

IF B& iy« ="0" THEM GO TO 640

NEXT 1

GO TO &70
FRINT AT 18,0:"

" FPRINT AT 18,05 "No,answer

="ja%: BEEF .35,10: EEEP .2,4: GO TO &80
&70 FRINT AT 21,11i"Yes,you are right":
BEEF 2,12 LET cr=cr+i

680 PRINT AT 21,08 "Do you want more (Y/
N e

&P0 INFUT is%

700 IF is<>"n" THEN GO TO 190

710 CLS @ FRINT = FRINT * Spot the
difference": FOR i=1 TO 4: PRINT @ NEXT
i

720 FRINT : PRINT "Puzzles attempted ="
ing

730 FRINT @ PRINT "Fuzzles correct ="jc
-

740 LET tm=INT (FN t{)~timel)

750 PRINT @ PRINT "Time taken ="ijtmi" s

ecs"

THO F erd THEN  FRINT 3 FRINT "Time
taken per puzzle =";INT (tm#100/cr) /1004
" secs"

770 GO TO 1080

780 REM stripe subroutine

790 INE ¢l

800 FOR i=x TO x+w

810 FLOT i,45: DRAW 0, 1730

820 NEXT i

8Z0 RETURM

840 REM star subroutine

850 INK ol

860 LET ®0=x: LET yO=y: LET xl=u+(w/2):
LET yl=y+{h/3): LET x2=x+(w/2): LET y2=
y+h: GO SUR triang

B T OTs.
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870 LET xO=x+w: LET yDw=y: GO SUB
w-w/2: LET yl=y+( 3
LET yO=y+h/Z: LET
y+(2#h /3 B0 SUR htriang

P00 REM answer subroutine

P10 LET as=""2 LET im=Q

FR0 FOR 1 TQ 6

0 OIF w(l)=1 THEN LET im=im+i: LET b#%
{(im)=8TR% l: LET ad=a$+8TRE 1+","
240 NEXT 1

P50 LET & as{ TO LEN as-1)

60 LET na=im

P70 RETURN

980 REM triang subroutine

990 FOR p=yl-y0 TO y2-yQ

1000 FLOT %0, y0: DRAW x1-x0.p
1010 NEXT p

1020 RETURN

1030 REM htriang

1040 FOR p=xl-x0 TO #2-x0

1050 FLOT «0,y0: DRAW p,yl-vO
10460 NEXT p

1070 RETURN

1080 REM end




PROFIT AND LOSS

1f a shopkeeper us hon ates for 49
pance and seYY ? gl pence His
f1 as a percen aue 0 hls eﬂst prlne

76
Yes,congratulations

How much do you know about profit and loss?

Do you know how much you would make if you sold your
car, or even your bike?

How to play

You will be given five minutes to answer as many
questions as possible, and you may press Pand RETURN

for pass if you cannot work out an answer.

You will not be penalised for ‘passes’.
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Atthe end of five minutes, or sooner if you enter N for NO
in answer to the question “do you want any more”, your
score sheet showing tries, correct answers and average
time per answer will appear. If you wish to proceed, then
press Y and RETURN and the program will continue to
ask you questions.

You can have two tries at each question if you wish. After
the first attempt, you will be given a hint as to the correct
answer. If your second answer is wrong, you will be told
the solution and how it was obtained.

If you cannot work out an answer then press ? and
RETURN and your computer will turn into a calculator
and you can then use the normal mathematical symbols
on the keyboard. To clear the calculator from the screen
press AC and RETURN. For the calculators answer press
= and RETURN. To return to the main game press ? and
RETURN. Always remember to press RETURN after each
required response.

Programming hints

This program includes a useful procedure that enables a
programmer to fit a sentence, or string, of any length
onto a screen of any size, without splitting a word
between one screen line and another, i.e. wraparound,
and is found on line 530.

Assign the string, or sentence in quotes, to variable FL$.
B holds the number of characters on the screen in the
case of Mode 4 it is 40. On exit the field FL$ contains the
string, or sentence, re-formatting so no words are split
between one 40 column line and another.

You may want to add some different types of problems
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on profit and loss. To do this, instead of W alternating
between -1 and +1, it should be allowed to take arandom
value between 0 and one more than the number of
problem types you are going to add. The details of the
problem must be put in the QUESTION subroutine. Q$
holds the question, H$ the hint, A and A$ the answer and
L$, M$ and N$ the answer and explanation.

Program

20 REM

IO DEF FN e$(as,n,m)=asin TO n)

32 DEF FN v#(a$,m)=as(m TO )

25 DEF FN z#(a$,b)=as( TG b)

40 DIM p$(10)

45 FAFER &: INK 2: BORDER &: CLS

S0 LET S#=" L

&0 LET C#="Highest score ": LET k&=

Score "

70 FAPER &3 INK 23 FRINT @ FRINT : PRI
NT = FRINT " @QUIZ GAME 1 -~ FROFIT AND L
oss”

80 FRINT & FRINT

20 INFUT "Hello, what is your name

"iN$: FRINT : FRINT "Here are some p
roblems "i: IF N$<:"NO SO0UND" THEN FRIM
T N#

100 LET FP=0: LET MAX=0: LET C=0: LET W=
1

110 LET T=1: LET I$=""

120 LET F=P+1

1Z0 B0 sUR FZ0

140 PRINT 2 PRINT

150 CLS : FRINT AT 7,0:5Q%3" = "3

160 GO0 SUR 740

180 IF ABS (VAL (I$)-A)<=X AND I&<x"" T
HEN GO TO Z00

190 GO0 TO 220
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200 PRINT AT 17,08 "YES, CONGRATULATIONS
2 LET C=C+1: IF N&="ND SOUND" THEN GO
TO 25¢C

210 BEEF .4,2: BEEF 1,%5: BEEP 6,10 BE

" .25,5: BEEP .3,5: GO TO 250
0 IF T=1 THEN FRINT AT 17,0:"NO, "iH
FOR f=1 TO 1000: NEXT f: FRINT " TRY
ABAIN": FOR f=1 TO 75: NEXT f: LET T=2:
CLS @ PRINT : GO TO 150

230 PRINT AT 17,05 "SORRY, THE ANSWER IS5
= Mildgt "iMd

240 FRINT j$

260 INFUT "DD YOU WANT MORE Y/N"iis: IF
ig="y" OR i$="Y" THEN CLS : GO TO 110
270 IF i%="n" OR i$="N" THEN CLS : GO
TO 800

310 REM
O REM QUESTIOM
O LET Lé=""y LET M#$=""; LET J$=""3 LE
T B=40: LET X=1

40 LET MNT (RND*8)+1: LET F=INT (RMD
*P0)+10: LET E$=8TR$ (E): LET F$=STR$ (F
)

390 LET W=-W

F60 IF W=l THEN GO TO 430

370 LET R#="If a shopkeeper buys chocol
ate for "+F$+" pence and sells them for
"+8TR$ (E+F)+" pence. Hisz profit as a

percentage of his cost price”

380 LET Q%=R$: GO SUR 530

390 LET H#="Fercentage profit =

{{sell - gost)/cost)xi100% where sell =
selling price and cost = cost price"

400 LET A=INT (E/F*100): LET A%$=S5TRS (A&
)

410 LET L$=Ag+n 7o

420 LET M$="as ({("+STR$ (E+F)+" — "4+F4+
"YZMAFEE" ) 100, = "+5TRS (INT (E/F%100))
40 IF We-1 THEN G0 TO 520
440 LET V=INT (E*100): LET V$=STRS$ (V)
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450 LET Ré$="A dealer wishes to make a p
rofitof "+F$+"%. If the car cost him
“UeVE+" then his selling price musthe”
4460 LET Q%=R%: GO SURB ST0

470 LET H&="find the profit in money
terms, then add it to the cost price"
480 LET A=INT (V+{(F*E)): LET A%=8TR% (A
Yr LET Y$=8TRS (INT (F*E))

490 LET L&="""+As

F00 LET ME="as profit=("+F&+"/100)x"+V$
o, "="+Y‘£

510 LET Jdé="so0 selling price= "+Vé&+"+"+
Yé+"="+1%

G520 RETURN

530 REM fitin

40 LET LF=LEN (R$): IF LF<=R THEN 60O
TO 620

530 FOR I=1 TO INT (LF/40

560 LET EL=E*I

S70 IF FN ef(R$,el,)="" THEN 60 TO &1

[}

580 IF FN e$(Ré,el+i,1)="" THEM LET R#
=FN z$(r$,el)+FN vE(r$,lf-el-1): LET lf=
1f—-1: GO TO &10

570 FOR k=1 TO 30: IF FN e%{r$,el-k,1)=
YoM THEN  LET r$=FN z% (r$,el-k)+FN v$(s$
JKIHFN v (s, 1 f-el+k): LET 1f=1f+k: GO T
0 610

&00 NEXT K

610 NEXT I

&20 RETURN

&30 BTOP

&40 REM CALC

&S0 INFUT z$: IF z¢="7?" THEN FRINT AT
15,0 FPAUSE O RETURN

&&0 FRINT AT 21,05,,5AT 21,05 (INT ((VAL

=H)*100)/100): GO TO &350

740 REM KEYIN

750 LET X=1

760 LET P${x)=INEEY$: IF P#{x)=" " THEN

INk Z: PAPER 7: PRINT AT O,135" "iC#iM
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AXiKE:Cr INK 3@ FAFER & GO TO 740

761 PRIMT AT 21,0%,,3AT 21,03: FOR i=1
TO 2 PRINT p$d{idi: NEXT i

7642 IF CODE p$ ()= THEN LET p%$="

"y LET x=1: PRINT AT 21,03ps$: GO 7T

0 760

765 IF psGO="7" THEM  LET pH{x)=" ":
GO SUR &40: GO TO 760

770 IF CODE p#i{x)=13Z THEN LET p#$(x)="
"+ BO TO 780

77 IF p#OC:"1" AND p$ () <2
(DR 3" OAND ps o4
ND p%(x A" AND pd(n)
"g" AND pE ()<Y AND p$ix
LET p$(x)=" "z GO TO 760
775 LET x=x+1: B0 TO 760
780 LET i FOR i=1 TO x-1: LET i%=i
Sp®(i)s NEXT i

790 RETURN

800 REM score

810 FRINT AT 7,0i "Number of problems co
mpleted="ip; AT 8,0 "Mumber correct="icif
T 11,04n$3i "’ s success rate="3 INT (c/p*10
OYE"%": IF crmax THENM LET max=c: LET p=
Or LET =03 INPUT "play again? (Y/N)"ii¢
: IF ig="Y" OR is="y" THEN GO TO 110
820 NEW

"2 AND p$




STATS PAINTER

!
| I

| n..‘um::mu... | NH--;M“" 1

bl
1,22

e e

You are the director of Rockets Unlimited, and yesterday
you were very pleased in the way the company was
going. Then these officious accountants came, studied
the figures and reckoned you were making a loss.

All weekend the sales figures are preying on your mind.
Even while you are painting the fence you are trying to
find out where the accountants went wrong. Sometimes
you get so lost in thought that you end up painting the
bird on the fence. If you can work accurately and quickly,
you will find out where the accountants went wrong, and
you will be able to prove to them that Rockets Unlimited
is the success you always knew it was.



55
How to play

The questions are onthe modes or medians of a given set
of numbers. The mode of a set of numbers is the number
occurring most frequently. The median of a set of
numbers is the middle number. The numbers are
arranged in ascending order. Just key in the answer
without pressing RETURN.

If you are right you may move on to the next question by
pressing RETURN. If you are wrong, or take too long to
answer, the bird ends up by getting painted. After nine
consecutive correct answers you find out where the
accountants went wrong.

Programming hints

If you wish to use the graphics but to set different types
of questions, replace routines at lines 400, 590 and 640.
Assign the question to Q% and the answer to A$ and the
hint to H$. Questions in this program must have answers
one digit or letter long.

Program

10 REM stats painter
20 REM ?

IO REM

40 DIM n$(S): DIM d€15): DIM c(5)
S0 FAPER 4: CLS

&0 REM GO TO 120

70 REM

?0 DEF FN x#%{d%,n)=d#$( TO n)

P53 DIM g (10)

100 DEF FN b#(n,n,n)=n%(n TO n)
160 REM
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170 REM bird shape

180 REM

190 FOR k=0 TO 7

READ r: FPORKE USR "p'+k,r
NEXT &

DATA 48, 248, 60,1
REM draw fence
FOR m=1 T0 2
Ik FAFER 4
240 LET r=16: LET
245 FOR »
250 PLOT m,y:
=, 0r DRAW O, -z
260 IF <247 THFN GO TO 250: GO TO 27

DRAW

265 FOR p=0 TO 223 STEF 24: LET o=79%: L
ET u=87: LET t=111: LE =119

2466 IF 247 THEN  FLOT p,o: DRAW 7,0:
PLOT p,us DRAW 7,0: FLOT p,t: DRAW 7,0:
= DRAW 7,00

3 43 NEXT pi: GO TO 24&b:

=264 THEN STOF

FRINT AT S,285"2"

GO SUE 400

REM print question and check answer
FRINT AT 15,0iqg%

LET i=0: LET i#%=""3; LET id=0

GO TO 710

: IF i#=a% AND id=0 THEN FRINT "Yes,
you are right":s GO TO 3460

330 IF i<200 THEN FRINT i$i: GO TO 7
340 REM FOR j=1 TO REEF 1,10: BEEF

3 BEEF .2,15: NEXT j

F00 FRINT AT 18,05 "NMo, "ith$: GO TO 360

233 FRINT AT 18,0:"Too late, "ih#

IHO PRINT AT 21,08 "Fress enter for more
"33 IMFUT r$: CLS

370 IF isdra% THEN GO TO 230

380 NEXT m

I90 PRINT AT 15,03 "BEureka! you found it
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. Get on the phone guick"”: GO TO 810
400 REM stat
410 LET me=0r LET dn=1: LET mo=0: LET w
=INT (RMD#2)+1
W OFOR i=1 70 S
) LET c(i)=INT (RND*4): IF c{i)=mc TH
EN GO TO 430
440 IF c (i) xme THEN LET me=c(i): LET m
o=1
450 IF c(iry=0 THEN GO TO S00
4460 FOR l=dn TO dn+c (i) -1
470 LET d(l)=i
480 NEXT 1
490 LET dn=dn+c (i)
NEXT i
qiu IF dn/2=INT {(dn/2) THEN LET dn=dn+
Ly LET d(dn)=6
) LET d%="": FOR i=1 TO dn: LET d$=d%$
+ETRS (d(id)+", "y NEXT is LET d$=FN x%(d
%, (dn*2)-1)
530 LET t$="th": LET m=INT (dn/2)+1l: IF
m=1 THEN LET t#="st"
3 IF m=2 THEN LET t$="nd"
IF m=3 THEN LET t&="rd"
IF w=1 THENM GO SUEB S90
IF w=2 THEN GO SUR &40
580 RETURN
20 REM calculate mode
LET g%="What is the mode of "+d%
0 FOR f=1 TO 10z LET g(f)=0: NEXT +:
r=01 LET e=0
611 FOR f=1 TO LEN d$ STEF 2: LET g (VAL
(dH (F))+1)=g (VAL (db(F))+1)+1: NEXT f
612 FOR f=1 TO 10x IF gy THEN LET
e=f-1: LET r=g(f)
&13 NEXT f
614 LET as=8TR$ (&)
620 LET h$="there are more "+a$+'s"
IO RETURN
640 REM calculate median

L
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4£50 LET g$="What is the median of "+d%
660 LET a=d{(1+INT (dn/2)): LET a%=8TR$
(a)

4670 LET h#$=as$+" is middle no."

&80 RETURN

&R0 STOF

700 REM paint fence

710 FOR x=7 TO
720 FOR y=71
725 IF INKEY$-<:
FAUSE 25: G0 70 =2
730 INK 73 FLOT x,y: DRAW r,0: NEXT y:
NEXT x

750 PRINT INE 73:AT 5,28:"7": BEEF .1,1
0O: BEEF ,4,20: BEEF .2,14: BEEF .75,10
760 GO TO 355

STEF 24
1 LET r=1é
THEN LET i#=INKEY$:




SEQUENCE
COUNTDOWN

24 SECS

4691318 24 ..

Six numbers, or letters, will be displayed on the screen
and it is up to you to provide the next logical item to
complete the series.

How to play

When you have worked out your answer, type in your
item and press RETURN.

A wrong answer will bring you the correct result from
your computer, and then you will be handed back to the
next sequence. If you wish to PASS on a question then
press P and RETURN and you will be taken on to the next
question.
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After 11 attempts your score sheet will be displayed
showing the number of sequences tried, correct
answers, your time, and your 1Q level for adaptibility.

Programming hints

One change you could make, is to add new sequences.
To do this allow W to have a larger maximum value in
line 170. The sequence must then be defined after line
210. The sequence is held in S(2), S(3), S(4), S(5), S(6),
S(7) and S(8). S(2) is defined in line 150 and is fixed for all
sequences. IC is another random value which may be
useful when defining a sequence. The message saying
how the sequence is created is held in MS$. If the last
number in sequence S(8) is less than 26 then the
sequence is converted to letters.

Program

REM sequence countdown
REM 7
REM
DIM S{(8): DIM F$(255)
cLs
GO SUR 400
LET TE=0: LET CR=0
CLS
FRINT AT O,6i "SEQUENCE COUNTDOWN"
FRINT AT 3,1i"What is the next numb
er in the seguence?"
20 LET TE=TE+1
100 IF TE=11 THEN GO TO 310
110 REM
120 REM work out sequence
130 REM
140 LET S(1)=0
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150 LET S(2)=INT (RND*%2)-+1

160 LET IC=INT (RND*?)+1

170 LET W=INT (RND+*3)

180 FOR I=3 TO 8

190 IF W=0 THEN LET S(I)=2#8(I~1)~& ([~
22+IC: LET M$&="The interval increases by

"+5TRS (IC)+" each time"
IF W=1 THEN LET S(I)=5(I-1)+5(I-)

+IC: LET M$="Each number is the sum of t
e previous two plus "+8TR$ (IC)

210 IF W=2 THEN LET S$(I)=8S(2)“(I-1)z L
ET M#$="Each number is "+5TR$ S(2)+" to t

he power of 1,2,3,4,5,6 and 7"

220 NEXT I
WO FOR I=1 TO 13z PRINT = NEXT I
REM
REM display sequence
REM
270 IF §(8)»26 THEN FRINT AT 8, 1iS5TR$
(B(2))z" "i8TR$ (S(Z))i" "i&HTR%$ (?(4))'”
"18TRS (S8(0))s" "iB8TRE (S(L))i" ";STR$
(B(7))5i"ewewna"is LET LE=O

280 IF S(B8)<=26 THEN LET LE=1: FRINT C
HR$ (64+8(2))i" "iCHR$ (64+8 Ya' "iCHR
& (L4+5(4))3i" "iCHR$ (44+5(5))s" "3;CHR$
(64+8(EX) 5" "ICHRS (H4FBI7I)E" wawnawn's
290 REM

E00 REM input answer

0 REM

LET I=0

350 LET Is="": FOR A=1 TD I-1: LET I%=I
s+PS (A NEXT A

3

360 REM

370 REM check answer

380 REM

IF0 INFUT D%

400 IF LE=0 AND VAL (D%$)-S5(8)=0 THEN I
NE 2: PRINT " "§"?": LET CR=CR+1: INK 4:
GO TO 450

405 IF LE=0 THEN B0 TO 440
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410 IF LE=1 AND D$=CHR$ (&£4+5(8)) THEN
1 e FRINT " M"gv%?': |LET CR=CR+1: INK
4: GO TO 4Z0

420 PRINT @ PRINT : PRINT "no the answe
ro="35(8)

420 IF LE=1 THEN FRINT : FRINT "Replac
@ each letter by its position number e.g
.1 for A, 2 for B etc."

440 FRINMT @ PRINT M$

450 FRINT @ FRINT "Fress ENTER to conti
nue

4460 INFUT B$

470 GO TO 80

480 REM
REM SCORE SHEET
REM
CLS : PRINT
G20 PRINT "Number of sentences complete
"iTE

SEO PRINT @ FRINT "Number correct ="jiCR

S50 LET IG=INT (CR*100/53)

D60 FRINT @ PRINT "Your IG level (adapt
ability) ="3;I@

570 FRINT

580 IF CR»=7 THEN FRINT "THIS IS5 CLASS
ED AS SUFERIOR (UFFER 10%)": STOF

585 IF CR=&6 THEN PRINT "THIS IS5 CLASSE
D AS BOOD (UFPFER Z0%)": STOF

90 IF CR=5 THEN FRINT "THIS IS CLASSE
D AS FAIR (UFFER &0%)": STOF

595 8TOF

400 FOR N=0O TO 7

610 READ FRi FPOKE USR "F"+N,R

&Z0 DATA 0,0,1,2,4,136,80,

A0 NEXT N

&40 RETURM




ELEMENTARY
STATISTICS

@uiz Same 4 — Elemevtarw Skatistics

Hello.what is wour name?GORGON

Here are some Problems GORDON

LEn@th of nistosram rectangle of mark 2
where marks are Bo2.1.2.2,3.9. 3

Mo, lenath is number of scores with mark
Z.trw avsin

Lendth of hiztosram reck
whers marks ane 2,2.1.2.

Sorry. the anauer is=
£
a= there sre 3 zcores of mark 2

1 2 a3 a

Could you draw a bar chart (histogram) of a given set of
numbers?

Could you understand a bar chart which someone else
had written? Here you can test your knowledge on bar
charts and means by answering as many questions on
these subjects as possible, in five minutes.

This program has an added feature which is that the bar
chart will be drawn, by the computer, at the end of the
problem. In addition an explanation will be provided.
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How to play

You will be given five minutes to answer as many
questions as possible, and you may press Pand RETURN
for pass if you cannot work out an answer.

You will not be penalised for ‘passes’.

Atthe end of five minutes, or sooner if you enter N for NO
in answer to the question “do you want any more”, your
score sheet showing tries, correct answers and average
time per answer will appear. If you wish to proceed then
press Y and RETURN and the program will continue to
ask you questions.

You can have two tries at each question if you wish. After
the first attempt you will be given a hint as to the correct
answer. If your second answer is wrong you will be told
the solution and how it was obtained.

If you cannot work out an answer then press ? and
RETURN and your computer will turn into a calculator
and you can then use the normal mathematical symbols
on the keyboard. Do not type = at the end of your
calculation. For the calculator’s answer press RETURN.
To return to the main game press ? and RETURN. Always
remember to press RETURN after each required
response.

Programming hints

The box chart is drawn using solid squares. These are
user defined characters with all the pixels filled in and are
created at the beginning of the program using VDU 2 3.
The bar chart is held in N(8) and N(1). The number of each
of the marks are held in the array F and the bar chart is
drawn from this.
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You could increase the number of scores. To do this you
must increase the maximum value of J in line 260. The
array D would have to be reDIMensioned in line 30.
Remember also, if more scores are used then the sum or
the marks must be divided by a number larger than 9 in
line 340 to get the correct mean value.

The maximum number of any particular mark would also
be greater than 9 so the maximum value of | in line 500
would have to increased.

Program

10

Sco

REM
REM
LET
DIM
DEF
LER
LET

elementary stats
?

max =0
F¢4): DIM D(9): DIM N&(5)

FN 0% (G#,n)=G%( TO n)
S "
v=Qr LET y=0

LET Y#="Highest score ": LET K$="

re

n

60 FAFER 7: INE O: FRINT = PRINT "QUIZ

GAME 4 ELEMENTARY

STATISTICS"

70 FRINT : FRINT
80 INFUT "Helle, what is your name?

"iA%: PRINT @ PRINT "Here are same p
roblems for you “iA$
70 LET W=1: LET C=0: LET T=1: LET Ig="
": LET F=0
100 LET P=F+1
110 GO SUB 252

FRINT @ FRINT

cLs

FRINT AT S9,0i8%:" = ": GO SUR 612
IF v=2 THEN LET p=p=-1: GO TO Z0O0
IF A=0 AND I%<>"0" THEN GO TO 190
IF is=1% THEN GO TO 170
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150 IF (ABS (VAL {I%)~f
THEN GO TO 170

160 GO TO 190

170 FARER 73 INE O: FRINT AT 3,0:"Yes,
congratul ations ": LET C=C+1
FRINT ¢ IF as="N0O SO0UND" THEN GO TO

0

%) AND I<>tn

. 4,20: BEEFP .6, 14:

FRINT AT 13,04 "NMo, "iH
"1 PAUSE 0@ FAU

¢ LET T GG TO 1
2 FRINT "Sorry, the answer is = "§ji [
FINT L&: PRINT M%

210 PRINT AT 21,03" Q 1

5 FOR j=1 TO 4: LET h=20: FOR k=20 TO
D-d (j)) STEF —~1: FRINT AT h,j#b;"?2277
LET h=h-1: NEXT k: NEXT 3

DO INFPUT "Do you want more? Y/N
2 I """ AND IsCx"Y" AND i
ND i n" ANMD I =UNYOTHEN GO TO
250 1 IH="Y" DR I$="y" THEN LET
CLS ¢« GO TO 100

281 GO TO 670

2 REM QUESTION

260 LET L$=""2 LET M$=""z1 LET N&{(i)=" "
LET N&(2)=" ": LET S=0: LET F(1)=0z LE
F(2)=0: LET F(Z)=0: LET F{4)=0: LET BG%
=" "y FOR J=1 TO @

270 LET DA =INT (RND#4): LET G%$=G%+STR
G (D(J))+","s LET 8=(5+D(J))

280 FOR D TO E: IF D(J)=k THEN LET F
(FA+1)=F (k+1)+1

290 MNEXT Kz NEXT J: LET W=—W: LET G%=FNM
0% (E%, 18)

LET Z%=" where values are "+5$%

IF W=1 THEN LET X=0

IF {S/9)=INT (5/%9) THEN G0 TO 280
LET INC=9%INT (5/9)+%-3

LET d(9)=d(Z)+inc
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LET g
LET inc

I70UET @ 'Mean value scored where val
ues are "+6%

380 LET H#="mean=total values scored
divided by number of scores": LET O=INT
(S/9)

390 LET L$=8TRS$ (A)+" as sum of ("+6%+"
/9 = "+BTR% (A)

400 IF W=1 THEN LET M$
410 LET X=0: LET P$=8TR
LET A=F (VAL (F$)+1)

420 LET Re="Height of histogram rectang
le of value "+FP$+Z%

4530 LET H$="Height is number of scores
with value "+Pg$+" "

440 LET L$=8TR$ (A): LET M$="as there a
re "+8TR$ (A)+" scores of value "+Fs$: IF
A=0 THEN LET M$="as there is 1 score o
f value "+F$

AT0 LET N&(L)=""2 LET N$(2)=""

460 FOR I=% TO 1 STEF -1: FOR K=1 TO 4
470 IF F(E) »=1 THEN LET N#{ABS (INT (I
FEY+1))=NE (ABS (INT (I/S)+1))+" v

80 IF F(F I THEN LET N$(INT (I/5)+1)
=N$ (INT (I/73)+1)+" "

470 MEXT ks NEXT i

SO0 LET N$(1)=N$(1)+" 1 2 A

4

510 RETURN

&12 REM KEYIN

H20 LET B=1: LET VF=21: LET HF=0

&25 FRINT  PAFER O3F INE 73AT 1,03" "3
YsiMAXs K$:C

&E0 LET O$=INEEY$: IF O#%<>"" THEN GO T
G &40

632 LET y=y+il: IF y=8200 THEN LET p=p-
1: GO TO &70

AH34 B0 TO 630

&40 IF CODRE o%$=112 OR CODE o0%=80 THEN
LET v=2: RETURN

FN o (g6, 1&6)+", "+3TR$ (d(9))

"+ GO TO 3i0
INT ((RND#*4)):
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650 IF CODE o%$=463 THEN G0 SUER BOOO: FA
USE 0: 6O TO
655 LET id=0%
&60 RETURN
&70 REM SCORE

&80 CLS

700 FRINT “Number of problems completed
= " INT P i
710 PRINT & FRINT "Mumber correct = "§l

X THEN LET MAX=C

750 LET P=0: LET C=0

760 INFUT "again? (y/m)"ib&: IF b${x"y"
AND b+ :"y" THEN NEW

770 GO TO IO
8000 INFUT u$: IF us="7" THEN FRINT AT
21,05,,: RETURN
8001 PRINT AT 21,05,,5AT 21,0iVAL u$: GO
TO 8000
9999 REM




NAME THE GRAPH

fs0-25 -20 15 -10/7-5, 5 wN\15 20 25 30

This is a game of logic. You have an aim, to find the
equation of the graph that is drawn on the screen. You
key in numbers to represent an equation. You can see
straight away whether you are getting closer to your goal
as the graph of the equation you keyed in is drawn on the
screen.

By making the three numbers required larger and
smaller, positive and negative, you can see how it effects
the graph and hopefully, you can watch your graph
getting closer and closer to the target graph until you hit
it.

Ifyou give up you will be told the answer, but don’t cheat.
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How to play
All graphs drawn are of the type
y=Ax?+Bx+C
Where A, B and C are constants (that is numbers that can

be positive or negative). Forexample, the equation might
be

y=-2x*+3x-5

and in this case A would be equal to -2, B equal to 3and
Cto-5.

You must key in three numbers all at once on the same
line and separated by commas. Press RETURN only after
you have keyed in all three numbers. In the example
above you would key in

-2, RETURN, 3, RETURN, -5 then RETURN

Then the graph of this expression is drawn and you must
make another guess. If you cannot guess the answer key
in

WHAT, ENTER, IS, ENTER, IT then
RETURN

and you will be given the answer and the program ends.

If you guess the answer correctly then press the escape
key and a new graph will be drawn.

Itis more funif you find out how to do it by trial and error,
but if you want a hint to get you started then this is it.
(Skip the next paragraph if you do not want to know)
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If the first number (A) is positive, the graph will point
upwards (u shape), and if it is negative the graph will
point downwards (n shape).

Program

10 REM name the graph
20 REM 7
Z0Q REM
40 OVER 1: BORDER 2 PAFPER S: INK 0: C
LS
59 REM
60 REM draw axes
b1 REM
70 FOR =0 T0O 7
80 READ r: POKE USR "p"+f,r
83 READ e: FOKE USBR "o"+f,e
Q0 NEXT
8 DATA 20,0,16,128,16,128,16,128,16,2
G5,16,0,16,0,16,0
100 FOR x=0 TO 21 STEF 1: PRINT AT x,0f
"R MEXT %
110 FOR »=0 TO 31 STEF 1: FRINT AT 11,x
UM MEXT x
120 REM
3 REM draw target graph
140 REM
180 LET a=INT (2#RND+1.1): LET d=INT (5
#RND+2. 1)
160 LET c=INT (RND*20)
170 FOR H=1 TO (RND¥*4)+1: LET a=a®-1: L
ET d=d#*~1: LET c=c#*-1z NEXT H
180 LET p=a: LET g=d: LET r=c
190 INE ©
195 LET AA=A: LET BBE=D: LET CC=C
200 GO SUR 1000
210 REM
REM input and draw guessed graph
REM
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240 LET g=0

249 LET G=06+1: IF G=11 THEN S

T "THE ANSWER WAS s"sA:","sDi",":Cs
AGAINT (Y/R) s INFUT Q%: IF Q%<

"Y' OAND @ "y THEN NEW

246 IF g=11 THEN RUN

250 IF g<»1 THEN FRIMT AT 0,03 OVER Oj

"Buess "igi" Last guess = “ia%i","ib%i",

"sc$: INFUT A$3B$3Cs: GO TO 270

255 PRINT AT ©,03 OVER 03" Y=AX"2+BX+C

GUESS; A B C"

260  INPUT a%$sib$sics

270 IF a$="WHAT" AND BH="IS5" AND C%="IT

" THEN LET g=10: GO TO 245

280 LET J=VAL A%: LET K=VAL E$: LET L=V

Al Cs

205 LET AA=J: LET BBE=K: LET CC=L

Z00 GO 8UB 1000

305 IF J=M AND k=D AND L=( THEN CLS =

FRINT "CORRECT": FOR F=0 TO 300: NEXT F:

GO TO 1

310 FRINT AT 0,03 OVER 03" FLEASE WAIT

“r INK 8: GO SUR 1000:

FRIN

INK ©
320 60 TO 250
1000 REM
1010 REM graph
1020 REM
1040 FOR x=0 TO 252 STEF 3
1050 LET y=(AAXX"R) /400+ (AA*BE*X) /10+CC+
83
1060 IF y>r167 OR y<0 THEN NEXT x: GO TO
1100
1090 PLOT .,y
1095 NEXT x
1100 RETURN
999 FRINT (AA%XX"Z)



FRANCIS DRAKE
ADVENTURE GAME

Week Crew Balls Damge
10 85 90 Q

Are you going to fire your cannons at the galleon, or set fire to some old
ships and let them drift towards it, or sneak up alongside it and board it.

This is by far and away the most ambitious, interesting
and testing program in this book.

This is an authentic historical adventure game based on
Francis Drake's circumnavigation of the world, from 1577
to 1580. As you travel in the footsteps of the greatest of
Elizabeth the First's free-booting adventurers, you will
encounter the same problems and challenges as Drake.

Drake sailed in search of the elusive North West Passage
that would allow him access to the Pacific, and the
galleons of the Spanish Empire. As history books will
already have told you, he did not find the object of his
quest, but he did find much more, and so will you as you
sail into the Francis Adventure Game.
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How to play

First you will hear the gentle lapping of waves against the
shore and you will see title. Then a map is displayed.

On the map you will see your position marked by a white
sailing ship, docked near the port of Lima.

Everytime you use this game, the dangers and treasures
will be located in different parts of the ocean, so do not
think that you can predict your moves too easily. We
didn‘t feel it was fair, however, to move the rocks and
reefs during the game so try and remember their
locations. It will help you considerably.

You must follow Drake’s route by first travelling to the
port known as New Albion and thence onward, past
Java, to the bottom left hand corner of the map.

Your aim is to reach the bottom of the map with, at least,
four times the amount of the cargo with which you
began.

If you achieve this feat of daring then you will, naturally,
be rewarded by the gift of a knighthood from your
grateful, and avaricious, Queen.

You move using the ARROW cursor keys unshifted. That
is, do not press the CAPS SHIFT key.

If the computer does not understand you, you will hear a
beep. this also occurs when you run into a reef or rock.

Atintervals you will be told the situation at sea and asked
which action you would like to take, from the choice
shown.
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Remember to consider your options carefully as to the
amounts of cargo, food, cannon balls and crew
conditions.

Damage rating is based on a 1 to 10 scale. If you are
damaged to the level of 10 then I'm afraid thatit’s into the
sea for you, as the Golden Hind settles gently below your
feet.

Do your best, as the present Government is emptying the
coffers more quickly than you are filling them.

Hints and changes you can make

One of the problems of displaying a map on the screen,
is how to reduce the memory required and the number of
lines needed to describe the map. This is done here by
defining a string array m, with the number of elements
being equal to the number of rows on the map. Standard
shapes that are not available from the keyboard are then
defined. The shapes are as shown below. Each is
assigned to an element of array g$.

= = D 0O 7 4 u
g$(1) g8(2) g$(3) g$(4) g$(5) g$(6) g$(7) g$(8) g$(9)

Each row of the map is assigned to an element of m$
using the above shapes, and zero (to represent blanks).

If you find the adventure too easy, then reduce the cargo
(ca), food (su), crew (cr), and/or cannon balls (ba) that you
start with. They are on line 1130. If you find that
knighthood escapes you, then reduce the 400 in line
1180.
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Program

10 FEM Framcis Drake Adventure Bame

» ight (C) G.ludinski 1983
2y CLS 1 INE 7

70

GO SUB title
GO SUR
DIM m& (1 : DIM g6(9,1?
BORDER 1: FAFER 1y INK 4: CLS
CLS
LET CHRS 1731
1 LET g HRE 140
140 LET g#%(3)=CHR% 138

150 LET g%(4)=CHR$ 13
160 LET zIi=RBIN 11111110y LET z2=RIN 111
11100 LET z3=RBIN 11111000 LET =
1110000y LET 28=BIN 11100000z LE
11000000 LET z7=RIN 10000000
170 LET 11=RIN 0111111l: LET 12=RIN Q01
11111 LET 13=REIN 00011111: LET 14=RIN O
ODO1111: LET 159=RIN 00O000111: LET 16=RIN
DOO00011: LET 17=RIN 00000001

180 DATA "a",255,z1,:z2, 4,25,26,27
190 DATA "b",17,16,15,14,13,12,11,255
200 DATA "c",255,11,12,13,14,15,16,17
210 DATA "d",27,26,25,24,23 21,255
220 LET g%(9)=CHR$ 143

230 FOR n=1 TO 4: READ p#

240 FOR =0 TO 7

250 READ a: POKE USR p$+f,=a

260 NEXT f

270 MEXT n

280 FOR i=0 TO 3: LET g#$(5+i)=CHR% (144
+ids MNEXT i

220 LET as{l)=" 999997
FRIOOO M

e

MATDNO0007999999
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GOOOOQNDOTIIIIT

IOO0 LET m&(2y=" 999995
QOREO00 "
10 LET m&(3)=
o0 "

LET m&(4)=" 99999500000000000077F%0
o0 "

LET m${(5) =" 799500000000000000007290
Q000000 "

340 LET m$ib)=" 099800
FOOOOOO M
O LET m$(7)=" 04790000000000000000011
OO "
L0 LET m$(8)=" 04800002000000000000000
0702220 "

I70OLET m$ (9)=" 08700

PYFYPIZTO0OD00D00000NTFIFE

QOOODDDO0QOOTIR

mE (10Y=" 07BOSHFOZOO0O00000HOO0N0
"
- mE(L1)=" DO709POIOBE20000000000
00OLTFRT "
400 LET m&{12)=" 00
00049999 "

410 LET m$(1Z)=" 0000000
[alalelal-ili

420 LET m$(14)=" 00000000467080000000000
00004999 ¢

430 LET m$(15)=" 0000004959870000000000
0OOOOYYY W

440 LET m&{1&6)=" 0000069999798000000000
[alslslelolnloio BNl

450 FOR j=1 TO 1b: PRINT CHRE (64+3)5"
wy: FOR i=2 TO ZFl: LET p=VAL ((m$(j)) (i)
yr IF p=0 THEM FRINT " "3z GO TO 470
460 PRINT gHip)s

470 NEXT 1

480 FRINT

430 1 3

00 K o4z INE 1@ FRINT AT 0,193".MNew
Albio"s FAFER 1: IMK 4: RINT "n": FAP
ER 1: INK 7: PRINT AT 14, "Lima"isz INE
1: PAFER 4: PRINT ".%: INK 7: PAFER 1:
FRINT AT 12,2:"Java”

DOOO79BLO0O0ON00

OOOOOOON00
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520 INE 4: FAPER 1: FLOT 15,47: DRAW 24
0,01 DRAW €, 128 DRAW ~23,0: PLOT 15,47
DRAW 0, 128: DRAW 136,0

522 FPAPER 7: INE O PRINT AT 16,0:i"Fran
cis Drake left Flymouth in 1377 to sear
ch for a North-West passage to the Pacif
ic.He encountered stormy weather i
n the Straits of Magellan and losttwo
ships.Then the wind dropped "

740 LET s$="

LET blank=1710: LET rt=2170: LET
r=14%0: LET reef=1570: LET namship=
LET ship=1830: LET trade=2l110: LET
ile=2140

DEF FN r {n)=INT (RND¥%r+1)

LET al=0

FOR f=(
810 READ &

FPOKE USR "e"+f,a

TG 7

NEXT £

DATA EBIN OO010000,RIN 01011010 EBIN
01011011, RIN 010100 J,HIN Q1010 BIN 1
lillliOAEIN 01111110, BIN nOlllilU

860 LET h$=CHR% 148 \
870 LET 1#$="3": LET t#="8": LET d%="6":
LET u$="7"

1020 LET m$(1J)-“ QOOOGOAPFFBFRO0OODO000
Deeee?99

10Z0 LET m$(16)=" 0000069979978000000000
Depeee??

1240 FOR y=1 TO 186

1050 FOR »x=2 TO 31

1060 LET c#={m${y)) )

1070 IF w$="9" THEN GO TO 1120

1080 IF cs="0" THEN LET is=INT (7#RND):
GO BUR isert: GO TO 1120

1090 IF c$="e" THEN LET is=4: B0 SUB isg

ert: GO TO 1120

1100 IF (x>=4 AND =<15 AND yx7 AND y<14)

THEN LET is=INT (2%RND+7): B0 SUR isert
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SUR igert

11 O MEXT
1 0 LET LET cr=85:
LET bas=Lc 1

1140 LET en
1150 LET
vi=16

29: LET y=1&3 LET xil

v LET

11460 IF whk=1 THEN FAFER 1: INE 7: PRINT
AT y=1,s

ihs
X &y INE Q@ PRINT AT 16,01 "Week
cargo Food Crew Balle Damg.

1172 IF whk=1 THEM GO SUR blank

1180 IF AND y=16 THEN FAFER 7@ PRIN

T AT 18,05 "You have swvived the unknown

and now know you are the first fleet

commander to sail around the world."i:z
IF ca>=400 THEN FPRINT "Arise Sir Franc

is"s 6O TO 2210

1190 IF x=1 AND y=16 THEM LET en=l

1200 IF (k=17 AND y=1) OR (x=18 AND y=2)
R =19 AND y=4) THEN LET al=1

1210 IF x<1% AND al=0 THEN 60 SUE blank

RINT AT 18,0%"6o back to New Albion"

IF gud=0 THEN GO SUE blank: FRINT

AT 18,01 "Your food has been used up so
vour crew mutinBies,and kills yoau': L

ET su=0: LET en=1

1230 IF cr«=0 THEN 60 SUE blank: FRINT

AT 18,05 "Youwr crew have all been killed
or have died of scurvy,typhus ordysente

ry.You are stranded without them.'":
LET cr=0: LET en=l

1240 IF dax10 THEN G0 SUR blank: PRINT

AT 18,08 "Your ship has filled with water
and sunk": LET en=1

1250 IF ba<Q THEN LET ba=0

1270 IME O: PAFPER &: FRINT AT 17,0iwkiAT
17,Sicat AT 17,11isusAT 17, 1&5crs&T 17,2
libasAT 17,27ida
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1272 IF en=1 THEN GO TO 210
B IF is="" THEN &0 TO

1290 GO SUB blank

1300 IF (x=1 AND i#=1%) 0OR (x=30 AND i%=
t$) OR (y=1 AND ig=u$) OR (y=1és AND i$=d
%) OR {(i#<ub AND i$<>d$ AND i$<>1% AND
i *t4) THEM GO TO 1280

1310 IF is=l% THEN IF m$(y) (x—~1)<>"0" A
MDD m$(y) (x "N AND mé(y) (x SN2 THE
N LET =
1320 IF is$w= t$ AND  {m$ (y) (s-+1)
H(y) (1) "9 AND mE (y) ¢
LET st=x+1

1 IF i%=ds AND (m$(y+1) (x)<>"3" AND m
Fly+1) GOCE"Y AND mé(y) () <3"1") THEN
LET y=y+1

1340 IF i$=u$ THEN IF (m${y-1) Goy4rrin
AND m® (y=1) (<" AND m$ (y) ()< "3") T
HEN  LET y=y-1

1250 LET wk=whk+1

1360 IF da<xQ THEN LET da=da+l

1370 LET su=su-—1

1380 PAFER 1x INE 7: PRINT AT yil-1,x1+13
1390 FPRINT AT y—1,x+1ih%$

1400 IF x=ul AND y vyl AMD wk+< >l THEN EE
EF 1,0: GO SUB reef: GO TO 1470

1410 IF m#&(y) (x)="a" AND da<>0 THEN LET
da=0: GO SUR blank: PRINT AT 18,0:"You
have arrived at a port so you can now
get your ship repaired”: G0 TO 147
0

U2 AND m
"OY THEN

i420 IF m$(y) (x)="4" THEN GO SUB blanks:
GO TO 1470
1420 IF m#(y) (x)="3" THEN G0 SUB namshi

P
1440 IF m${y) (2)="4" THEN GO SUB ship
1450 IF asly) (x2="7" THEN GO0 SUR trade

1460 IF m$d{y) {(x)="8" THEN GO SUB hostil
(=4
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1470 LET sl=x: LET yl=y

1480 GG TO 1170

1490 REM instr subroutine

1500 LET p=0

1510 IF LEMN r$=0 OR LEN c$:LEN r$ THEN

RETURN

1520 FOR p=1 TO LEN r$-LEN c$+i

1330 IF rd(p TO p+LEMN c%-1)=c$ THEN RET

URM

1540 NEXT p

1850 LET p=0

13560 RETURN

1870 REM reef subroutine

1580 LET w=INT (2%RND)

1590 IF x<15 THEN LET e$="rgef": GO TO
14610

14500 LET e$="rock"

1610 GO SUE blank

1620 IF w=0 THEN FRINT AT 18,0:i"There i

s a "teti" ahead.Turn around”: GO T

0 1700

14630 FRINT AT 18,04 "You have run aground
on a "iesi". Are you going to throw car

g andguns overboard,or put out an an

chor to windward"

14640 FOKE 234658,0: INFPUT r4$: LET cE="ove

rhboard”: GO SUR instr: IF p<>0 THEN LET
re=c$s 60 TO 14670

1650 LET ce="anchor": 60 SUE instr: IF p

<20 THEN  LET ré$=c$: GO TO 14670

1660 BEEF 1,0: GO TO 14640

1670 IF ré$="overboard" THEN G0 3UB blan

ke LET ca=ca~FN r{(20): G0 TO 1700

1480 LET wl2=INT (2%RND): GO SUB blank: I

F wZ=0 THEN FRINT AT 18,0:i"You have bro

ken free without anysignificant damage':
G0 TO 1700

1690 PRINT AT 18,08 "Your ship,the Golden
Hind,is holed.Retwn to dry land at
oncear it will sink":z: LET da=da+l

1700 RETURN




1710 REM blan} subroutine
RINT AT 1i8,0is%ies$ich: ob;

FETURN
FEM namship subroutine
GO SUE blank

IF RND>Q.5 THEN FRINT AT 18,05 "You
see a Spanish galleon,the Cacafuego.f
re you going to attack it or ignore

it": BO TO 1790
1780 FRINT AT 18,0Q%"You see & Spanish ga
lleon, the Esprito Santo.Are you going
to  att it or ignore it": B0 TO 1790
23608, 01 INFUT r$: LET cé="att
B0 SUB instr: IF p THEM LET r$

TO 1820
0 “ignore'": G0 SUR instr: IF p
- 7HEN LET r#$=c$: GO TO 1820
1810 BEEF 1,0: GO TO 1790

320 IF r$="attack" AND bad<=0 THEN GO &
UH blanky FRINT AT 18,0f"You draw alongs
ide the galleon and then find you have
no cannonballs left,so the Spanish win
the battle and leave you to die": LET e
G0 TO 1840
IF r#$="attack” THEN G0 SUE blank:
FRINT AT 18,0i"You fight a fierce battle
and finally take command of the ]
alleon and transfer its cargo to the ho
1d of your ship": LET ca=ca+FN r(20): LE
T ba=ba—-FN r (20)
1840 RETURN
1850 REM ship subroutine
1860 GO S5UB blank
1870 PRINT AT 18,03 "You see a Spanish ga
lleon.Are you going to attack it or ig
noreit”
1880 FOKE 23658,0: INFUT r$: LET c$="att
ack": GO HUR 1n5tr: IF p<=0 THEM LET r#
=c$: GO TO 1910
1890 LET c#="ignore": GO SUB instr: IF p
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“#0 THEN LET r$=c%: G0 TO 1910

17900 BEEFP 1,0: GO TO 1880

1210 IF r$="ignore" THEN RETURN

1920 G0 SUR blank

1930 FRINT AT 18,0:i "Are you going to fir

e cannons atthe galleon,or set fire to s
ome old ships and let them drift to-ward
5 ityor sneak up % board it"

1240 FOKE £23658,0: INPUT r$: LET c%="can

non: GO SUB instre: IF p<x0 THEN LET ré

=cHr G0 TO 1980

1950 LET c#="set fire": B0 SUB instr: IF

) THEN LET r$=c%: GO TO 1980

1960 LET c#="sneak": GO SUE instr: IF p<
*0 THEN LET ré$=c$: GO TO 1980

1970 BEEP 1,0: GO TO 1240

1980 GO SUB blank

1990 IF ré$<x"cannon" THEN GO TO 2020

2000 IF RNMDX>0.S THENM PRINT AT 18,0i"You

r ship gets holed and some ofyour crew a

re shot.Return to dryland at once": LET

da=da+l: LET ba=ba-~FN r {20 : LET cr=cr-F

N r{l10): GO TO 2020

2010 PRINT AT 18,05 "As vour ship is smal
ler and lower than the galleon,you

manage to put it out of action and

board it": LET ca=ca+FN r(20): LET su=su
+FN r(20): LET ba=ba+FN = (20)

20 IF r#di'set fire" THEN B0 TO 2060

E0 G0 SUR blank

2040 IF RND>0.S THEN FRINT AT 18,05 "The
wind changes direction and the burning
ships towards yow ship setting the mi
zren mast alight.Return to port at on

ce: LET da=da+l: GO TO ZO0&40

Z050 PRINT AT 18,05 "The burning ships dr
ift towards the galleon setting it aligh
t. The captain surrenders and you tran
sfer his cargo to youwr hold": LET ca=ca+
FNM r (20 LET su=ssu+FN r(20): LET ba=ba+
FN r{20): GO TO 2040

2¢
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2060 IF r$dx"sneak” THEN 60 TO 2100

G0 SUR blank

IF RND>Q.5 THENM FRINT AT 18,08 "The
¥ see you approaching and open fire,s
huo{1ﬁg some of youw crew and damaging y
our ship. Return to port at once":
T ba=bha- FN r(20): LET de
GO TO b1y]
AT 18,03 "They assums you are
)pan1sh as English ships have never bee
n this far before,so you board thegall
ean and capture it": LET ca=cat+FN r(20):
LET su=su+FN r(20): LET ba=ba+FN r (20)
2100 RETURN

2110 REM trade subroutine

2120 G0 SUE blank: FRINT AT 18,0:i"Youw bu
y cloves cheaply from the islanders": LE
T ca=ca+FN r(20): LET su=su+FN r(20)
2130 RETURN

2140 REM hostile subroutine

2150 G0 SUB blank: FRINT AT 18,0 "Hostil
e islanders pelt you with stones killing
some of your crew': LET cr=cr—FN r (20)
2160 RETURN

2170 REM isert subroutine

2180 IF is<>10 THEN LET m$ly) () =8TR%$ i
a1 GO TO 2200

2190 LET m#(y) (x)="a

2200 RETURN

STOP

FEM title subroutine

CLS

FOR ,i=1 TO 9: PRINT @ NEXT i

FRINT " FRANCIS DRAKE": FRI
FRINT Adventure Game"

FOR i=1 TO 8: FRINT 31 NEXT i

INK A: FRINT " Copyright 7 G.ludin

ski 1983":
2610 FOR i=1 TO 3: RANDOMIZE USR 23296:
NEXT i



24620
2670

RETURNMN
REM sea subroutine
RESTOF

RETURN
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WIRE MAZE

Well at last you have your own robot to cut the grass,
clean the car, wash the windows and take the dog for a
walk. There is one snag, however.

Your robot has been wired up incorrectly. It must have
been Friday afternoon when the other robots put your
model together. At the moment, if you press the arm-
control button the robot’s legs move. You, I’'m afraid, are
going to have to rewire your new family friend.

How to play

As the program begins, your robot will be drawn on the
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screen. When the robot shape is completed, the screen
will go black and the wiring will be added along with the
control buttons. The robot, complete with wires and
buttons will reappear and you will then have to trace the
wiring.

Control buttons are:

Red 1
Yellow 2
White 3

At the top of the screen will appear the word Head and
the three colour buttons. You must decide which of these
buttons is connected to the head and press the
corresponding number key and RETURN. One wrong try
means you must try again, and a subsequent wrong
guess will cause your computer to give you the correct
answer. If you think about it, if you have guessed two
wrong from three, you should know the answer by now
anyway.

You continue for the arms, legs.

To play again, with a different maze, press RUN.

Programming hints

You might find the wire maze too easy. It can be made
more difficult by increasing the length of each wire by
increasing the larger number in line 420.

Program

10 REM wire maze
20 REM copyright (c) G.ludinski 1983



IO ODIM w3
DIM v (3)
DIM w3}
DIM p$%(1Q)
DIM a%(i0)
FAFER 7
CLS
REM
REM draw robot
REM
LET a=70: LET b=550: LET c=125: LET
25: GO SUB &8O
140 LET a=0: LET b=300: LET c=275: LET
35: GO BUR &6BO
150 LET a=0: LET b=350: LET c=35: LET d
=150z G0 BUE 68O
160 LET a=240:
d=150: G0 SUR
170 LET a=7%
d=1300: GO SUB
18 LET a=7%5; LET b=200: LET c=125: LET

LET c=22: LET

LET e=120: LET

E ET b=150: LET c=200: LET
GO SUB &80
INE 2@ PAFER 7
REM decide which controls cennect t
o which parts

230 REM

"40 FOR i=1 TO =

50 LET w(ll—INT {RMD*Z+1)

2&0 IF (i=2 AND wii)=w(l)) OR (i=F AND
(wlid)=w(2) DR wiid=w(1))) THEN GO TO 23

]
”70 NEXT i
REM
REM draw wires
REM
LET x (1) O LET y(1)=400: FLOT 40

L 100: DRAW x (1) /5-40,y (1) /6~-1

330 OLET 2 =3T00: LET y(”)-ﬂO“ FLOT 27
575, 400/6: DRAW = (2)/8-275/5,y (2) /6-400/
&
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FLOT 40

yl=yl#-1: LET

FLOT x (i) /3,y(i)/6é6

410
p R =1 TO 100

420

D LET d» AND #3010
0oIF ¥ ' i) +di) »1200
Y O THEN )

450 LET (i) =x (i) -+

460 LET dy=ys*INT (RND®#ZO+10)

470 IF ((y (i) +dy) <80 OF (v (D) +dy) 2960)
THEN LET ys=-ys: G0 TO 46460

480 LET y(ir=y(i)+dy

490 DRAW dn/S,dy/6

500 MEXT Jj
REM
REM draw buttons
REM

LET a=x(i): LET b=y(i Oz L

ET d=10: BO SUR H @ (1)+5: LET b
=y (i)+108 LET c: =10 GO SUR &80
550 FRINT AT INT (41 v (i) ) /4é6~-1) , INT
(4 (1) /6A)Fliwlidi

S&60 NEXT i

570 REM

&40 REM write questions
650 REM

H&O FOR i=1 TO 3: GO SuUR 7
&70 BO TO 8T0

&LB0 REM bl k sub

690 LET a=a/Z: LET b=b/é: LET c=c/S: LE
T d=d/6

700 FLOT a,b: DRAW c,0: DRAW O,d: DRAW
—~z, 03 DRAW 0,-—d

720 RETURN

730 REM question sub

740 IF i=1 THEN LET p$="HEAD"

750 IF i=2 THEN LET p#="ARM "

NEXT i
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760 IF i THEN LET p%$="LEG "
770 FRINT AT Z,0ip$i" = s INE
§2 INRE Zp PRINT "2%"32 INE

1t FRINT
FRINT

780 FRINT AT 4,0:" e PRINT %

790 LET t=1

SO0 INFUT a$: IF as{l)
AND a® (1)< >"3E" THEN
a."sr GO TO 8O0

g1L0 IF VAL (af)=wli) THEN FRINT AT 4,0
i'"ves ": GO TO 840

BRO FRINT AT 4,05 "No,try again': IF t=1
23 GO TO 8OO

THEM FRINT AT 4,05 "answer =

e
[

1Y OAND as(l)<
“INT AT 4,05"N

aen

wliys"
835 FAUSE 400
B340 RETURN



PATTERN PAIRS

If you have tried Odd One Out in this book, then you will
find this following puzzle a little more difficult.

There are nine patterns displayed on the screen, in a
range of colours, and you have only a few seconds to
compare them and nominate the pair, you believe, are a
match.

How to play

Identify your pair, note the numbers alongside and key in
your answer. You don't have to key in your answer in
strict chronological order. Just punch in your numbers
and wait. Correct responses will be awarded with a
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pleasant little high pitched tune, but wrong answers will
be faced with a low pitched littie dirge.

To continue, press Y for Yes and to stop, press N for No,
remembering to press RETURN after your response.

A score sheet will appear at the end showing your tries,
results, time and average time.

Programming hints

Each of the patterns is slightly different except for the
matching pair. This is done by displaying rows of graphic
characters with different INK and PAPER colours.

To reduce the time allowed to spot the matching pair
reduce the 200 in line 430.

Program

10 REM pattern pairs

20 REM copyright 7 G.bLudinghki 1983

30 BORDER 7: PAPER 7: INK O

40 LET testcard=640

50 DEF FN r (2)=INT (RND#z+1)

60 DEF FN w()=INT ((& We*PEER. 2E674+2
S6*¥FEEK 2TL&7I+HPEER 23 /500

70 DEF FN 1 (m,r)={(m+n+AES (m—n))/2

80 DEF FN tO=FN L(FN u(,FN uO))

20 ?): DIM g(1é6)

100 &2, 255

110 =03 LET cr=0

120 LET ti=FN t O

130 CL.8

140 LET nu=nu+l

150 LET pt=1

160 REM
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180 R
140 LET w=8&: LET h=2
* =40 FOR x=10 TO
"U FLOT x,v: DRAW wrlO,0r DRAW 2,h: DR
AW ~w—10,0: DRAW O,~-h

210 PLOT x+5,y+8: DRAW w—10-8,0: DRAW O
h—10- 02 DRAW O, ~h+10
Myy: DRAW ~5,5: DRAW O,h: DRAW
S DRAN ~Z,5: DRAW w+10,0% DRAW &, -5
NEXT

NEXT v

REM

REM generate testcards

REM

LET wi=FN r (%)

LET wi2=FN ()1 IF wl2=wl THEN GO T

LET w=STR$ wl+85TR$ w2

LET v TRE W2+E8TRE wl
LET rd=INT (RND#47+11)

REM

REM draw testcards
0 REM

GO SUB testcard

REM
REM question

REM .

40“ IME Or FPRINT AT 1é,058" Which tw
o are the same"

410 LET rg=""2 LET i=0O:
4 IF INMEY$<:"" THEN
4 LET i$=INKEY$: IF (id="" 0OR i%
OR i&>"9") AND 1<200 THEM LET 1“:+1- G0
TO 430

440 PRINT i%:

450 IF ic=0 THEN LET ie=ic+l: LET r&=r
$+is: GO TO 420

460 LET re=r$+is

470 IF re$=ws OR r$=v$ THEN FRINT : FRI
NT "Yes,you are right": BEEF 2,12: LET o
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r=gr+l: 50 TO 490
480 FRINT FRINT "Mo,"ijw
are the ey [ HEEF 4,8

and "iwZi"

BEEF .5,4

]

490 FRINT @ FRINT “Do you want more (Y/
My

INFUT r$

IF r&d"n" AND 3 THEMN GO TO
REM

REM score sheet

REM

CLs

FRINT TARB 105 "Fattern pairs"
FOR i=1 TO 7: FRINT @ NEXT i
FRINT @ PRINT "Tests completed = "j

LET tm=FN t()-ti
FRINT : FRINT "Tests correct = "jgr
FRINT # FRINT "Time taken = "itmi"
seconds"
AEO IF o O THEM  FRINT : FPRINT "Time
per test = SINT (Em/cr) 3" seconds"

&30 GO TO 800

640 REM testcard subroutine

&S0 FOR g=5 TO 19 STEF 5
TO 22 STEF 11
570 FRINT AT g-1,k:ipt: IMK 2: PAPER S:

IF ce>66 THEN LET ca=

720 LET gs=gs+1: IF gs>lé6 THEM LET gs=

IO OIME VAL ((STR$% cs) (1)): FAFER VAL ¢
(5TR% ce) (2)): FRINT AT g-t-1,k+biCHRS (
127+gs)

740 NEXT b



MEXT t
INE O3
MEXT |
NEXT g
RETURN
REM ernd

FAFER

7s

LET pt=pt+l
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WESTERN ADVENTURE
GAME
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Your rough, tough and ready desperado colleagues have

fled into the scrubland, dropping their guns and the loot.
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Well we all know that a man, or a Calamity Jane, has got
to do what ever itis. So, you are on your own outside the
bank and you have to make it to the horses, which some
idiot left on the outskirts of town.

On the way you can collect money and guns with bullets
and then decide, if you run into the Sheriff's posse,
whether to bribe or blast your way to freedom. Obviously
your aim is to reach the horses with some bullets and
some money.
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We are not advocating here that crime pays — that is up
to you.

How to play

Use the ARROW keys to make your moves. However you
need not press the SHIFT key with the ARROW keys.
When you have read each message on the screen press
ENTER.

Your footsteps will appear on the screen as you move
toward the horse inthe top left hand corner of the screen.

Your progress will be recorded on the bottom of the
screen, and you will, in your progress, be told that you
have run into the posse, and you will then be asked if you
intend to shoot or bribe your way out.

Key in ‘shoot’ or ‘bribe’ then press the ENTER key.
Should you run out of bullets I'm afraid that a lynching is
your fate, as the posse were playing poker when you
robbed the bank, and the Sheriff had a Royal Flush.

If you key in an incorrect respone a note is played. This is
different to the shooting noise that you hear after you
shoot someone or get shot.

Programming hints

You can increase the number of events in the adventure
by allowing w on line 440, to be larger.

A subroutine describing the event, and the effect of it, on
the money and bullets can be written.
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The new subroutines can be called after line 480 and
included after any of the subroutines.

Remember that

bu is number of bullets

mo is money

x is the random amount to increase/
decrease

Program

10 REM Western adventure game
20 REM copyright 7 G.Ludinski 1983
30 BORDER 6@ FPAFER &3 INK O
40 LET x0=25: LET yO=17

S50 LET blank=710: LET posse~=%510: LET b
ullets=610: LET money=&&40: LET gunshot=7
46

&0 LET g#=""1 FOR i=1 TO 9&6: LET s$=s%
s MEXT i

70 FOKE 235462,255: REM switech off auto
matic key repeat

80 CLS

70 REM

100 REM cactus and horse

110 REM

120 FOR n=1 TO Z: READ p%

130 FOR =0 T0 7

140 READ a: POKE USR p%$+f,a

50 NEXT +

1460 NEXT n

170 DATA "a",BIN 11011011,RIN 11011011,
BIN 11011011,255,255,RIN 00011000, BIN QO
011000, BIN 00011000

180 DATA "b",0,0,RIN 01100000,FKIN 01110
OO0, BIN ©1011111,BIN 00011111, BIN 000100
D1, BIN Q0010001




190
443"
200
210
220
230
240
280
260
270
280
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INK 4: FOR i=1 TO 190: PRINT CHR#$ 1
i1 MNEXT i

INK Oz FRINT AT 1,1:CHR$ 145

REM

REM gunshot noise

REM

G0 SUER gunshot

REM

REM draw bank

REM

FAFER 2z INE 7: FRIMT AT 15,273"

" FRINT AT 16,273 "BANK": FRINT AT 17,2

7im
290
F00
310
320
aoney

330

": PAPER &: INK ©
REM
REM
LET bu=S: LET mo=5: LET di=1
GO 8UB blank: FRINT AT 19,0idii") M
= "imoi" Bullets = "ijbu
IF bu«<=0 THEN RANDOMIZE USR 32300z

FRINT "You get shot.You have travelled
";dii" yds.": GO TO 780

J40
350
360
360
370

IF x0O=1 AND yO=1 THEN GO TO 780
LET x=INT (RMD*G+2)
LET té=INEEY$: IF t$="" THEN GO TO

IF CODE t#%<53 OR CODE t$:56 THEN R

EEFP 1,0: GO TO 360

80
e
30
0+1
400
O+1
410
-1
420
47
440
450
460
470

IF t#="5" AND xO

=0 THEM  LET xO=x0

IF t#%="8" AND x 7L THEN  LET sO=x

IF t#&="&" AND yO<»17 THEN LET yO=y

IF t#="7" AND y©

) THEN LET yO=yQ

FRINT AT yO,x05"7?"s

LET di=di+1

LET w=IMT (RND#4-+1)

IMK O

IF w=1 THEN GO SUER posse
IF w=2 THEN GO SUE bullets
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480 IF w=3 THEN GO SUE money
490 GO TO
SO0 REM
510 REM posse subroutine

520 FRINT AT 03 "You mest one of the
sheriff’s posse. Do you sheoot or bribe

e
SR

520 INFUT i%

540 IF i$<r"shoot" AND igdlr"hbribe” AND
i MSHOOT" AMD i%<»"BRIBE" THEN RBEEF 1
L0 GO TO B30

550 IF (i$="bribe" OR i%="BRIBE") AND m
p<=0 THEN EEEF 1,0: GO TO 830

560 IF i$="shoot" OR i$="HHO0T" THEM R
ANDOMIZE WUSR 32300: LET bu=bu-x

570 IF i$="bribe" OR i%$="BRIBE" THEN L
ET mo=mo-:x

580 IF bu<0 THEM LET bu=0

590 IF mo<O THEN LET mo=0

600 RETURN

610 REM bullets subrouting

620 FRINT AT 20,03 "You find "ixi" bulle
ts that vyour gang has left behind-ENT
ER"

&0 LET bus=bu-s

&40 INFUT L4

650 RETURN

6460 REM money subroutine

470 FRINT AT 20,03 "You find "ixi" bags
of money that ynur gang have left behi
nd-ENTER"

&80 LET mo=mo+x

490 INFUT t%

700 RETURN

710 REM blank subroutine

720 PRINT AT 12,0:s%3

770 RETURN

740 REM gunshot neoise subroutine

320
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AD a: FORE

126,246,14,211, 254,
14

y=E, 175, 1
=M end

b =1

780 R




FRACTION CAR CHASE

We might have named this program ‘Duel’ after the film
of the same name as, like the hero of the film, you are
being chased by a juggernaut driver.

As you turn right, the juggernaut turns right; turn leftand
it still follows you.

Coming up in the near distance is an archway. You must
escape through the arch before the lumbering truck rolls
over you.

Your only answer is to work out how far across the road
the centre of the arch is. Guess wrongly and you hit the
arch damaging your car. Too many wrong guesses and
your car will be immobilised leaving you the defenceless
victim of the fast approaching juggernaut.



How to play

The computer will think of a number whose numerator
{top half} and denominator (bottom half) are both less
than ten. You must guess the correct fraction and enter it
in using the / symbol (eg 2/3) and RETURN. If your guess
is too big, or small, you will be told. The guess closest to
the correct answer, will be displayed on the arch. The
lower guess will be shown on the left hand pillar and the
higher guess, closest to the correct answer, will be
shown on the right hand pillar.

If your answer is displayed on the arch then you know
that you are almost correct. You have nine lives.

This is more difficult than it sounds, after all do you know
which is the larger, 3/8 or 4/9? You will be amazed at what
you find out about fractions. A hint is that to make a frac-
tion bigger, increase its numerator (top half) or reduce its
denominator (bottom half) or both. Do the opposite to
make a fraction smaller.

Programming hints

To make the game easier, reduce the range of fractions
allowed. This is done by reducing the tens in line 255. To
make it more difficult you may increase these numbersto
maximum values of 99 each.

If you want to allow more guesses, increase the 9in line
300.

Progam

10 REM car chase
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20 REM 7P
IO DEF FN dé(is,m=i%{ TO n)
40 DEF FN e$s(ig,m)=i%(n TO )
50 FAFER 63 CLS : GO TO 130
&0 DEF FN b$(n$,ny,a)=n$(n TO a)
70 LET tf=0
80 FOR 1=0 TO 7
0 LET tf=tfx(271)%vAL FN b#$(n$,8-1,1)
100 NEXT 1
110 IF tf=1 THEN GO TO 120
130 FOR m=0 TO 7: READ r: FOKE USR "p"+
My
140 NEXT m
145 DATA 0,0,126,b6b, 255,255, 255, 66
150 FAFER 6@ INK O: CLS @ LET max=10: L
ET min=0: LET as$= ="0"%: LET b$
= My LET x$="1"z
160 REM draw arch
170 REM
190 INK 4@ LET x=47: FOR y=47 TO 159: L
ET r=40
200 FLOT x,y: DRAW r,0: NEXT y: IF y=15
% THEN GO TO 210
210 LET x%=183: FOR y=47 TO 159: LET r=4
0
220 PLOT x,y: DRAW r,01 NEXT ys IF y=13
9 THEN GO TO 230
0 LET x=87: FOR y=127 TO 15%: LET r=9

=}

240 FLOT m,y: DRAW r,08 NEXT y: IF y=13
% THEN GO TO 230

250 REM think of a fraction

255 LET f=INT (RND*9)+1: LET g=INT (RND
*#F)+1

250 GO SUB B20

270 IF f/g»1 OR £/g=INT (f/g) DR g/f=IN
T (g/f) THEM GO TO 255

280 IF g<f THEN LET h=g: LET g=f: LET
£=h

200 FAPER &: INK O: PRINT AT 15,1éia%
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I00 FOR t=1 TO 9

310 REM : PAFER &: INK 1: FRINT AT 17,0
TaE Q0

I20 PRINT PAFPER &3 INE QiAT 21,05 "Gues
s the fraction. Use / "

EEO OINFUT is: IF i1s="" THEN GO TO

F40 REM check entry

345 IF LEN i 3 THEN GO TO 400

350 FOR i=1 TO =

FHO LET c#%=FN b$(id$,1,1)

370 IF i=2 AND c$<x"/" THEM GO TO 400

375 IF (i=1 OR i=3) AND (CODE c#%<{49 OR
CODE c%x57 ) THEN GO TO 400

380 NEXT i

390 LET k#%=FN d®(i%,1): LET d$=FN es{i$
J3): GO TO 420

400 BEEP .3,10: BEEF .5,23: BEEF .7,4:
FRINT AT 21,03 "ERROR, WRONG FORMAT USE "
“ashv""": FAUSE 100: GO TO 320

420 REM

430 REM display fraction between arch

440 REM

450 IMK O@ PRINT AT 8,14ik$: FRINT AT %
L 155 =" AT 10,165d%

4460 INK O FRINT FAFER &i INKE 1:iAT 0,1
2i"Guess "it

470 IF k$=85TR% (f) AND d=5TR$ (g) THENM

FRINT INK O3 PAPER &iAT 1,10:3"That’'s
right”s BO SUR 790: GO TO &00

420 LET v=VaL (i$)

510 IF vif/g THEN FRINT FAFER &% INK
134T 1,121 "Teo small": LET p$=as: LET of
=" "y LET u$=" ": 60 SUR 790

520 IF vxf/g THEN FRINT FAPER &5 INE
14T 1,121"Toa big ": LET p$=" ": LET o
=" "x LET us=a%: G0 SUER 790

530 IF vimax AND v f/g THEN LET max=v:

LET u$=k$: LET z$=ds: GO TO 570

540 IF in AND v<f/g THEN LET min=wvsa

LET m$=k$: LET b$=d$
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S50 INK O FPAFER 4@ FRINT AT 11,858" "id&
T 11.8ims
D60 FPRINT AT 12,7:3"———"3AT 13,8:ib%: GO
T &30
570 FRINT FAFER 43
SE0 FRINT - PAFER 43
"iAT 1%,25
570 GO TO 630
A£00 PRINT  INKE 2§ FAFER &1AT 20,05 TAR 3
FRINT AT 21,05"You escaped - Fh

"y GO TO 700
Gl INFUT "Another guess? Y/N"irs
&H20 IF ré="n" AND r#%="N" THEN GO TO 48
s}
LHE0 NEXT t
&350 REM
LH6HD REM end of guesses
&L70 REM
&80 PRINT  INK 33 FPAFER 1iAT 20,08 TAR 3
2 FRINT AT 21,03 "The juggernaut closes
in "
620 PRINT "The fraction is "sfs"/"igi"

700 INFUT "Do vou want more?® Y/N"ird
710 IF vr&<:"n" AND r$<x"N" THEM GO TO

GO TO 870
STOF

790 REM car

800 FPRINT INK &3 FAFER 45AT 15,8ip$: F
RINT FAFER 6iAT 15, lé6io%i: FRINT INMK &
i FAPER 43AT 15,253u%
810 RETURN
820 REM reduce

0 FOR i=2 TO 9
840 IF f£/i=INT (£/i) AND g/i=INT (g/i)
THEN LET f=f/i: LET g=g/i: GD TO B40O
850 NMEXT i
860 RETURN

870 STOF




BAR CHARTER

68
7Wortoage '.d Gas Elec. Ph!n; Car Miso.

This is a versatile program that will enable you to record
your expenses, club accounts or any collections you
have. You could also use the printouts to impress the
boss. It is easy to use and allows a maximum of 32 bars
to be drawn. As you key in data you watch the bar chart
grow. After you have done this, you have have an option
of printing out the bar chart on your printer or saving as
SCREENS.

How to use it

First you are asked for the labels of the bars in the bar
chart. There may be any number but all the labels must fit
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on one display line. When you have keyed in a line of
labels press RETURN once. Then you use the left and
right ARROW keys to move a pointer at the bottom of the
screen. When the pointer (symbol 1 is positioned under
the label you wish to point to, press 7 and the bar above
that label will increase in height. Press | and the bar will
decrease in height. Press ‘K’ to save the charts as a
SCREENS. Press ‘'Z’ to copy the screen via the printer and
press ‘H’ to give height of column marked with arrow.
Remember to use Caps. Shift.

Program

10 REM

20 REM 7

30 REM

40 BORDER 6: FAFER &: IMK 1: CLS

42 DIM Y(32): DIM A$(31)

45 LET X=1é1 FOR F=1 TO 19z LET Y(F)=0
: NEXT F

SO REM

&0 REM INFUT LARELS

70 REM

80 INFUT "WHAT ARE THE LARELS?
"iA%

100 FRINT AT 20,1:A%

112 PRINT AT 21,X3"""

115 FOR F=0 TO 19: FPRINT AT F,03"-": NE
XT F

120 REM KEY IN DATA

130 REM

125 FAUBE 23

140 LET B#=IMKEY$: IF B#&="" THEN GO TO

140

150 IF CODE EBE$=53 OR CODE B#$=36 THEN G
0 SUR S00: GO TO 120

160 IF CODE B$<>55 THEN GO TO 180

165 LET Y(X)=Y(X)+1: IF Y(X)»19 THEM L
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ET Y(X)=Y(X)~1: FRINT AT 21,0i OVER 1:;"C
OLUMN TOO HIGH ": PAUSE 90: FAUSE 10: GO
TO 120

170 GO SUB &00: GO TO 120

180 IF CODE B#$<>354 THENM GO 70 210

190 LET Y(X)=Y(X)~1: IF Y{X)<O THEN LE
T Y(X)=Y{(X)+1: GO TO 12
200 GO SUB &00: GO TO 120

2?10 IF CODE R$=%0 THEN COFY : GO TO 12
(o)

220 IF CODE B%=72 THEM GO SUR 700: GO
TO 120

23Z0 IF CODE B$=7%5 THEN INFUT "INFUT NA
ME: "1 0% SAVE CHSCREENS @ GO TO 120

240 60O TO 120

497 REM

498 REM MOVE ARROW

499 REM

500 IF CODE E$=53 AND X=1 THEN RETURN
510 IF CODE B$=56 AND X=31 THEN RETURN
520 IF CODRE RB$=53 THEM LET X=X-1

530 IF CODE B&=56 THEN LET X=X+1

540 FRINT AT 21,08,.
S0 PRINT AT 21,Xs FLASH 130"

=555 PAUSE 10: FAUSE 1O

60 RETURN

600 REM

610 REM DRAW COLUMN

620 REM

430 FOR F=19 TO 20-Y(X) STEF ~1: FRINT
AT F,X3"?": NEXT F

640 FOR F=(19=-Y (X)) TO & STEF -1: PRINT
AT F,X3" ": NEXT F: RETURN

450 PRINT AT E,.X:"U"

&0 NEXT E

&70 RETURM

700 REM

710 REM GIVE COLUMN HEIGHT

720 REM
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7EO FPRINT AT 21,03 "HEIGHT OF """iA%(X);
mEamnEY (X)) 5" UNITS (HIT ""Cnw)e
740 FAUSE O: RETURN



WORD SEARCH

OHPORKRYF 2 HKWBUBPATWM
YAUXRDS JLPTTAYUIXHJIR.J
BUTDOFTGGTIUYHXKHNRBRMBS JU
PEGESFSLEMNVYTMZEZRZ2ZVYHBS
K FEICGRARPWMSSHSHAKZATITIF
ZNYFHRYEEL/IAXKAMESHKNWYU
HMYBGQ@HCED OROPSG Q2R JO W
PIXBCEHLULDRARY I WGUEABGA
SMNHNUTS0ODOCF@UCRGDEH- ATIRQ
0T ZCORPLK®TM®@ET CPHTFES
Y I AT XKEKEZJINGLULULEKUHXFRHK
AO0OGINLOUB 0 GCHNMZHMLREL
R B E E R ® TCAIHRRARWTMRGHP
UF Z S35 CDUYXICDSPAMTXREB
What food snd drink words can sou fin

This is a brainteaser you have probably come across in
puzzle magazines, but that doesn’t make it any easier.

The words which are hidden in the screen spaghetti are
all four letter — related to food or drink.
How to play

When you have found one of the twenty words on the
screen, key it in and press RETURN.

If your guess is correct your word will be ticked, if wrong
itwill be crossed. Your score will be displayed at the top.
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To change the screen key in NEXT and press RETURN.

Programming hints

Two methods are used to reduce the memory required in
this program. First, all the numerical arrays are integer
arrays. Secondly the possible words are stored one after
another in a string, instead of an array.

Another change that you could make is to alter the words
that can be found. There are 57 of them in order to make
the puzzles as random as possible. These words are
stored in the variable W$ on line 70. If you think of other
four-letter words to do with food and drink, then just
replace some of the words with those you have chosen.
If you want to put in words on a different subject, then
think of a subject and replace words in W$ with your
words all joined together. Remember there must be 57 of
them, and they must all have four letters.

If you wish to use longer or shorter words, all words must
still be of the same length as each other. Change the
words in W$ so the total number of letters is still the
same. Then change ID in line 240 so 4 is replaced by the
number of letters in each word, and 57 is replaced by the
maximum number of words in W$. The minimum value
of ID must be 1 so 3 should be changed accordingly. The
3inline 280 should also be changed. If the word length is
increased more elements of array L$ must be checked to
be empty and then assigned a letter in lines 290 to 310.
Also the 80 (which is 20 words of 4 letters) and 4 in line
520 should be changed. The 3in line 530, and the 3and 4
in line 570 should also be changed.



Program

10
20
0
40
S0
&0
70

REM
REM
CLs
DIM
DIM
DI
LET
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WORD SEARCH
COPYRIGHT (C) G.LUDINSKI 1983

L& (24,18): DIM C$(20,14)
E$(80): DIM D$(4)

Fé (20)

Wah="F ISHMEATCARESOUFFEASSALTCHO

FCORNWINEBEERL IMEERRANEEANYEALROLLHAKER TE
EROCKSFAMMAL TROLLMINTLAMEFORKBEEFTORTCAN

ENUTSTUNARICESAR

SAGOLOAFGAMEHERBFEARMIL.

ELARDCHIFSTEWOATSFATESAGEMACECRAEBMASHEOL.
AFITHPEELSOYALEEEDUCKDILLYOLEBALMSUETS0D

an
80
{0
1060
110
120
130
140
150
160
170
180
190
200
210

220

LET R=INT

LET
REM
REM
REM
CLS
LET
FOR
FOR
LET
LET

F& (1) =CHR% (240)

GENERATE LETTERS

E$=""3: LET CR=0
I=1 TO 14

J=1 TO 20

L# (T, Ty=" @

C# (J, 1) =CHRS$ (0)

MNEXT J
NEXT I

FOR
LET
LET

I=1 TO 20

D=INT (RND*3Z+1)

R=INT (RND*#10+1)s IF D=2 THEN
(RND%*14+1)

230 LET C=INT (RND®*16+1): IF D=1 THEN

LET C=INT

(RND*20+1)

240 LET ID=4%INT (RMD*37)-+1

250 FOR @=0 TO I-1:z IF ID=CODE (F$(G+1)
) THEN GO TO 240

NEXT @

LET F$(I)=CHR% (ID)

LET D&=W$(ID TO ID+3)

IF D=1 AND L&(C,R)=" " AND L$(C,R+1

260
270
280
290
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y=" " AND L& (C,R+2)=" " AND L#%(C,R+3)="
"OTHEM  FOR E=0 TO Z: LET L& (0, R+E) =D& (K
+1 LET C$(C,R+ED) =CHR% (I): NEXT K: GO

(R}

00 IF D=2 AND L$(C,R)=" " AND L.${(C+1,R
"OAND L$(C+Z,R)=" " AND L$(C+3,R)="
" THEN FOR » TO 3¢ LET L% (Cok, R)=D$ (k
+1) LET C&(C+E,R)=CHR% (I): NEXT kK: GO
TQ
310 IF D=3 AND L$(C,R)=" " AND L#$(C+1,R
+1)=" " AND L% (C+ AND L% (C+3,R
+Z)=" " THEN FOR K I3 LET L$ O+, R
FEY =DE (1) 0 LET G (C+kl, R+ =CHR$ (I)2 N
EXT Kz GO TO 330

= G0 TO 210

IE0 LET E#(I#4-3 TO I*4)=D%

40 NEXT I

50 REM

TH0 REM DISFLAY LETTERS

370 REM

Z80 FOR I=1 TO 14

I90 FOR J=1 TO 20

400 IF L$(J,I)=" " THEN FRINT AT I,J:iC
HR$ (65+INT (RND*26))5: GO TO 420

410 FRINT AT I,JiL#$(J,1)3

420 MEXT J

430 NEXT I

440 REM

450 REM CHECK ANSWER

460 REM

470 FOR N=1 TO 20

480 FRINT AT 19,03 "WHAT FOOD AND DRIME
WORDS CAN YOU FIND"

S00 INFUT Is

505 PRINT AT 192,0:"

510 IF Is="NEXT" THEN GO TO 120

520 FOR M=1 TO 77 STEF 4

S3I0 IF I$<>E$ M TO M+3) THEM GO TO 610
540 FRINT AT 10,23;"CORRECT"iAT 12,2351
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: LET CR=CR+1: PRINT AT 5,23;"SCORE:";

o0 FOR I=1 TO 14

S40 FOR J=1 TO 20

570 IF C$(J3,.1)=CHR% ((M+3)/4) THEN PRI
NT AT I,J5" "3

S80 NEXT J

590 NEXT I

595 LET E$(M TO M+3)=" ¥

600 BO TO 630

610 NEXT M

L20 PRINT AT 10,233 "WRONG "iAT 12,25%"

"
H

625 GO TO 480
630 NEXT N
640 STOP



DECISIVE HERO

"ﬂ
Rk ,
f ldershot 1853
B raoknell 522
€ amberley 7353
P orking 356
E gham 321
F arnham 282
6 uildford 377
H enley 187

The wicked Baron has captured your love, Loretta, and
tied her to the railroad track. Only you can save her from
a grisly fate, but you will have to think fast and act even
quicker. Wherever the Baron has taken her, you can be
sure it will be in a town far away from you, and you must
work out the three possibilities, key in your answers and
stop the train.

Please act quickly, as the thought of losing Loretta is too
terrible to contemplate.
How to play

The names of eight towns will be displayed on the screen
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with letters A to H. Against each of the letters you will be
shown a combination of numbers.

You must decide which three series of numbers are the
highest, type them in and stop the train.

Example: from the screen shown above you will see that
the correct answer is ¢, g and h. You don’t have to key in
your answers in alphabetical order, just key them in
correctly and quickly. If you stop the train or,
unfortunately for Loretta, the train reaches the end of the
screen, you will be asked if you wish to continue or end
the program.

Press ¢ and ENTER to continue, or e and ENTER to end
the game.

Skill rating

When the game ends, a score sheet will be displayed
showing your total, giving a qualitative rating and an 1Q
level of your decisiveness. This is not a true 1Q level as
intelligence is made up of reasoning ability, memory etc.
but this result will be an indication of your IQ
decisiveness level.

Classifications below Fair are omitted, as | know that if
you are using this book you are above average!
Programming hints

If you wish to increase the time allowed to guess the

answers then increase the distance the smoke travels. To
do this increase the 3 in line 960 to a maximum of 12.
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After thinking about this, you may decide to reduce the
distance travelled by the smoke and thereby decrease
your thinking time.

Program

10 REM Decisive hero

20 REM Copyright ? B.ludinski 1983

IO DIM a$(3,12): DIM x{(12): DIM y(12):
DIM n{%,8): DIM =(8): DIM t#(8,10): DIM
£(8): RIM wi(S0)

40 PORE 236598,0

50 LET shapes=1190: LET train=840: LET
smoke=810: LET ig=1050

&0 CLS
70 LET ¢
80 REM
90 REM store town names and trin shape
100 REM

110 B0 SUR shapes

120 FOR i=1 TO 8: READ t®(i): MEXT i
150 LET as(l)y=" 2?2 777 "+CHR$ 160+CHRS

La2+n "

140 LET as(Z)=" 277 "+CHRS 144+CHRS
147+17"

150 LET a%(3)=" 277-277-777"

160 REM

170 REM store positions of smake
180 REM

190 FOR i=1 TO 2

200 LET x(i)=12-i

210 LET y(i)=2-1

220 NEXT i

220 FOR i ]
240 LET y(i)=2
250 LET xti)=
260 NEXT i

270 LET te=0: LET er=0: LET cr=0

%]

4

12

2 3
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M

REM the action starts here

REM

CLs

LET te=te+l

REM

REM store lists of numbers and thei

k=1 TO 7: LET s(k)=0: NEXT k

=1 TO 8

FOR i=1 TO 3=

LET n(i,j)=INT (RND#?+1)

LET s(id=a(i)+n{i,j)

MEXT i

NEXT j

FOR i=1 TO 8: LET t(i)=i: NEXT i
REM

REM bubble sort of the sums of each

460 REM

470 FOR i=1 TO 7

480 FOR i=1 TO 7

490 IF s(i)<{s(i+1) THEN LET tp=s(i): L
ET s(i)=s(i+1): LET s(i+1)=tp: LET tp=t(
ids LET tdid=t(i+1): LET t(i+l)=tp

500 NEXT i

S10 MEXT j

G20 REM

530 REM check for any duplicates

540 REM

S50 LET twn=3: FOR i=4 TOD 8

G600 IF s(id)=s(1) OR ={i}=s(2) OR s(i)=sg
(3) THEN LET twn=i

570 NEXT i

580 REM

520 REM display problem

600 REM

610 PRINT = FRINT z PRINMT : FRINT : PRI
NT @ FRINT



720
T w() =0y LET w(3)=0

70
740
750
h
760
or e
770
780
790
800
810
820
830
840
850

1]

860
870
880
890
{00

FRINT *

TME &3 FRINT “2"3: IMK Q@ PFRINT " "
FRINMT ¢ FRINT @ PRINT

FOR i=1 T0O &

FRINT e${ TO & ats(j)(1)s" "its{3){
yin wy

FOR i=1l TO Z
FPRINMT STR% (
NEXT i

PRINT

NEXT j

FRINT

LET cri=0: LET ix=0: LET w{l)=0: LE

Y

n{i,i)r)s "3

FRINT AT ©,03: GO SUE train
BEEF 2,~4: BEEF 1,-10
FOR h=1 TO 10: LET zé$=INKEY®$: NEXT

FRINT AT 21,08 "Fress o to continue
to end": INFUT c$
IF c#="c" THEN GO TO 310

GO SUE iq
GO TO 1450
REM

REM smoke subroutine

FRINT AT y(i),x (i)+13iCHRS 1493
RETURN

REM train subroutine

BEEF 0.5,36.5: BEEF 0,0: BEEF 1,34,

FOR 1=1 TO 18

LET i%=INKEY$

IF is="" THEN G0 TO 930

FOR j=1 TO twn

IF i%=CHR$ {(96+t{j)) AND i#$<{:CHR%

(w(1)+%6) AND i$<:CHRE (P6+w(2)) AND i%

*CHR$ (P46+w(3)) THEN LET eri=cri+l: LET
in=ix+1l: LET w(ix)=t(j): BEEF .2,13: GO
TO 930
210 NEXT j
920 LET er=er+l
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9E0 IF cri=3 THEM LET cr=cr+i: 60 TO 1
040
240 INE 1: FRINT AT Z,1ias(1)3AT 4,15a%
(2)5AT S, lias{l)
930 LET i INE O: GO SUB smoke
P60 FOR i TO =
F70 INK Oy GO SUBR smoke
280 LET i=i-1: INE 7: G0 SUE smoke
990 LET i=i+1l: INE 0Oz GO SUR smcke
1000 NEXT i
1010 LET i=i-1z INK 7: G0 S5UEB smoke: INK

NEXT 1
BEEF ©.5,36.5: BEEF 0,0 BEEF 1,736,

1040 RETURN

1050 REM IO subroutine

1060 CLS

1070 PRIMT @ PRINT "NMumber of tests comp
leted = "ite

1080 FRINT @ FRINT "Number of tests corr
ect = "jar

1090 PRINT @ FRINT "Number of incorrect

answars = "ier

1100 LET sc=INT {((er#*3)+{((te-cr)*10))/t
=3}

1110 FPRINT

1120 IF sc<S THEN PRINT "This is classe
d as SUFERIOR (upper 10%)": GO TO 11
S0

1130 IF sca7 THEN "This is classe
d as GO0OD (upper GO TO 1150

1140 IF sc«? THEN PRINF "This classed a
= FAIR (upper &0%)"

1150 IF sc=0 THEN LET iqu=150: G0 TO 11
70

1160 LET iqu=INT (760/sc): IF iquxlS0 TH
EN LET iqu=130

1170 FPRINT : FRINT "Your I.6. level {(dec
isiveness) ="jiqu
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1180 RETURN

1190 REM shapes subroutine

1200 RESTORE

1210 REM DATA 255,129,129,129,129,129,1
29,255

1220 LET en=RIN 010000
111tt: LET el=RIN QO0G1
0110000

1230 DATA D,0,gn,gn,el,el,el,el

1240 FOR i=0 T0O 7

1250 READ row: POEE USR "E"+i,row

1260 MEXT i

1270 DATA el,el,el,el, gn,gn,gn,gn

1280 FOR i=0 TO 7

READ row: FOKE USR "A"+i,row

B NEXT i

1310 DATA O,0,BIN 11110000,BIN 11110000,
e, ed,el, e

1320 FOR i=0 TO 7

1320 READ row: FOKE USR "S"+i,row

1340 NEXT i

1350 DATA el,e2,el,el, gn,gn,gn,gn

] FOR i=0Q TO 7

1370 READ row: FOKE USR "D"+i,row

1380 NEXT i

1370 DATA EBINM 01111110,gn,gn,gn,gn,gn,qg
n,BIM ©1111110

1400 FOR i=0 TOQ 7

1410 READ row: FOREE USR "F'+i,raow

1420 NEXT i

1430 RETURN

1440 DATA "Aldershot ","Bracknell ","Cam
berley ","Dorking ", "Egham Yy MFarn
ham "LtBuildford U, "Henley "

1450 REM end

LET gn=BIN 111
Dr LET el=




WHO DUNNIT

solved ¥ murders

Dull ' M~ O1d
2z

Lager’ Mr Snow
-

Looking through the window you see him standing in his
study. Then you hear a gun shot and he falls to the
ground. You walk into the house and go into his study.

There are four men there. You know their names. You
find a note which he must have written before he died.
This is a clue to the murderer. You must decide which of
the four men is the murderer before they slip out the
room.

How to play
The victim’s note is by the man lying down. You must

work out which of the names of the other men has some
connection with this word. For example, in the screen
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shown above, Mr Lager is the murderer as Lager and
Cider are both drinks. Alternatively words that are related
may have the same or opposite meanings. For example,
Big and Large, also Hot and Cold are related.

Key in the number below the suspected murderer, (3 in
this case) before the four men disappear off the screen.

If you are right, you hear police sirens as the police cars
approach. If you are wrong or too late, you do not. The
score is given on the top line. Press RETURN to play
again.

Programming hints

If you want to add more words to the game, add some
more DATA statements at the end of the program. Putin
sets of three words that are related. Read the other words
in lines 740 to 760 for ideas. Make sure thateach setis not
related to the other words in those lines. When you have
added the extra words, count up the total number of sets
of words from line 740 and assign itto TT in line 310.

Program

10 REM WHODUNNIT

20 REM COPYRIGHT (C) G.LUDINSEI 1983

I0 CLS

40 DIM WH(30,Z3,10): DIM N{Z): DIM X {4)

DIM Y{(4): DIM FP$(2,10): DIM Q% (2Z,10)

45 DIM vE(5)

47 DIM T#$(20): DIM Z$(20)

48 DIM Us(20)

S0 LET ¥(1)y=0: LET Y{(1)=7: LET X(2)=10
: LET Y(2)=7: LET X(3)=0: LET Y(Z)=14: L
ET X(4)=10: LET Y({(4)=14

&0 LET 8C=0: LET TU=0

70 GO TO 200
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REM SHAFES OF MEM
) REM
RESTORE 700
FOR N=0 TO 7: READ D: FOKE USR "a"+
MEXT
FOR n=0 TO 7: READ d: FOEKE USR "b"+
NEXT n
FOR m=0 TO 73 READR d: POKE UBR "c"+
NEXT n
0 FOR n=0 TO 7: READ d: FOEE USR "d"-
MEXT n
v&=CHR% 146+CHR% 147
bl=0: LET rd=1: LET ye=Z: LET w

FAFER Bl: INE wh
REM
REM Read words
RESTORE
REM
LET tt=28
FOR J=1 TO TT
READ T$: LET WH(J,1)=T&: READ
ET WH(J,2)=Ts: READ TH: LET WH(JI,3
T40 NEXT J
REM
REM UPRIGHT MAN AND GUN SHOT
REM

I90 CLS @ FAPER BlL: INE WH: FRINT AT 20
L,O3CHR$ 144:3AT Z1,0iCHRY 145

410 REM

4 FOR I=1 TOQ 4

4 LET N(I)=INT {(RND#*TT)+1

440 NEXT I

450 IF NC1)Y=N{2) OR N(1)=N{3) OR N{1)=N
(4) OR N(2)=N(3) OR N(2)=N{4) O N(3)=N{(
4) THEM GO TO 390

4460 REM

470 REM DROW FEOFLE AND NAMES

430 REM

490 LET TU=TU+1

500 LET SN=INT (RND#4+1)

510 FOR I=1 TO 2




=WEIN{{Z#T)~1), INT (RND*3)
LET G&%{I) BON(2¥I) , INT (RND%3I+1))
IME WH: FPRINT AT 7%I,0iCHR® 14435AT
-1, 03CHRSE 1455 INK YE: FRINT " MR "3
F(I)ie INE WH: FRINT AT 7%I,108CHR$ 144
AT 7#i+1,105CHRS 1455: INMK YEy FRINT v
MR "ER® ()
G40 PRINMNT AT (7%D)+3,052%I-13AT (7%1)+3
L1032
US0 NEXT I
560 LET Z$H=W$(N(SN), INT (RND*3I+1)): IF
Z6=F4 (1) OR Z$=F$(2) OR Z$=0C%(1) DR Z$=(
$(2) THEN GO TO 560
S70 LET Ut=" "4Zg+" v
S80 FRINT AT 21,03" "z
S0 INK WH: PRINT AT 20,03V$:i: PAFER WH

INK WHz FRINT AT 19,1035U$5: INK RD: FR
INT AT 20, 105U%5: INK WH: PRINT AT 21,10
iUs: PAFER Bl
HOO LET
610 LET
411l LET i%=INKEY$: IF i%r="1" AND i<="
4" THEN GO TO &20
H12 LET f=f+1: IF <240 THEM GD TO &11
615 PRINT AT y (k) (k) 5" "5AT y (k) +1,x(
kypn
618 LET k=k+l: LET i%="0": IF k<5 THEN
GO TO &10

20 REM
REM FOLICE SIREN
REM
IF val (I$)=8N THEN FOR k=1 TO 4:
WGy11: BEEF .5,7: MEXT k: LET SC=SC

REM

&£70 REM SCORE

&80 REM

&F0 INED WH: FRINT AT 1,055Ci" SOLVED "4
TUs: IF TUX1 THEM PRINT " MURDERS": GO
TO 700
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495 FRINT " MURDER"
700 INK WH: FRINT AT 3
INFUT R#: GO TO 390
710 REM

720 REM DATA

730 REM

740 DATA "RIG","SMALL", "LAR
HIN", "FLUMF", "QUIET", "L.OUD
", "DRY", " DAMF

750 DATA "HOT", "COLD", "WARM", "A","Z", "A
LFHA", "GOOD", "BAD", "NICE", "MAD", "CRAZY",
SANED , "DULL ", "SHINY® , "MATT", "SEE" , "HEAR
W, "FEEL", “DLD", "YOUNG" , "AGED" , "LAUGH" , "C
RY", "WEEF", "KID", "CHILD" , "ADULT" , "AM™ , "F
MU, "NOON", "BIRD", "FOWL", "BEAST", "SNOW", "
ICE","SLEET", "REER", "LAGER", "CIDER"

760 DATA "KING", "GUEEN","JACK","GIVE","
TAKE", "GRASF", "BBC", "ITV", "CH4", "ILL", "W
ELL", "SICK", "GYM", "PT", "EE" , "RED" , "AMBEF
", "BREEN" , "LOAD" , "SAVE™ , "RUN", "EVE", " 1",
wAYE®

900 DATA BIN 00010000,EIN 00111000,RIN
00111000, BIN 00010000, BIN 01111100, BIN O
1111100, FEIN 01111100, BIN 01111100
10 DATA BIN O1111100,BIN 01111100,BIN
00111000, BIN 00111000, BIN 00111000, RIN O
0111000, BIN 00111000, BIN 00111000

920 DATA ©,0,0,0,BIN 00001111,BIN 01011
111,255, 255

930 DATA 0,0,0,0,BIN 11000001,255,255,2
55

O3 "FRESS ENTER":




BUSINESS PROGRAMMING
on your
SPECTRUM

This book is designed for
Sales and Marketing Managers
who have asked themselves the question
“How could I use our home computer
to help me with my day to day work
without having to spend a fortune on software?
Could [ write my own programs
to handle sales forecasts,
customer record cards, graphs
and reduce my paper work load?”
The answer is YES
This book will show how it can be done.
Using Spectrum basic
the user will be shown
how to program,
build own files systems using examples,
design a “Data Base”
which will form the core
for countless record systems.

Available from good bookshops £6.95
or direct from

PHOENIX PUBLISHING ASSOCIATES
14, VERNON ROAD,
BUSHEY, HERTS.

£6.95p plus 55p p/p.

AVAILABLE NOW



" BRAINTEASERS

FOR THE i
SPECTRUM 48

PROGRAMS TO PUZZLE AND AMUSE

Here at last is a collection of programs i g
waorthy of the title Brainteasers’ and worthy of L]
the computers for which they are designed.
Built around a competition element you will be
asked questions reguining logic, general knowiedge
and mathematical skills in your answers,

Oniy your guick powers of numeracy can save
the lady on the railway track; escape with the
takings from the bank: break open a safe,

Only your powetrs of deduction can sofve the Whodunnit 2
Work out the wiring on the robot; catch the car thief,

All of the programs will exploit the graphic capabiliies o
of your machine and, if you can face up to it, =
miary of the programs will contain an
IO rating at the end of the program.

THE ALITHOR
Genevieve Ludinski is a widely experienced
programmer and technical author and has her own
software company specialising in
educational material

ISBN 0-9465-7610-b

PHOENIX

90000
PUBLISHING ASSOCIATES | -
£5‘95 9 "780946 5?6104_
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