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Beyond the oblivion of all numbers, far out in the galaxy and even

farther, on the planet of SYNTAX, GORTEK slid wearily into his service
bay.

He would have another quorum of Microchips to train when the black
sky faded into the redness of the morning. The imminence of an
invasion by the ZITRONS meant that time was of the essence.
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J Deep underground in the, fathnmless caverns of SYNTAX, the all

J-'l' # ..ﬂ,-’_ . i =/ ¢

llves on the imagination of life, fulfilling the many problems of the

pnwerful all knowing, per/pfnlal computer CREATIVITY resides. It
rtek and the Microchips.

'vnst unj,irerse, prytected by,

The Z’itmqs airﬁ'g. fearful race of creatures set upon the destruction of
all planets blﬁ their own. They have discovered the whereabouts of
Cr ativity and are now trying to confuse its data banks by bombarding
tlle planet’s surface with alien letters, and infiltrating space with

. mis-spelt words. Should they succeed then the whole system will
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crash implode and the knowledge of all time will disappear, sucked
into a d ': "astatmg black hole.
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News from the information
systems indicates that an attack on
the planet is imminent, so to help
GORTEK and the Microchips in their
task

@ LOAD and RUN these simulation
programs at your computer con-
soles. Urgent action is required—
you will find the instructions to
LOAD and RUN programs in the
MICROCHIPS MANUAL on the next

page.

@ LOAD “ZITRACK"” and take your
instructions from the program.

Now that the alien letters have
been destroyed

® Type the word NEW then press

the m key.

® LOAD “ANNIHILATION” and
take your instructions from
the program.

Gortek has written the
Microchips Manual for
his Microchips to use
during their training.
You will need to
follow it as well.

When you have run
ZITRACK and
ANNIHILATION you
will be ready to join
the Microchips
training team and
carry on reading
through the
book.




To get the " press
the gﬁﬁ kew,%nd at
the same Time

The number 2.




The intensi
sity of traini
C iy B raining c
S AttvityTias AllOwEd gﬂra;n be rather wearing on the ci
ecreational pursuits witllt:: trlt'glmitEi of the Microchips
e work schedul .
e.

LEISURE TIME

u to take @ break!

It's time for yo
o Crater Club

All the other microchips are playing flog atth
<80 e
info your computer now so you can

t when you play
you have improved.

record of your score so tha

n check fosee whether
have finished playind

with the computer

page 8 when you
gramming course.

are more familiar
to start your pro

Go straight on to
FLOG. Now you
ke\;board itis time



like this.
m Example:

C.N. H.S.
]l 3 2
6 5
10 12
I |f the hole length is 48
1 metres.
Choose: CN. 6
| HS. 3
Direction +
1 Then: CN. 6
HS. 2 : |
1 Direction + . 5 2
Thony G2 7 = '
ﬁ H.S. 2 . 7
Direction + Z Sl

(Look at the cardtosee how

| fhis hasbeen recorded!)
1 If the hole length is 44
Il metres.

|

' BS. o

| Direction +
Then: CN. 3

= HS .2

‘ Direction —

]
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The next morni
ng the Mic :
Programmin rochips are given vital i .
competent atg I;j;g?::::d devastation when the ;Ii::'l:;;“ctt:-iins in Computer
then you will also be 5;11mtg Creativity. Follow the MIC;O Cf_lthﬂl' must be
e to program and so help T il ;;Mj:ﬂUAL Earefully
vital task.

MIGROCHIPS

PROGRAMMING

w program on the computer, Type

m key.

Always press the key when you want fo e

your instruction into the computer.

Every fime you writeane

NEW and then press the

nter

Every instruction to the computer must be written on @

different line.

ust start with its own line number. Generally,

ment line numbers by ten (19, 20,30...)s0

tional lines, if requirec.

Each linem
you should incre
that there is room to ins

L
L
L
[
E
|

ine number followed by

Always finish the program withal

the instruction EI\E}j
press the m key. You

If you makea mistake do not
e by pressing the @ key until your

mistake has gone: and then you need fo refype your line.

Type the word LIST and then press the m key to

cee a listing of your program.
m key to

Type the word RUN and then press the
see your program work when you have finished it.

can rub out your mistak



That afterno
on the Microchi i
ps are given their fir
st program to t
ry.

MICROCHIPS

uter on, or type NEW.

@ Switch the comp

@ Typeinthe following program:
10 PRINT/XXX”
2@ PRINT'/ XXX"
30 END

@ Now typethe word RUN

|

|

|

)

ﬂ @ Then press them
key.

. Allprograms
ﬁ%s‘% with

~BEZPS

You should now s€€

Tnis 1s what you
nhave asked The
compurter fo @ !

mething on the screen.

PRINT tells the computer fo print sO

|f you make a mistake when you are typing in your

program —
*
DEL key, to rub out your T'I"Inle{JkE.

Either press the

Or just retype your line again.
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@ Lookatthe following PRINT statements @E
PRINT % % ¥ " %

DRINT“ % % " QQ[

PRINT" % e Q

PRINT" % 4 Q

PRINT" Q' [
PRINT"% % " 0

PRINT ¥ ¥ Q|

PRINT" Z QQ _

@ Byusing the above PRINT statements, and the QQ

END %Q

&

m to printone ofthe letters on

statement, write a progra
the computer screen.

the following page on 10

10 PRINT % % ¥
20 PRINT” % ¥
30 PRINT ¥ ¥

‘ﬁlprq%rgrgduca
e :1545;{ % %% ON fhe Screen!
® %




%@d:} Here are the examples of what you can PRINT on the
a screen using the print statements shown on page 10.

* XH¥ KKK -_1:.* ¥RH KXK¥

% % % % X * ¥ %

¥ ¥k X¥%X X X ¥ X% X¥

¥¥x ¥ x ¥ ¥ ¥ % *

il Rl S SRR *xk ¥

RVEVEEE 3 * * * ¥

* ¥ x ¥ * ¥ ¥ ¥ ,
* e * *%_ ¥ (=
X g ek % EOR D ¥ ¥ :
TRk ® X KXX KKK ¥ ¥ kKX \
ex¥  RFE XXX XXT Y%K KXX

5L % & oAk EoR * %

% X% ¥oE FE ¥¥xx ¥

* ¥ % ¥x¥ ¥ ¥ *x ¥

*k¥ ¥ X % % ¥¥EE ¥

SRCYRE I O o ¥ ¥ ¥

% % %ok CELE FE *

X % ¥ ® ¥ * *

%X % ¥u% XX F ¥

Sk % EE E * ¥

@® Now, stillusing the same statements, but in a different
order, write a program io printa20r3 |etter word
going down the screen of the computer.

@ |fyou get stuck look in the answer section of the book
il for an idea.

® \Whenyouhave RUN your program and made sure that
it works you may go on to the next page.




The Microchips have discovered a strange spherical object. They
believe it may be a bomb that has been planted by the Zitrons. The
sphere has a label that says

SOCCER

Many other words are on the label but they have been scrambled into
disorder. Gortek must sort out the Zitron code to see if it is safe to
move the sphere. Perhaps Creativity can help. Here are the words.

PRINT “AND “;
PRINT”THE IDEA IS ;
PRINT"SOCCERIS ”;

You need Yo
leave two spaces

= e PRINT ~ IS, here |
©ger thissian ) PRINT“WHERE ”;
hold downthe "\ PRINT“SILLY PEOPLE "; Make sure you
PRINT“CHASE AFTERS leqve one space
1 Aate between the last
PRINT" A GAME ";

!

PRINT"TWENTY-TWO MEN “;
PRINT“RUN AROUND ";
PRINT*“A RIDICULOUS SPECTACLE “;
PRINT”THE REFEREE ';
PRINT”DRESSED IN SHORTS /;

Do not worry if
the line you Type goes
ento anofhﬁrline !
Only press the key
when you have finished
the line completely.

PRINT*A BALL *;

PRINT“A SPORT *;
PRINT”KICKING *;
PRINT”FOULING ”;
PRINT"PASSING TO ”;
PRINT“TO SCORE GOALS ”;
PRINT“TO PUT *;
PRINT“KISSING “;

PRINT”IN A NET BETWEEN TWO POSTS ”/; -
END




Now type NEW and then the following program into the computer.
Don’t forget to press the @Sl key at the end of each line.

10 PRINT“SOCCER IS “;
20 PRINT”A GAME “;

30 PRINT~ HIN .
40 END

Write down what you think the B telis the computer to do.

Now run your program
to see what hgpp“éng_

Write down what you think the ; tells the computer to do.
Help Gortek sort out the PRINT statements —

Write your own program (using the PRINT statements given) to
print a meaningful sentence about football on the screen.

There is an idea for a program in the Answer Section.
Make sure you have RUN your program before you go on to the next
page.




® It’s time
for target practice.

LOAD “SPLAT” into your computer.
(Don’t forget to type NEW and press themkey first.)




The Zitrons’ Galacraft are preparing to land. Gortek hurries the Microchips to their
next lesson. They must all be ready to repel the

invasion! Creativity’s counterplot must

be programmed and implemented

before nightfall.







While a magnificent defence strategy is being

Zitrons have infiltrated Syntax space and
have landed at last. The situation is critical;
with heavy losses on both sides, Creativity

is now in imminent danger of sabotage
unless the Microchips can come up with
a miracle.

In the meantime training goeson. ..

Make sure that you are up to
date with the schedule before
you go on to the next

2= pﬂgﬂa . 8 &

developed by Gortek and the Microchips the




Q boy

hich bo NG isto be Stored i
Mmand g1

X Someth;




You can see how the boxes work in a program if you read this page of the
MICROPCHIPS MANUAL.




The Microchips in the Satellite Centre have asked the trainees to help by inputting
current battle data into the telemonitors. The status report of the

struggle is changing every hour so when you are ready

to help with this assignment.




Whilst the

battle rages on, Gortek

and the Microchips are encouraged

by their army’s decreasing losses. They

must work extra hard the next day on the new
tactics for repelling the Zitron forces.
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The Computing Times is the Microchips’ daily newspaper. Gortek
makes sure that all of them have a look so that they can keep up with
the battle news. Today there is also an important program which
cannot be missed.

sitons

hat 2006 ovan
ne -ﬂx‘,ri"rf:ﬁs sl fearcd-
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So —keep in the picture, too; read this extract carefully and carry out

all the instructions.

S0ARD

® Here are two more Programs:

i) 10LETX=9 i) 1@ LETX =139
20 FORY =1TO 20 20 FORY=1TO 15
30 PRINT X % Y 30 PRINT X % Y
40 NEXTY 40 NEXT Y
20 END 5@ END

® Write down what you think each
of them does.

Choose one of the
® Writea program to print the

answers to the 14 times table, ana n RU the
from1 x 14 t0 12 x 14, on the program to See that
screen. if Works.

Type your program into the
Computer and then RUN itto see
that it works.

® Writeaprogramto print the 234
times table out fully, from
234 X 1t0234 x 10 on the

screen.

Type your Program into the
Computer and then RUN it to see

pro%g ms foNerpe in

that it works.

FOR SALE

PRiNT x;” X ”;Y;”:”;X *Y well. Signal Astro 80 for details.
in place of the other line 34.

You will need to use this line: ROBOT DOG — One well trained robot dog. Needs ol
change and new wiring. Answers to "ROVER.", Plays chess

23



Computer art is an important feature of Syntax life and one which is not being
omitted from the training schedule. The Zitrons have never been in an artistic world
and Creativity is relying on surprise strategy as an intricate part of the counterplot.
Imaginative ingenuity will surely enhance the Microchips’ chances of

success. Gortek uses straightforward patterns to instruct

the Microchips in the techniques of design.










Gortek also teaches the Microchips to program the computer so that it is friendly.
A smile generates a smile and hopefully if the Zitrons do reach Creativity the aura
and friendliness of this amazing computer will allay immediate devastation and
give the Microchips time to regroup.




The Microchips are having a hard fight. A Zitron scouting party has discovered the
entrance to the inner sanctum of Syntax and a fierce assault on the entrance has
begun. The Microchips have moved into the very caverns where Creativity lives

so they can continue their work.




TIMEFOR A

BREAK! Gortek thinks

that you have worked hard up

to this point so LOAD “PV” before going
on to the next section.

29






The might of the Zitron army has landed. With seemingly little regard
for the purposes of Creativity they have set upon their task of ultimate
destruction. A few of the Zitrons have infiltrated the inner sanctum on
Syntax and are intent on eliminating the all knowing computer. On
their path of evil they have been halted by a flashing computer screen.
Their inquisitive nature has overcome their evil intents . . . is it
possible that there might be better things in life?

The flashing cursor has mesmerised them all. Violent intent gone
from their minds, they are intrigued by the program on the screen.
Each Zitron is clamouring to try it out for himself.




Zitrons are pouring into the caverns as word
32 is passed around about the marvellous computer they have found.




The Microchips are furiously writing new programs as part of the plan to keep the
Zitrons occupied.




The last tw
()

Mi i : pages ofthe M

thlt;: ;ﬁ:hlps knowledge f}f ;E{? M el .

s f:r are their chances of g;amll}ing. The more k“m:l exercises to test the

r good. pturing the Zitrons’ i“IErezng;heF have gained
Endieutralizingihe:

g their

This is an id

further at a later stage.

pot the

ests your ability fo s
m the

@ Writed program whicht
odd-one-ouﬂ Choose your line statements fro

ones listed below:

PRINT “CAR HOUSE BICYCLE"
PRINT nELEPHANT LION SNAKE"

Remember
ouneed fotype
in a line number

after Typn GOTO

or TH

get started on this program

sure how to
tor an ided.

@ \fyouare not
wer section

|ook in the ans



the Area and the Perimeter

its length and width.
below:

@ Writeaprograr to give you
ofa rectangle if you type in
Choose your line statements from the ones listed

\[FZ$ = #NO" THEN
\FZ% = nyES” THEN
INPUT A

INPUT Z%

INPUT B

A% B
JENTER LENGTH =

PRINT “TO FIND THE AREA

PR‘NT TR A

PRINT HPERIMETER = i
PRINT “AND PERIMETER”
WIDTH"

PRIN v — LENGTH ¥
PRINT " 2 * {LENGTH +WIDTH)”

GOTO
sure how to ge! ctarted on this program

@ |fyouare not
er section for anidea’

|ook in the answW







The Zitrons start to wonder. . ..

Perhaps there is something better in life than destruction. Hoards of
Zitrons have swarmed into the caverns, not to destroy . . . but to play
and to learn at the computer consoles.

Microchips are caught up in their enthusiasm and are running
everywhere teaching the happy Zitrons to load computer games and to
write computer programs. Creativity has triumphed yet again. As
Gortek has been saying all along — COMPUTING IS FUN. Don’t you
agree?




Here are the answers to the exercises in the
book. The “listings” of the programs have been
prepared using a printer connected to the
computer. It is called a “dot matrix printer”
because the letters, numbers and shapes are
made up of tiny dofs.

PAGE 10

18 PRIMHT "## "
28 FRIMT "# #®"
38 PRINT "# %"
43 FRIMT "% #
S8 PRIMT "#% "
&8 EHO

PAGE 11

18 PRIMT "% #"
20 PRINT "# #"
2R PRINT "%k
48 FRINT "% %
S8 PRINT “# #"
68 PRINT *
7HB PRINT “#%%"
g6 PRINT “ % °
2@ PRINT » % °
160 PRINT * # *
118 FRINT “s#s"
126 END

PAGE 13

The ll tells the computer to move back one
space.
he ; tells the computer to wait where it is.

ia FPRIWNT "S0CCER IS “:

28 PRINT "A GAME ":

28 PRIMT "MWHERE “;

43 FRINMT "TWEMTY-THO MEH ™
45 PRIMT"

S5 PRIMT "RUM AROUND "

8 FRINT "DRESSED IM SHORTS ":
78 PEINT "KICKIHNG ":

7S5 PRIMT™ "

28 FPRINT "A BALL “:

28 FRINT "H. “:

LoE EHD

ANSWERS

PAGE 15
i)

18 PRIMT"J"?
28 PRIMNT"#®":
=3 PRIMT"H"
45 FEIMNT"#":
5@ PRIMNTH":
g FRIMT#";
7E FPRIMNT"H":
28 FRINT"®":
Sa EHD

ii)

18 FRINT"J";
28 FRIMT"#";
20 PRIMT"E";
40 PRINT"$¥";
S8 PRINT"J";
£0 PRINT"#";
78 PRINT"S";
80 PRIMT"#";
9@ END

This fells the
computer fo move
down one space !

This Tells the
computer to move
up one space !

16 PRIMTO" :
268 PRINT"%";
30 FRINT"H"
4@ PRIMT"¥" ;
SG PRINT""
S8 PRINT %" ;
7a PRINT"H";
80 FRINT"#"
28 FRINT"H";
188 PRINT I ;
118 FPRINT"#":
1268 FRIMT"®":
1368 PRINT"#";
143 EHD

Becuuaeihgng
are two H thistells

the computer to
move two spaces /

Use the key B
wiih’rhe*

PAGE 19

Only type in the following line changes to the
program:

€38 FRINT"E ";
1@@ PRINT"3 ";
128 FRINT"& ";



PAGE 21
Only type in the following line changes to this

program:

138 PRINT E#:
148 PRINT" 2
168 PRIMT F#:
178 PRINT" 7"

PAGE 22

The numbers are the 7 times table.
The % means ‘times’.
Line 20 FORY =1TO 1@

and Line 40 NEXTY
told the computer to do 10 examples.

PAGE 23

i} This program told the computer to write
down the answers to the 9 times table, from
?x1t0 9 x 20.

ii) This program told the computer to write
down the answers to the 139 times table, from
139 x1t0 139 x 15.

18 LET K = 14

28 FOR ¥ = 1 T 12
38 PRIMT ® #* Y

48 HEST ¥

SE EMD

18 LET ¥ = 234

28 FOR Y =1 TO 18
EA OPRIMT M '#"pya"=" K&y
48 HERT %

S8 EMD

PAGE 24

18 FOR T = 1 TO 33

28 PRINT "GORTEK®#fks®" »
28 MEXT T

48 EMHD

PAGE 25
The right order of the program is:

18 FOR T = 1 TO 28

28 FRIMT"ZITROM##ZITROMNS#ZITRON" §
B ONEXT T

48 EHD

PAGE 26

168 PRINT" "

178 PRINT"MHAT IS YOUR"

128 PRINT"FAVOURITE LEZS0M®
128 PRINT “AT SCHOOL =

288 IHPUT C¥

218 PRIHTYTHAT S GOOO-"

228 FRINT"I LIKE ": C#

228 PREINT"BEST A% WELL."
248 EMD

PAGE 27

18 FOR T = 1 TO 156
28 FRINT " #";

38 HEXT T

4@ EMD

PAGE 28

98 FOR T =1 7O 1@

PAGE 29
A program to multiply two numbers together.

1g PRINT" "

28 FRIMT"IF YOU WAWNT TO SEE"
28 FRIMT"HOW CLEYER I AM -
48 FPREIMT"GIVE ME AHY Two"

S8 FPRIMT"MUMEBERS AWD I MILL"
&8 PRIMT"MULTIPLY THEM"

78 FRINT"TOGETHER RS FAST
28 PRIMNT"AS YO CAMN BLIMK!"
20 FOR L = 1 TO zA

16@a PRIWT" *

118 FRINT"TYFE IH"

128 PRINT"YOLUR FIRST HUMEBER."
128 INFUT A

148 PEIMT"HMHOLW THE SECOHD -
158 IMPUT B

168 PREIMT"THRAT 'S EARSY ="

176 PRINT"THE AMSMWER IS ..."
1223 FRINT RA#*E

188 MEXT L

=88 EMD

This program gives you 20 goes.

39
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PAGE 32

28
[

FPRIMT"WHAT I% THIZ WORD —"
FRIWMT™ "

188 PRIMT"REKGOT

119 IMFUT EB#

iz IF Bf% = "GORTEK" THEH 144
138 5070 24

148 PRIMT CORRECT"

1568 PRIMT "WHAT 15 THIS MORD ~-"
iea PRIMT" ™

178 PRINT"SIFCH"

i8a INFUT C#f

1299 IF C$ = "CHIPS"THEMW 219
=Zea GOTO 156

218 PRIMT"CORRECT" .

226 PRIMT "WHAT IS THIZ WORD -"
228 PRIMT " "

243 PRIMT"HMITROZ"

258 IHPUT D¥F

268 IF DF = "ZITROM" THEHW Z=6

<278 GOTo 228

Z8@ PRINMT "CORRECT"
296 PRINT"THAHES FOR THE GRAME!"

88 END

PAGE 34

14 FRIMT"FIMD THE ODD OME oQUT -"
28 PRIMT "CAR HOUSE BICYCLE"

28 PRIMT " ¢

48 PRIHT"TYPE IH YOUR AHSHWER -"
S8 INPUT C#

=8 IFCE="HOW=SE" THEHM 2@

B PRIMT "TRY RGHIM!"

28 GOTO 1@

28 PRINT"CORRECT"™

189 PRINT"DO Y20 WAHT AMOTHEER"
118 FPRINT "QUESTIONZ?"

128 IHPLUT B#

138 IF Bf = "HO" THEH 3&B

148 PRINT "FIWMOD THE 0D0O OHE OJT -"
1568 FEIMT"HOE RAKE CHISEL®™

158 PRIMT" "

178 PRINT"TYFE IM YOUR HAHSHWERE -"
128 IHFUT A%

126

358 END

PAGE 35

18
20
20
44
5@
6
7
a6
2
95
188
118
126
138
141
142
143
144
145
15@
160
176
120
196
200

FrRINT"2"

FREIMT"TO FIHMD THE AREA™
FRINT"ANO FERIMETER"
FRIMT"OF A RECTAMNGLE"

FRIhJTII‘ i

PRIMT"TYPE IM LEHGTH - "
IMFUT A
FRIMT"TYPE IH WIDTH - "
INFUT E
FRIMT"

FRINT"AREA OF A RECTANGLE"
FRIMTY = LEHGH % WIDTH"
FRIMT"AREA = ":

FRIMTA # E

FRINT"AWD FERIMETER"
PREIMT" 2 ¥ (LENGTH + WIOTH>"
FEIMT"PERIMETER ="
PRIHT 2 % (A+B?2

FRIHT™ "

FRIMNT"AHOTHER GQUESTIOMN?
INPUT Z%

IF 2% = "YES" THEH Z&

IF 2% = "HO" THEH ZG8
GOTO 1568

EHDO
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This delightful and unique concept in
teaching young people to program couples a
space adventure story with lessons in BASIC
programming.

The planet of Syntax is being invaded by
fearsome Zitrons! Gortek is working furiously to
teach the Microchips to program the great
computer to ward off the attack. The full colour
story book of this adventure incorporates the
Microchips Training Manual that will teach your
child the fundamentals of programming in BASIC.
They too, can help stop the Zitrons.

The book which includes eleven imaginative
illustrations in vivid colours, is accompanied by
two cassettes containing educational games and
other programs. In addition to using the programs
provided, throughout the training manual there
are programs to be typed into the computer by the
“trainee”. At the end of the story the great
computer “Creativity” is saved by the
programming that your child and the Microchips
have learned from Gortek. Successful trainees
earn the right to wear the Gortek badge which
comes in the package.

The innovative approach to computer
education and the space adventure story with
which it is interwoven is the creation of three
English school teachers. They designed the
package for 10 to 13 year-olds although it is
suitable for younger children with parental
assistance. Older children and even adults will
find itinformative and fun as well. This is the first in
a series that is marketed exclusively by
Commodore, worldwide.
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©Commodore Electronics Limited

All rights reserved. No part of the programs or manual
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written permission of the author.

Commodore Business Machines, Inc.

487 Devon Park Dr.
Wayne, PA 19087

PRINTED IN US.A.





