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1f you've boen given a computs

T et e i fNoTe

use, this book's for you! When typing in a program fisting only
press the RETURN key before entering

Sometimes it's hard to think of things | 472 the FETUA Kk

10 do with a computer which might be
fun 5o this is a book of things 10 do and The programs in this book are for the
e Sinclair Spectrum, highlighted in pink.
First be sure you have some idea about
programming. The User Manual which
e D T T
This book won't teach you how to
e e
things as you go along. Ideally, you
should use the computer manual and this
book together, to help you with the
projects.

and the BEC ‘8" micro, highlighted in pale
bive.
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Sheone

e
the screen page just as we position ships
in the game of battleships.

01 2 3 4ieige

is at row 1, column 4 or
(1141071 ol o e L SRR
o et v i
epetos it

e

uter are positioned within this
imaginary grid, ust like tho ship.

“The Spectrum screen ha

2 rows and
32 columns. To gat th ltter 5 i
position on your screen, type

The BEC micro, in MODE 7, h

5 rows and 40 columns. To
oot e e AR i thia posalon yow
scraon, typo:




(I other modos the size of the grid
varies. See your BBC User Guide.)

Try pumm Your name in sach corner
the screen and in the

(o) 4)

Do you know what twenty p
would say?

s e o vt
(o How o you e e
o rowof witng Lok
o on g0 5ol Wik

20 PRNT “Hll!Hllo Helot
30 NEXT N




“Th following program makes a picture
of a wall from the word BRICK. Notice
that the picture builds up from the 0N uses ol in bacround and
bottom. How could you make this e

55 ric
happen?

nas

jamiee

70 7R dricigos

5 RN o e
1o

0 LT T ricpos oD -
sckcal) BRI

100 FOR deay = 1 T0 500 MEXT delay
10 X1 bricizos

T ron
?

W 5
130 FRINT AT 11,6 This s & T,

0 PRI AT 12,85 WLE! * Th 13, R s i TN

150 FRINT AT 13,103 3 CRSIRE TR

10 0% 0 10 DRt )




ever usod a flick book?
. sl diferent from the
ono bof when you fick
vouth herm aulkly, our oys sees
steady movement. Cartoons and all
animation work like ths.

Try taking a word for a walkl

This works! The extra space ‘covers’
the lotter W each time.
What effect would you get with:
ARG

Now hat you'egeting worde to
move, why not stage a race —
Setween HARE and TORTOISE?

There is a trail of W that needs to be
rubbed out. Change by putting &
blank space in front of WALK so that it
now looks fike thi

WAL

olour
of the writing, make some words flash or
chango the background colour. Try
including some of these effects in your
s. Your computer manual will
have detal
Sea if you can use the word CROSS
soveral timos to make the shape of
cross, or SQUARE, and amanged
are. Can you think of other
words which suggest thelr own shapos




ftiow shout g plnres ko

uter? Computer pictures are called
sumcs and noarly all computers can

&

Wen. stk s b pituree o
made. Find a newspaper and take a close
Took st one o1 th pherogrephi: o
Sue that s made from o of dots? Use

2 magnifying glass to see them better.

Computer graphics are also made
ofdots which are sctual e squers,
cald pials, aanged i ows

olumns. The more squares you have, the
Cosrr the image.

OK. What about a trisngle?

Using squares, the more we have the
better the triangl.

‘The problem is that you have to work
e o o on
snooker table for example,
begi TR T e
triangle but they're not in rows and
columns.




If you use a lot of squares on a
computer screen, you can create a really
good triangle in rows and columns.

Notice that the edges don't look as.
iagged.

“This could be us
to make a road sign
for example.

Bt s oo WATIS St o
the screen, the pictures are called LOW-

kEsmLmoN q..nn.c, If there are a ot of
/o have HIGH RESOLUTION

s

Lot's draw a space invader. First you'll

need to work out where the squares.

should go. Use some squared paper.

1 Draw your space invader on paper.
Here’s min

2 Check your computer manual to find
the code which makes th
print
code 143; on the BBC
265. On both these machines, code 32
makes a biank spac




4 We then use a short program to
instruct the computer to draw our
invader. You can write your own if you
wish (Hint: use a READ statement in a
loop), or there’'s a program below to
draw my invader. Just type in your own
DATA instead of mine. If your invader is
a different size change lines 20 and 30
(BBC lines 20 and 40.) When you run
the program, it will draw your invader!

Make another invader, putting numbers
in for squares and spaces.

Here's mine...

10 CL8

20 FOR y=1 TO &

30 FOR x=1 TO 2

40 READ char

S0 PRINT CHR$ char;

&0 NEXT x

70 PRINT

80 NEXT y

100 DATA 32,32,143,143,143,143,
143,37,32

3 Now we need to give these to the
computer. We can do this by using
DATA statements...

110 DATA 32,32, 143,32, 143,32, 14
3,32,32

120 DATA 22,32, 142, 143, 142, 143,
1000 DATA 32,32,143,143,143,143,143,32,32 143,32,32

1010 DATA 32,32,143,32,143,32,143,32,32 130 DATA 32,143,143, 143,37, 143,
1020 DATA 32,32,143,143,143,143,143,32,32 143,143,32
1030 DATA 32,143,143,143,32,143,143,143,32 140 DATA 143,32,37, 143,143,143,

32,32,143
1040 DATA 143,32,32,143,143,143,32,32,143 150 DATA 143, 143,32,32, 32,32, 32

1050 DATA 143,143,32,32,32,32,32,143,143 Ja3.143
¥ ¥




{0 CLS

20 FOR Y=1 T0 &

30 PRINTCHR%151;

40 FOR ¥=1 10 ¢

30 READ char

&0 PRINT CHR% (char);

70 NEXT

80 PRINT

B0 NEXT

100 DATA 32,32,1255, 255, 255, 255, 259, 32,
32

110 DATA 32,32,235,32,255,32,255,32,32

120 DATA 32,32,233,255, 255, 255, 255, 32,
32

130 DATA 32,235,255,255,32,255, 259, 255
i

140 DaTA 255,32,32,255, 255,255, 32,32,2
55

{30 DATA 25%,235,32,32,32,32,32,255,25

3

Have a look at the projects on pages
20, 24 and 28. They use a similar
method to make different pictures.

To make sounds, the computer needs
information about how long each note
lasts (duration) and whether it is a high or
low sound (pitch). Each computer has its
own commands to make sounds, so have
a look in your manual.

Here are some sounds. Try them...

BEEP 5,25
BEEP 1,-30
BEEP .1,0

SOUND 3,-15,201,100
SOUND 3,-15,29,20
SOUND 3,-15,101,2

Change the values and listen to the
effects.



Here's a little program which will play a special reason. This reason will then

changing sounds. Can you see how it help you to decide about the sound.
works ? For example you might want to have a
warning sound to go with the Hands Off!
i;-‘ FOR I=1 70 3 message on page 32. If you look at the
13 REW J goes up Happy Birthday project (page 16) you will

20 FOR J=10 T0 20
30 BEEP 0.1,d

40 NEXT J So when you think about a sound,
43 FEM K goss down ask...

50 FOR K=-10 TO -20 STEP -1
40 BEEP 0, 1,K Does it need to be long or short?

70 NEXT K Will it be high or low ?
75 REM now reppat Should it be musical or just a noise ?
80 NEXT 1 /s it there to draw attention

to something ?
/s the sound regular and repeating ?
Does it have to fit a rhythm?

find that the tune is important.

10 FOR scale=] 70 10
20 FOR pitch=0 TO 255 STEP i3

30 SOUND 3,-13,pitch,3 . .
40 NEXT pitch What kind of sound would fit a

o
50 NEYT ccale | Christmas card?

Try changing line 30 to: What about the sound of a red alert?

30 SOUND 0,-15,pitch,3 What noise would a space invader

e B P S S O S AT

make?
The way to finding interesting sounds
is to play about with the values and see
what happens. You could change any of
the numbers in the program lines above 6'0 0”/
and alter the sound. MAKE A NOISE
Another thing to remember is that -NOW/!

sounds are best included in a program for

10



Coutputen puojects

On the following pages there are some
projects for you to try.

They’'re not just for you to copy but are
ideas to start you off on your own
programs. Don’t forget that you can use
the information in the first part of the
book to help you. To make your programs
interesting try using sound, pictures,
colour, movement and words.

>-—m

Don’t forget to plan your program. All
programmers plan their projects very
carefully. This is called designing the
program.

They often use squared paper to help
them to get the pictures and words in the
right place before they start writing the
program in BASIC {Beginner’s All Symbol
Instruction Code.) They also use flow charts
to make sure that things happen in the right
order. Here's one. Can you follow it?

[ OPENEVES |




Project 1 Think of your jokes and then arrange

4 the program so that you can tell a lot of
O‘Hdl_ a_}mke jokes one after @nother like a joke book!

You press a key to carry on. (See Super

You can make the computer tell jokes! writer on page 32 for a hint on how to
do this.)
Who wrote the book Programming Some different kinds of jokes are

small machines? Knock! Knock! jokes.

Do you know these:

MIKE 0 COMPUTER Knock knock who's there?

Howard
Howard who?
Howard | know

Why did the banana go out with the
prane? :

He couldn’t find a date!




Here's a jokes program to get you

started.

20 DIM £4(5,10)

30 DIM p$(5,30)

40 FOR i=1 10 3

50 READ £6(1),p$(i)

A0 NEXT i

70 CLS

75 LET j=INT (RND¥3)+i: INK O
80 PRINT AT 3,4; "Knock! Knock!

90 PALSE 0

100 PRINT AT 5,4; "Who's there?"
110 PAUSE 50

120 PRINT AT 7,8; £$(3)

130 PAUSE 0

140 PRINT AT 9,8; £$(3);" who?"

130 PAUSE 30

160 CLS &= INK 2

170 PRINT AT 10,13p%()

180 PAUSE 0

190 GO 10 70 :

200 DATA " Albert”,"Albertel
lin' you later!”

210 DATA " Halter","Walter t
errible joke!"

220 DATA * Will", "Rill you
let ge in'!!!"

230 DATA ®  Doctor”, "How did
you know?"

280 DATA " Superman. ", "Why? How
many others are there?"

13

20 REM Reads jokes into arrays for st
30 REM and second parts
40 BIN firstline$(5), punt(d)
SAFGR I=17T035
60 READ firstline$ (1!, pund(l}
f NEXT 1
70 CLS
' B0 joke=RND{S)
90 PRINTTAR(1Q,10) "Knock! Knpckl!®
100 ch$=GET$
110 PRINTTAR{10,12) "Hho's there?"
120 FOR I = 1 70 13500 @ BEXT I

130 PRINTTAR(1Q,14) firstiined (joke)
140 chi=6ETS

150 PRINTTABCL0, 16) firstline$(joke}" u
ho?"

160 FOR I = 1 70 1500 ; NEXT §

170 CLS

180 PRINTTAR(Z, 12} CHR$ 14 {pun$ { joke)

190 PRINTTAR(Z, {31CHRE14 {pund{ joke)

200 ch$=6GET$

210 BOTQ 70

220 DATA "Albert","Albertellin’ you la
ter!"

230 DATA “Malter®,"Walter terrible jok
Ei!l

260 DATA "Will", "Bill vou let ae in!!®

230 DATA "Doctor.®,"How did you know?"

260 DATA "Supersan.”,"Why? How many of
hers are there?"




Project 2
Kaleidoscope
In a kaleidoscope, mirrors are arranged

so that one pattern is reflected and
repeated to make several patterns.

We can do a similar thing on a
computer and make the patterns keep
changing. You could also add sounds.

14

Have you ever made an ink blot picture
like this?

Notice that the pattern is in two halves
and it looks as though there is a mirror in
between. We call this a symmetrical
pattern.

Let’s start with a simple pattern.




To do this on a computer you print
something in one half of the screen and
tell the computer to work out where the
‘reflection” will be.

01 2 34 5 67 8 91017 12 131415161718 19 20 21 22 23 24 25 26 27 28 29 30

!

|
|
T
I

EEEE BN
HEE

]

!

17 | | |
o (T

20 4411t |

A = § |

Let’s see how we work out the position
of the reflected blocks. The red block is
in column 7 in the left half of the screen.
Its reflection is in column 23. This
position is 7 places in from the last
column which is 30. The blue block fits
the same pattern. It’s in column 2 and its
reflection is in column 30-2.

To get lots of blocks we can use the
command RND to make the computer
select different positions.

Try to write a program that will create
a kaleidoscope pattern like the one
opposite.

15

Then try dividing your screen into four
sections and print blocks in the top left-
hand section which are reflected in the
other three sections.

20 LET d=INT (RND¥Z0)
30 LET a=INT (RND¥13)
40 LET i=1+INT (RND¥7)
S0 INK i: PRINT AT d,a;"W"

&0 PAUSE 10
70 INK i3 PRINT AT d,21-a;"W"
20 PAUSE 10
90 GO TO 20

14 CLS

20 xpos=RNDR{18}

30 ypas=RND (23}

40 PRINT TABIxpos,ypos)CHRE (253

S0 PRINT TAB(38-rpos,ypos) CHREZSG)
&0 FOR I=1 70 B003HEXT

70 GOTO 20



Project 3

Why not design and send a personal
video greetings card? It might be for a
birthday, Christmas, a Valentine,
Mother’s day, Congratulations or Easter.
This ‘card’ could draw itself, play a tune
and send a message all in one! You can
use ideas from other sections of this book
(eg Sounds & Super writer) so don’t forget
to look through the rest of the book.

To get the tune, look in your computer
manual for the values to put in the BEEP
or SOUND command for each note. The
names of the notes are the letters above
the music. You may have to experiment
to get the correct duration or length of
sound.

16
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20 LET d=,5
30 LET p=i2
00 BEEP d/2,ptls BEEP d/2,p+7:

; REEP d,p+4: BEEF d,p+2: BEEP d,
| p+7: BEEP d¥Z,p+é
| 50 BEEP d/Z,p+Z: BEEP d/2,p+Z: E
g BEEF d,pt4: BEEF d,p+Z: BEEP d, |
4 o491 BEEP d¥7,pt7 %
40 BEEP d/2,p+2: BEEP d/2,ptZ: g
BEEF d,p+id: BEEF d,p+if: BEEP g
d,p+7: BEEP d,pté: BEEP d,pH :
g 70 BEEP d/2,p+12: BEEP d/2,p+ ¥
i 2 BEEP d,ptil: BEEP d,pt7: BEEP

d,pt?: BEEP d#2,p+7

A L A S S T S T A T 3

i 140 DATA 149,5, 149,5, 145,10, 129,10, |
i 137,10, 129,20 |
\ﬁf"-ﬁ.‘mfaa@ev P e P S e "4

S

20 FOR N=1 TO 25

30 READ pitch,.duration

40 S0UND §,-15,pitch,duration
o0 ¥=THREY (30)

60 IF N=7 THEN i=INKEY{130)
70 IF N=13 THEN X=INKEVY (130}
75 IF N=20 THER X=INKEY({00)
20 HEXT

{09 END

110 DATA 109,5, 109,5, 117,10, 109,10,

129,10, 125,20

120 DATA 109,5, 109,5, 117,10, 109,10,

137,10, 129,20

130 DATA 10,5, 109,5, 157,10, 145,10,

129,10, 125,10, 117,10

TNy,

S

e

RS R

T

RS

THRETL

SRR

e

e A

Hap py Birth day to you Hap Py Birth day to
A b G D D D B G F*E € C B G A G
“ . o=
R
- AP -

= ® X | & =
U L] | S

you Hap f3% Birth day dear {Na-me) Hap py Birth day to you!

17



Project 4

How about a quiz to test your friends?
It could be about anything you like — as
long as you know the answers! You
could try questions about your hobbies,
pop music, sports, famous people, record
breakers — anything!

To do this the computer has to know
the questions and be able to match them
to the answers. Here are two ways of
setting a quiz...

How many players in
a football team ?

1 Thirteen

2 Fifteen
3 FEleven

Here the computer knows that the
correct answer is number 3 and if you
type in the numeral it gives you a message,
such as, ‘Correct’, and gives you a point.

18

facts and
figures

In this one the computer will only say,
‘Correct’ if the person types in the
correct answer which, in this example,
would be Rome.

What is the capital city
of Italy ?




Here’s a small program to start you off:

10 FOR I=1 72 2
20 INK 0: LB

20 READ g$,at

40 PRINT 1 PRINT & FRINT af

50 PRINT : PRINT : INPUT ré

A0 IF pd=a$ THEN PRINT @ PRINT

: INK 1: PRINT “"Correct!!": GO
10 90

70 FRINY & PRINT "Mm, try agal
Tie n

0 60 TG 50

) FOR J=1 TR 500: HEXT J

100 NEXT 1

110 DATA "What is the capital o
f France?", "PARIS"

120 TATA "Which country is Madr
id in?", "SPAIN

JFRI=1702

10 €LS

20 READ guestiont,answer 1, answer?$

30 PRINT'?'questiond

40 INPUT ‘reply$

0 IF replyd = answerl$ OR reply$=ans
wer2f THEM PRINT'*CHR${130)"Correct!!":§

[T0940

60 FRINT®'"Np, try again.”

TG BOTO40

90 FOR J=1 TO 2000:NEXT

95 NEXT I :

£00 DATA"What is the capital of France
7%, "Paris", "PARIS"

110 DATA"MWhat country is Warsaw in?%,"
Poland", "POLAND®

This little program doesn’t set out the
questions very well, it doesn’t keep
score, it doesn’t accept small letters as
the answer and it doesn’t ask questions
which have a choice of answers. Can you
make your program do these things?




Project b

The year is 2085. You are on board a
Star Cruiser speeding across the expanse
of space. The mission is to explore planet
XEPTON 3 in the ROGA PLANAR solar
system.

So far the voyage has been routine,
with the on-board computer controlling
navigation. But the deeper you go into
space, the more you need to rely on your
Galactic Guide.

You could have several entries in each
section. To get from one page to another
you press the SPACE BAR or some other

This important manual is an electronic key. (Look at the Super writer program
book. At the press of a button you can on page 32: Spectrum line 30, BBC line
call up information. The Galactic Guide 100 shows a way of doing this.)
has entries about most of the things
you're likely to need: which planets have The section you choose need not be
suitable living conditions; hostile or about spacecraft. It could be about
friendly alien life forms; food and drink; fantastic beasts and unusual creatures,
enemy spacecraft and holiday planets. food and drink around the galaxy or good

Why not choose a section, eg vehicles, entertainment places to visit while
and design video ‘pages’ for the Guide? journeying across solar systems.

20
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interests you! Each page of your

Of course, you could make a spotter’s

guide book about anything, not just

computer guide could have a picture or

some facts, or both.

space. For example: sports, pets, pop
groups, recipes, in fact whatever

21



Project 6 Imagine you saw these three pictures
D one after the other quite quickly.
1,2,3-1,2,3-1,2,3...and so on.

Many cartoon or animated films are
created with the help of computers. On
page 5 we looked at ways of moving
words on the screen. Here we are making It's like using drawings in flick books to
a cartoon bird fly! get moving pictures.

This is what we need to do on the
computer to get our flying bird.

(In MODE 7 on the BBC machine a \
will be printed as a % in your program
listing, so use another mode, say MODE
4. On the Spectrum the \ sign is below

Each picture is made by PRINTing the
shape. For example, picture 1 is done like
this:

e — N letter D.)
10 PRINT"N
FOOPRINTY AN | Now we can design our program to
20 OPREINT™ A make the bird fly:
40 PRINT" ], .
S AT T8 1 Show picture 1, pause and clear the
screen.
You could type this in and run it if you 2 Show picture 2, pause and clear the
like. screen.

22



3 Show picture 3, pause and clear the
screen.
4 Repeat as many times as you like.

Have a go at making your own flying
bird. Below is a short program to
compare with your own.

10 LET ¥=0
20 0L%

30 PRINT AT &,%;" /"

40 FRINT TAB (X)3" \  /°

50 PRINT TAR (¥13" v /

40 FRINT TAR (X);" @

70 PAUSE 3: CLS

20 FRINT AT 9,%;"=--@---"

84 PAUSE 31 CLS

83 PRINT AT 9,%;" @

90 PRINT TAB (X);" / \"

100 PRINT TAB (X)3" / A"

110 PRINT TAB (X);"/  \"

120 PAUSE 1,5: CLS

120 LET X=X+1s IF X325 THEN LET
X=0

180 60 70 30

23

) |
g
| |

T s S

RS

30 X=0

40 CLR:PRINT? 2222

30 PRINTTARIK) ™\ /e
60 FRINTTARCNY® & /¢
T0 PRINTTARLKI" &\ /"
a0 PRINTTAR(X)" 3"

90 FORW=1T0400: REXT: CLEPRINT 2727
100 PRINT’ *TAR{X) "---3-—-*

110 FORW=1TO400:NEXT:CLESPRINT *727
120 PRINT®PTTABLN)® @

130 PRINTTAR{KD® /A"

140 PRINTTARIX)® /"

130 PRINTTABCX) "/ A

160 FORW=1TOR00:HEXTeCLE:PRINT "7 27
170 X={+1:1IFY330 THEN ¥=0

180 GOTO40

There are lots of ways
of using animation in
programs. Imagine starting
an adventure program
with a magic dragon on
the wing! Other ideas you
might try are a see-saw, a
pendulum on a grandfather
clock or a catherine wheel
firework.




Project 7

Teke a chauce!

Here's taking a chance with a
difference: games that use dice will never
seem the same once you start using
screen dice!

Whatever the game you are playing:
Snakes and Ladders, Monopoly or
Dungeons and Dragons, your next move
may be decided by the roll of a dice.

Computers have a command — RND —
that allows us to pick numbers in a
random way. Let’s use your computer to
roll dice on the screen.

On pages 7
and 8 we made
a space invader.
Design your
dice in the same
way, like this:

Plan your program so that a number
from 1 to 6 is picked at random. Let’s
say a b is chosen. Instead of printing a
figure 5, the computer prints your dice
design.

In the program below the dice appear in
different pasitions on the screen so that it
looks as if they really have rolled around.
Not only that, the dice are coloured too!
But you never know which colour will be
rolled next.

14 L8

20 REM dice

30 col3=CHRE(RND(T)+144)

40 y=RND{35):y=RHD (18}

30 PRINT TABG:-1,v)cel$"appap”
50 FOR Y=y+{T0 y+4

70 PRINT TAB(x-1,Yicold:
80 FOR Y=x TO x+4

g0 PRINT TAR{X,Y) CHR$255;
§00 NEXT

110 PRINT

120 NEXT
{36 ON RMD(6} GOSURIOOO, 2000, 3000,4000

5 o000, 60040
140 CHE=GET$:B0TQ 10

1000 VDU, 542, y+2, 963 RETURN

2000 VDUSL ntl, vl 96,31, 543,43, 96:RET
LIRN

J000 VOUSL x4l yel, 96,31, 242, y+2, 94,31,
1+3, y43, 96:RETURN

4000 YOURL n+l,yt1,96, 31,543, y+1, 96
A010 YDUSL el w3, 96,31, 043, v43, 95
4020 RETURN

3000 GOSURALO0:ROSURTO00: RETURN

4000 BOBUBAGOO:VDUTL, n+1,v42,96,31, 443,
y+2, P65 RETURN




15 PAPER 0: INK 7: CL3

20 LET i=1+INT (RND#7)
25 INK i
30 LET N=L+INT (RND*5)
35 LET a=i+INT (RND¥26)
38 LET d=INT (RND¥L7)
80 IF N=1 THEN 60 SUB 100
S0 IF N=2 THEN GO SUB 200
40 IF N=3 THEN GO SUB 300
70 IF N=4 THEN GO SUB 400
75 IF N=5 THEN GO SUB 500
80 IF N=4 THEN GO SUB 400
90 PAUSE 0z GO T 20

100 PRINT AT d,a;" "
110 PRINT AT d+l,a;" HEN"
120 PRINT AT d+2,a;" "
130 PRINT AT d+3,a;" mem"
140 RETURN
200 PRINT AT d,a;" mem”
210 PRINT AT d#,a;" "
720 PRINT AT d+2,a;" "
230 PRINT AT d+3,a;" WER"
240 RETURN
300 PRINT AT dy2; " mem”
310 PRINT AT d+1,a; " "
320 PRINT AT d+2,2;" H"
330 PRINT AT d+3,a; " MEl"
340 RETURN
400 PRINT AT d,a;" s
410 PRINT AT d+1,a;" Wikl "
420 PRINT AT d+2,a;" "
430 PRINT AT d¢3,a;" MI"
440 RETURN

500 PRINT AT d, 2" wemm”

540 RETURN

400 PRINT AT d,2; " memm”
410 PRINT AT dél,a;" ME"
420 PRINT AT d+2, ;" Mld"
£30 PRINT AT d#3,a;" Md"

640 RETURN

25

510 PRINT AT d+1,a;" Md"
520 PRINT AT d+Z,a;" HWE"
530 PRINT AT d+3,a; " "

That could make games interesting.
Imagine playing Snakes and Ladders.
Each player chooses a colour. When the
dice appear on the screen you can only
use the score shown if it's in your colour!
Dice games will never be the same!

As Dungeons and Dragons players will
know, some games need different kinds
of dice. You can have 8, 12, 20-sided
dice — any number you like using the
computer. The design is up to you.
Pictures, words or numbers can all make
interesting dice. Why stop at just one?



Project 8 Capricorn

A N

Aquarius
Capricorn, Taurus, Leo and Libra are
some of the Signs of the Zodiac. What's
your star sign? Most people read their
stars in the newspapers for fun. Some

people believe that the astrologer’s

predictions can come true.

This program will work out a person’s
star sign. You type in a birth date and the
computer tells you which Sign of the
Zodiac it comes under. You could then
add to the program by having the
computer give the person’s fortune.

We want the computer to ‘read’ a birth
date, eg 14.02.72, and to calculate from
this how many days that is into the year.
If January 1st is day 7 of the year,
February 14th will be day 45 (31 + 14).
Next the computer must compare the day
number with its stored list which defines
the Signs of the Zodiac like this:

=
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Star Sign Ends on Day
Capricorn 20
Aquarius 50
Pisces %
Aries 110
Taurus 140
Gemini 171
Cancer 201
Leo 232
Virgo 265
Libra 295
Scorpio 326
Sagittarius 356

Some magazines use slightly different dates to
those above. Alter your program if you wish to
change them.

February 14th, or day 45, is less than
day 50 (45<=50), so it falls under the
Star Sign Aquarius.

See if you can design a program that
will work out star signs. The following
program may help to start you off.

Notice that it will need finishing. Not all
the star signs are there and line 230 (line
300 on the BBC) is only included so that
the program will run as it is written.



T 20 INPUT "Please type in your |
date of birth, e.q. 09.03.72

"ib$

30 LET d =VAL (b$( T0 2))

40 LET m =VAL (b$(4 TO 5))

50 IF m=1 THEN LET s=d

£0 IF =2 THEN LET s=d+21

70 IF m=3 THEN LET s=d+3%

80 IF n=4 THEN LET s=d+30

90 IF m=5 THEN LET s=d+120

100 IF m=6 THEN LET s=d#151

110 IF m=7 THEN LET s=d+181

120 IF p=8 THEN LET s=d+212

130 IF m=9 THEN LET s=d+242

140 IF p=10 THEN LET s=d273

150 IF m=11 THEN LET s=d+304

160 IF n=12 THEN LET s=d+334

170 IF 5336 OR <21 THEN LET 5
$="Capricorn": GO TO 310

180 IF s5¢51 THEN LET s$="Aquari
us": 60 T0 310

190 IF 5¢80 THEN LET s$="Pisces
"+ GO TO 310

200 IF s<111 THEN LET s$="Aries
"+ G0 TO 310

210 IF 5141 THEN LET s$="Tauru
5" GO T0 310

220 TF 5172 THEN LET s$="Gemin
i": 60 TO 310
230 LET s$="not in
ar

310 INK 2

320 PRINT "Your birth sign is "
e
\_ 330 PAUSE 400: CLS : GO TO 10

my dat

10 MODE?

20 INPUT* 7" *Please type your date of
birth (e.g. 28,09.71) “bday$

30 d=VAL(LEFTS (bday$,2)}

40 w=VAL(HID% (hday$,4,2))

50 IF @=1 THEN s=d

60 IF THEN s=d+31

70 IF a=3 THEN s=d+59

80 IF a=4 THEN s=d+90

90 IF 8= THEN

100 IF n=b THEN

110 IF =7 THEN s=d+181

115 IF n=8 THEN s=d+212

120 IF =9 THEN s=d+243

130 If THEN s=d+273

140 IF m=11 THEN s=d+304

160 1Fa=12 THEN s=d+334

180 IF £:=357 OR s¢=20 THEN s$="Capric
orn*:6070310

190 IF s{=50 THEN s¥="Aquarius":607031
0

200 IF =(=79 THEN s$="Pisces":60T0310

210 IF s{=110 THEN s$="Aries":B0TO310

220 IF 5¢=140 THEN s$="Taurus":60TO310

230 IF s¢=171 THEN s$="Gemini":60T0310

300 s$="not in sy data"

310 PRINT *'*CHR$141CHRS129"Your star
sign is "s$".°

400 CH=BET:60TO10

Gemini 1L
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Your program could be one that told
fortunes for fun. It could have many
predictions stored in memory which are
picked at random to resemble an
astrologer’s forecast. (See items using
RND in this book or the section Stories,
Jokes and Poems, page 3 in the Ladybird
computer book Projects for Programs.)

Other ideas:

1 Make your program more personal by
asking for and using the person’s
name.

2 Design a picture for each Sign of the
Zodiac.

3 Get your predictions to unfold slowly
and with great mystery, perhaps from
a crystal ball. See the program for
Talking Heads on the next page.

Scorpio Saittarius
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Project 9

Computers can do things very very
quickly. For example, they can print
whole pages on a screen almost before
you have time to blink. Even a line of
writing (text) appears all at once.

People read more slowly than
computers print, just as, when we listen
to someone, it takes time for us to hear
the whole message.

Sometimes it is useful to have
messages appear slowly on the computer
screen. It could be a secret message
unfolding before your eyes, a joke, a
prediction or someone talking.



This simple program will
start you off.

PRINT & PRINT
[LARRRNNRLY
WO e B30 PRINTCCYS MG

60 PRINT "_% (.)() & 40 PRINT® ¥ g

70 PRINT "\# " 50 PRINT" ¢ () O 8"
SOPRINT* ¢ N ¥ 60 PRINT*\8 w

90 PRINT * * 2 TORRINT* ¢ A A"

100 PRINT * # = 80 PRINT" # ()

110 PRINT * ¥ \__/ #* 90 PRINT® ¢ i

120 PRINT * # 5 100 PRINT* & \_/ ¢

130 PRINT * #eex 3" 110 FRINT* & i

140 PRINT " % ¥ 120 PRINT® #1881 tpenes

150 PRINT * % #* 130 PRINT* 8 "

160 PRINT "ssx  ¥rase" 140 PRINT* ¢ 1

170 PRINT LET r=1+INT (RND¥2) 150 PRINT"SE2EE  Re3ane"

180 IF r=1 THEN LET A$="Hi ther 160 IF RND(2)=1 text$="Hi there!!!!" E
et LSE texts="Pleased to seet you."
190 IF r=2 THEN LET A$="Pleased 170 FOR I = 1 T0 LEN(texts$)

to meet you." 180 PRINT TAB(19+1,11) NID$(texts,I,1)
200 FOR £=1 70 LEN A$ ;

210 PRINT AT 11, F+11;A8(F) 190 FOR J = 1 T0 500::NEXT

220 PAUSE 10 200 NEXT

230 NEXT £ 210 PRINTTAB(0,20)

Yy <
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Tongue twisten
test

How quickly can you say this?

She sells seashells on the seashore.

It’s quite hard isn't it!

The computer could time you to see
whether you get better with practice. It
could also give you a new tongue twister
to try.

It works like this...

1 The computer says,
‘Get Ready.’

2 The timer starts. The tongue
twister appears and you have
to say it correctly.

(No cheating!!)

3 Press a key as soon as you
have said it.

4 The computer prints your time
on the screen.

This is quite easy to program. Here's a
simple version.

30

1005

20 PRINT AT 3,5; "How quickly ¢
an you say a";AT 4,8;"ting tuust
ert

30 PAUSE 100

40 018

50 LET delay=INT (RND¥50)+100

40 READ t$

70 IF 4="A11 done. " THEN CLS

80 PAUSE delay

90 CLS : BEEF .5,10: PRINT AT
10,0t$

100 LET j=0

110 LET j=j+1: IF INKEV$="" THE
N GO T0 110

120 PRINT AT 14,10;3/125;" seco
nds"

130 PAUSE 150

140 60 1O 30

150 DATA "She sells sea shells
on the sea shore, "

140 DATA “Red lorry, yellow lor
ry."

170 DATA "AlL done”




10 CLS

20 PRINT TAB(7,9) "How quickly can you
say“TAR(11,13)%a tingue twoster?"

30 FOR I = 1 7O S000:HEXT

40 CL8

50 pause = RND(400)+200

60 VDU7:PRINTTAR(14,11) "READY*

70 READ twister$

80 IF twisters="All done" THEN CLS:EN

D
90 FOR I = 1 70 paused{0:NEXT
100 CLS:VDUT:PRINT®?*?"* *tyisters
110 TIHE=

120 che=BET$

130 PRINT*?*"TIME/100 * seconds®

140 ch$=6ETS

150 6070 40

150 DATA She sells sea shells on the s
ea shore,

170 DATA"Red lorry, yellow lorry®

180 DATA"ALL done"
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To improve this you could have a title

page, extra tongue twisters, print the

name of the fastest person and their

time, make a comment on the time (eg

‘That’s not very fast!’), or make the

tongue twisters gradually harder. w
Timing things in this way is useful in all

kinds of programs, especially quizzes and

games.
Here are some more tongue twisters.

Red lorry, yellow lorry
Sheep shouldn't sleep in a shack,
sheep should sleep in a shed
A noisy noise annoys an oyster!
Peter Piper picked a peck of
pickled pepper.

Can you make up some others?



Project 11

Super wniten !

The ordinary letters on a computer are
small. What about being able to put big
letters on the screen? These could be
used in program titles, posters, surprises,
warnings, making words stand out and
sending letters to a superhero!

Bl

140 PRINT TAB(12, 14)CHRS (141) "HANDS OF
e

150 SOUND 0,-15,1,100
160 REN continue program fros here

(I ——

90 PRINT">";

100 ché=6ET$

110 IF ch$="7" THEN B0TO 160

120 CLS

130 PRINT TAB(12,13)CHRS (141) "HANDS OF

Remember how we did an invader on
pages 7 and 8? You can use the same
method to make your big messages.

What about writing a trick program so
that if someone presses a key on the
computer while you are away, a big
message like ‘'HANDS OFF!” flashes on
the screen and a warning siren sounds?

1008 : IN O

20 PRINT AT 20,0;'@ SINCLAIR R
esearch 1982"

30 LET C$=INKEY$: IF C$="" THE
N G0 T0 30

40 IF C$="7" THEN GO0 TO 80

50 CLS : FLASH 1

40 PRINT AT 10, 10; "HANDS OFF!"

70 BEEP 5,20

80 INK 0: FLASH 0
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