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FOREWORD 

The collection of programs in this book have been 
selected so that you can begin to use your new machine 
without any previous experience of computing. 

If you follow the lines of program listings as shown in the 
book, you will be able to play missile attack games, test 
your own and your friends' and family's mathematical 
abilities. We have also included utilities such as how to 
convert from decimal to binary, how to save 'string' data 
on tape, how to crack codes, how to send/receive morse 
code. We have even included an adventure where you 
have to save a princess, kill dragons and find treasure. 

If you have decided that you can afford to buy more 
equipment for your Aquarius we have even put in a 
cheque book statement so that you can make sure your 
bank can stand the strain. 

Many of the programs will have details of key lines which 
you can alter to increase/decrease or change the 
information in many of the games. This means that you 
have a book of programs which you can adapt to suit 
your experience. 

Becuase of the limited memory available on the Aquarius 
some of the programs do not carry a REM statement as 
we needed all the memory for the listtng. 

We hope that the programs included in this book will add 
to your enjoyment of the world of Aquarius. 
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ZOMBIE 

You are on the mad professor's island and you are being 
pursued by the living dead. 

To the accompaniment of suitable noises you are hunted 
down by a pack of Zombies most of whom are fairly slow 
on their feet-but one of them can move as quickly as you 
can. Lure them to their fate by leading them into deep pits 
from which there is no escape. But do remember the 
crazy who can run as fast as you can. 

Howtoplay 

Keep moving by using the Z and X and the . and ; keys to 
stay alive: 

10 f.:Et1 Zombie 
1 5 t·◄ = 1(1 : P I T = 1 0 
17 Z=r� 
�u PRINTCHRS(11):POKE12369,32:FORL=13312 
T014311 :POKEL,36:NEXT 
3t1 RESTORE: FORL= 12299TO 12315: REA1)[1$: POr<E 
L, ASC( 0$ >: r◄Dn 
35 X=20:Y=18:S=12328+X+40*Y=POKES+1024,1 
6t1: POKES., 146 
40 DIMA(N),B(N):FORL=lTON 
5(1 A( L )=IMT( Rt-W( i )::t:4(1): 8( L )=ItH( Rt-rn< 1 ):;2 
4)=S=12328+A(L)+40*B<L) 
55 IFPEEK(S)<>32THEM50 
57 POKES, 25: r�E::n 
60 FO�:L= 1 TOP IT 
63 ::;=12328+HH( f<:t-m< 1 )l960): IFPEEr« ::; >< >32 
THEt-�63 
66 POKES+1024,4:POKES,150:NEXT 
7(1 C:=0: 0$=" _; II 

1 �]0 C=C+ 1 : I FC >NTHENC= 1 
105 IFA(C)=-1THEN100 
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107 0=12328+A C)+40*8(C) 
110 S=SGN(X-A C)):T=SGN(Y-B(C)) 
115 M=12328+A C)+40*8(C)+S+40tT 
120 IFPEEK< M )=150THEt·lGOSU850(1: A( C )=-1: Fr! 
KE0.32:POKEM,32:GOT0200 
130

. 
IFPEEK(M)=146THEN700 

140 POKE0,32:A(C)=A<C>+S:B(C)=B(C)+T:POK 
EM,25 
150 ::;OUND( 1, 40 ::, 
2 0 0 1< $ = I rl K E -.., $ , I F v $ < > 11 z II A t·l D K $ < > 11 :,-,: " A t·l o r< $ < > 
11 • 11 ANDK$< > 11 _; 11 THEri220 
21 (1 [1$=f<$ 
22c1 s=::-::, T=Y, I FD$= 11 z" At-rns >0THHlS=::;-1 
2 3 0 I F D :t = " ::-:: " A rl D :3 < 3 9 T HEN::;=::;+ 1 
24f1 IFD$=". "ArWT<23THEtH=T+1 
250 IFD$= 11 _; "At-WT>0THEtH=T-1 
�bU 0=12328+X+40*Y:M=12328+S+40*T:IFPEEK 
(t1)=150THEN700 
270 IFPEEK(M)=25THEN700 
280 POKE0,32:POKE0+1024,36:POKEM+1024,16 
0:POKEM,146 
2:35 >�=S: '"i'=T 
29(1 GOTO 100 
500 Z=Z-1 :!FZ=0THEN800 
510 FORL=1T050=SOUND(2,L)=SOUND(10,0)=NE 
XT:RETURN 
700 FORL=1T050:SOUN0(5,INT(RND< 1 )t100)+5 
0)=POKE12288,INT(RN0(1 )t2)+30 
705 NE:,,:T 
7H1 PRitH: PRHH: PRHH: PRit-H" CAUG 
HT BY THE ROBOTS" 
72(1 IF HH<EY$< > II II THHl72(1 
73(1 IF I NKEY$=" "THHl730 
74(1 RUN 
800 REM Pla�er win routine 
81(1 PRitH: PRHH: PRHH: PRHH: PRHH" 

YOU ESCAPED" 
82(1 GOT0720 
1 0 (H] DAT At .• t , Z ·' 0 , M ·' B , I ·' E , " " , �: , 0 , B , 0 , T ·' S 
.• *··* 



5 

INVADER 

Well, it is time to save the world at last from those alien 
invaders 

They are coming across the screen in waves but this time 
you have all your laser guns in full firing order. Keep 
blasting away as there can be anything up to sixteen 
waves of attackers. 

Howtoplay 

Press any key on the board. We told you all the lasers 
wereworking this time didn'twe? 

10 f.'.Et-1 I nvacier 
20 PRINTCHRS(ll )=POKE12369,32=FORL=13352 
T014311 = POKEL .. 32 = r!D;T 
30 ��= 1 = :3C=0 
40 FORL=12296T012310=READDS=POKEL,ASC(0$ 
>=ME:>;T 
5�1 E:= 13268 
60 POKES., 143 
70 POKE8+1024,160 
:::0 t;PEED= 100 
9[1 IF I !-WEY$<> 11 11 THE!-i90 
100 S=12328+40*IMT(RND(1)*12) 
110 POKE13312,W=POKE13351,W 
120 I=S=S=S+40 
130 IFW=17THEN600 
140 X=0 
150 IFW<10THENPOKE12310,W+48=GOT0200 
160 POKE12310,49=POKE12311,38+W 
200 POKEI,32=I=I+l 
210 IFI=STHEN250 
220 X=X+l=POKEI,20 
240 IFINKEYS= 11 11 THEN300 
245 GOT0500 
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250 FORL=1T0350=SOUND(1,L)=NEXT 
260 W=�H 1 
270 POl<E I., 32 
2B(1 GOTO 100 
300 FORJ=lTOSPEED=NEXT 
310 GOT0200 
500 IFX<>20THEN250 
51(i POKE I, 2(19 
520 FORL=255T01STEP-4=SOUN0( 1,L):PQKEI+1 
024 ., L = NE:=n 
530 SC=SC+10=POKEI+1024,32 
540 FORL=1T02000 :NEXT:GQT0260 
600 PRINTCHR$(11):FORL=13312T013351:POKE 
L, 1 : NE>,:T 
610 PRINT:PRINT=PRINT:PRINT:PRINT:PRINT 
PRitH: Pf.:It-H 
620 PRINT" AFTER 16 ATTACK WAUES" 
630 Pl<'.HH" YOU HAl.JE SCORED" 
640 PRINT" " ;SC 
6 5 0 I F HH< E Y $ < > " 1

1 TH Hi 6 5 0 
66(1 IFHH�E\'$=" "THEl-◄660 
670 RIJI'◄ 
1 0 0 0 DAT A A _. T _. T , A , C ·' f< .. 11 " ., �� _. A ., l,I ·' E , " 11 , " : 11 

If H .• 1 
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DRIVING 

Don't worry we haven't put in a gear stick or a clutch and 
you won't be breathalized if you do wander all over the 
road but it might make a good test before you let your 
friends drive home from your next party. 

The object is to steer your car down the road but the road 
does weave about a bit and you will hear some nasty 
noises if you don't make it to the end. 

For the fast Harry's and loonie Lizs' among you we have 
put in a level of difficulty so that you can show off your 
reactions to the road changes. 

Howtoplay 

Use keys Zand X for left and right and . to steer straight. 

10 REM Drivinci 
15 PR ItHCHR$( 11 > 
17 ::;C=0 
2t) It-iPUT 11 Di ff icul t4 ( 4-7::, 11 _; D 
30 IFD<4ORD>7ORD<>iNTCD>THEN20 
40 PR HHCHR$( 11 ::, 
42 POKE 12369 .• 32 
44 FORL=13312T014311 
46 F'OKEL .i 32 
4B ��E:,;T 
50 C=12348=R=13222 
54 FORL=1T023 
56 PRIMT 
5B t-◄E::-<T 
60 [1$: !I . II 

70 FORL=13352T013391 
80 POKEL .. 16 
90 t·�Dn 
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100 POKER,195:POKER+D , 195 
105 �;c=�;c+5 
1 0 7 sou t·m < 1 , 1 > 
1 H,i I F R t·m ( 1 > > . 5 A t-m !<'. > 1 3 2 �) 9 T H Et-1 R = R -1 
120 IFRND( 1 >>.5ANDR<13247-DTHENR=R+1 
200 K$= It-WE\'$ 
205 I FK$< > "  z II Ar-WK$< >" . "Ar-iDK$< > ":< "THE!"-l22ti 
21 [1 D$=K$ 
220 E=C 

2 2 5 I F D $ = 11 z II A!-◄ DE > 1 2 3 2 9 THE I'-◄ E = E -1 
2 3 o 1 F D $ = 11  :,< 11 Ar-◄ DE< 1 2 3 6 7 THE t·◄ E = E + 1 
240 IFPEEK<E+40)< >32THEN900 
250 PRHH 
255 POKEE+1024,16 
256 POKEE ., 156 
257 C=E 

260 POKE13249,32 
270 GOTO100 
900 REM Crashed the car 
91 [; FORL= 1 TO80 
92i:1 sout-rn< 1 ,  L::, 
9 2 4 C = HH ( R !'W ( 1 > l 1 5 + 1 > 
926 PDKE13312 .: C 
92::: POKE13351,C 
929 ME>::T 

. . !I 

935 PRirH 11 

937 POKE13249 32 
9 4 0 I F HH::: E \' $ < " 11 TH Er! 9 4 (1 

950 IFINKEY$= 11 THEN950 
96t1 RU!"-! 

: CRA:3HED: 

SCORE : "_; �;c 
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HANGMAN 

You have probably played with paper and pencil before, 
to while away a train journey or a wet afternoon, but 
against a computer? 

The object is to spell out the word the computer has 
chosen in as few moves as possible, or the little man 
hangs. Each mistake you make draws another part of the 
gallows, the rope and the victim. 

How to play 

Press letter keys for your selections. 

Programming hints 

All of the words can be changed by altering the DATA in 
lines 1000 onwards. You will soon find it necessary to 
change, and enlarge the computer's vocabulary. 

10 !<:EM Hcm,;:im,:m 
15 CLEAF.'.100 
17 CR=(i 
2 0 PR HH CH R $ ( 1 1 > : F O t<'. L = 1 TO I tH ( nm ( 1 ) t 1 0 + 1 
>:READ��$= i'◄D(T 
30 POKE12369,32:W�LEN( W$)=FORL=1TOW:POKE 
1241:::+L, 95, r◄Dn 
40 FORL�1T026=POKE13214+L,L+64=NEXT 
s0 C$= 11 :t:t:t:HAr•GMANltl 11 , FORL= 1 TOLEt-v C$ >, PO 
KE12292+2lL., ASC( MIO$( C$., L, 1)) 
60 NEXT:FORL=13312T013351=POKEL,113=NEXT 
7t1 G=0 
::H3 L$= 11 i:�bcde f 9h i j k 1 m nopq_r stu•,.n.1n< :iz" 
1 ;:10 K$= r rWEY$, r FK$< ",]"ORK$>" z II THEr◄ 100 
110 K=ASC(K$)-96:IFMIDS( LS,K,1)= 1

1-
11 THENS 

OUND(60,100)=GOT0100 
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1 2 0 POKE 1 3 2 1 4 + K , 9 5 : L $=LEFT$ ( L $ ·' fi -1 ) + 11 - " + 
R I GHT$(L$ ., 26-K) 
130 F=0:FORL=1TOW 
140 I FK$=t1 I D$( �.a., L, 1 >TH Et-ff= 1 : CR=CR+ 1 : POfi 
E12418+L ., K+64 
150 NEXT: I FF=0THENG=G+1 :GOSUB500:GOT0100 
160 I FCR=WTHENPR I NT:PR I NT:PR I NT:PR I NT:PR 
I r-n" CORRECT 11 , GOT090€i 
1 70 GOTO 10(i 
500 FORL=1T0150STEP3:SOUND(1,L):NEXT 
505 ONGGOT0510,520,530,540,550,560 , 570,5 

510 FORL=13024T013030:POKEL,163:NEXT:RET 
u F.: t•i 
520 FORL=12983T012583STEP-40:POKEL,234:N 
D:'.T, RETUR!-i 
530 POKE12984,218:RETURN 
540 FORL=12544T012548:POKEL.,31 :NEXT:RETU 

550 POKE12584 .,202:RETURN 
560 POKE12549 , 28:POKE12589,151:RETURN 
570 POKE12588 ., 218:RETURN 
580 POKE12629,146:FORL=1T0100:SOUND(1,50 
(i+ I rH ( R t-rn ( 1 > :t: 4 €1 ;, ;, , f"i E :,:: T : G O T O 9 0 0 
9 �3 0 I F I !-H( E Y $ < > 11 11 TH Er-◄ 9 0 (1 

9 1 0 I F  lt-H( E Y $ = 11 " TH H◄ 9 1 0 
920 R!Jt-i 
1000 DATAcomputer,dictionar� _. pl ou9h,fede 
red, histor i,: 
1010 DATAairship , sk�,el ephant,mathematic 
s .: success 
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BOMBER 

You may have seen this game in an arcade form, but 
normally there are several chances for you before it's too 
late. 

Your plane is dropping into the middle of an empty city, 
and the only way you can save the lives of yourself and 
your crew, is to flatten all the buildings by releasing your 
bomb load one by one. It may seem easy, but just wait 
until you are only one level off the ground, and there are 
still two sky scrapers standing. 

Just to make it easier for you, we have put in a difficult 
level so you can choose your own speed of play. 

Howtoplay 

Guage the angle of your plane, and drop bombs by 
pressing SPACE button to release. 

10 REM E,:,mbet· 
1 5 P F.: I tH C H R $ ( 1 1 > • I t·W U T " [! i t -f i ,: u l · ::i < 1 -4 0 ) 

"_; [! 
16 IFD<10RD>400RD<>INT(D)THEN15 
1? �,�=□ 
20 PPHHCHF.'.$( 11 > • F'Of<E12369_. 32 
3 0 F OF.: L = 1 3 3 5 2 T O 1 4 3 1 1 • POKE L. _. 3 2 • r-i E >: T 
40 FORL=13248T013287•FORH=LTOL-40*INT(RN 
D( 1 )l5 )::::TEP-40 
50 POKEH _. 134•POKEH+1024,64•NEXT NEXT 
60 A=0=B=-1•X=0•Y=0 
100 REM Main Loop 
110 0=12328+X+Yl40•POKE0,32 
120 X=X+l•IFX=40THENX=0•Y=Y+l 
130 IFY=24THEN400 
140 S=12328+X+Yl40• IFPEEK(S)(>32THEN500 
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1 50 PO!<E::; _, 154 
200 REM Move Bomb 
2 1 0  IF8=-1THEN600 
.:. :::: (J O = 1 2 3 2 ::: +A+ 8 l 4 0 B = 8 + 1 · C· 0 KEO 3.::. F :=i f'. E ::: -r-
1024 , 32 
230 IF8=24THEN8=- l =GOSU8300 GO T 0 1 00 
240 S= 1 232 8+A+Bl40=IFPEEK( S )=134THENSC=S 
C + l O  
2 4 5 ::; 0 U t·l [i ( 1 , 8 l ::: ::, 
250 P O KES , 135=G O S U 8300 = GO T 0 1 00 
300 REM De l ,�4 
3 1 0 FOR O= l TO Q=NEXT = RETURN 
400 REM P l ane L a n ded 
4 1 0  FO F: L=1T04 
42 0 FO R M=200T050S TEP-5 = S O UN0 ( 1 ,M ) = NEXT = N  
E '.=< T 
430 GOS UB300=G OT0550 
500 REM P l ane Crashed 
5 1 0 P O K E S , 208=GO S U 8 30 0 = POKES , 209 = G O S U P 30 
0 = ::; O !_l t·l [i (  4(1 , 500 ::, 
550 PR I rHTAB< 10 ::, "  ':; ,:ore 
5 6 ti  I F  I r lKEY:t < > "  " THEr·◄56 i=i 
5 70 I F  HIKE\'$= " " THEt'i 570 
5 :::0· RUt·l 
600 REM Test KBD = 
6 1 0 I F I t-1 KEY$< > " " THE I'-◄ GO:;:; U 8 3 �3 0 : GOTO 1 0 0 
620 8=Y+1 = A=X = GOSUB300=GOT0100 
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SNIPER 

As you will know, your Aquarius can produce a little man 
for use in many of your games programs. We have used 
him here, but not in the nicest way. 

He is running for his life. 

The figure will appear on the screen, sometimes for a few 
seconds, sometimes for a split second, and you must line 
up your rifle and bring him down before he vanishes 
again. 

It's not n ice, as we said, but then again he might be an 
advance man from a foreign planet and we all know what 
a nuisancethey can be. 

Howto play 

When the character appears use keys Z and X to move 
and . to fire. 

10 PEM '.:; nir.ie r 
20 PRIN TCH�S( l l  )=POKE12369,32 = FORL=133 1 2  
1014311 = POKEL,224 = NE XT 
30 '.:;;(=0 
40 ��=0 
100 IFRl'W( 1 )< . 995THEN 1 00 
200 P= I NTC RN0( 1)*480)+ 1 2328 
2 1 0 POKEP+1024 , 48 = POKEP+1064,48=POKEP , 21 
= POKEP+4(1 _, 22  
250 G= 1 3 1 B8 
260 DS= " x "  
270  W=W+l 
280 I FW >10THENPRINT=PRINTCHR$(1 1 >=PRINT= 
PP i tH: PRHH: PRHH: PRitH: PRHH"SCORE = 11 _; S 
C=GOT0800 
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300 IFRND(l ) ). 99THENPOKEP,32=POKEP+40,32 
= POKEG,32 = GOSU8500 = GOT0100 
3 1 0 K $ = I t -H< E \' $ = I F K $ < > " z " A r-m K $ < > " '.( " A t-m K $ < > 
" • 11 THEt-◄330 
320 [1$=f<$ 
33(i H=G: I FD$= 11 z " A riDH > 1316BTHEt-lH=H-1 
3 41) I F D $ = 11 ::< 1 1  A i'l D H < 1 3 2 0 7 THE l'l H = H + 1 
350 IFD$= " . " THEl'l400 
360 POKEG,32 = POKEH , 143=G=H = SOUND(10 , 20 ) =  
GOT0300 
400 IF INT( (G-P )/40)=( G-P )/40THEN450 
410 FORL=GT012328STEP-40=POKEL+40,32 = POK 
EL,94 
420 SOUND( 5,L-12328 ) = NEXT=POKEL+40,32=PO 
KEP,32=POKEP+40,32 
430 POKEP+1024,224 = POKEP+1064,224=GOSUB5 
0(1 = GOTO 100 
450 FORL=GTOPSTEP-40=POKEL+40,32=POKEL , 9  
4 

460 SOUNDC 5,L-12328 ) = NEXT=SC=SC+10 
462 POKEL+40,32 
465 FORL=1T050=POKE1228B,INTC RNDC 1 )*256 ) 
=NEXT=POKE12288,32 
470 FORL=1T03000 = NEXT = GOT0100 
500 FORL=1T0500STEP12 = SOUNDC 1,L )=NEXT=RE 
TURl'l 
80(i IF HlKEY$< > 11 11 THEl'i8�)0 
::: 1 0 IF HH:::EY$= 11 " THH◄S 10 
B2t1 R U t-l 
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ASTEROID STORM 

It looks as if the situation is pretty impossible for you and 
the crew of your  starship. You are heading into an 
asteroid belt, and your  force field shield has gone. To add 
to your  problems, your  laser guns have overheated and 
your  navigator has got a head cold. It looks l ike another 
average Monday morning in deep space. 

Al l you can do is to manoeuvre your  way through the 
waves of asteroids and last as long as you can. There is 
no let up though, even when you get through the fi rst 
1 00, as things get even tougher. 

Good luck, Captain.  

Howto play 

Use keys 8 and X to move left and right. 

Your  score wil l  appear when you final ly bite the dust -
asteroid dust. 

1 0  REM  Aster o i d  stor m 
1 1  ��= 1 : 0$= " . " 
1 2  .J= 1 00 
1 3  S C = 0  
1 5  PR I NTCHR$ ( 1 1 ) : PR I N T = PR I N T = PR I NT = P R I NT 
= PR I NT = PR I NT = PR I NT = P R I NT = PR I NT = PR I NT "  

ATTACK WA lJ E  : II _; w 
20 P R I NTCHR$ ( 1 1 ) = P O KE 1 2369 , 32 = FORL= 1 3352  
TO 1 43 1 1 = PO KE L , W* 1 6 = NEXT  
25 F OR L= 1 TO23 = PR I NT = NEXT  
30  S= 1 2347 = C=2 1 2 = 8= 1 60 
40  K=0  
1 00 REMMa i n  l oop  
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1 H i  POKE 1 3 2 4 9 + I IH ( R rrn ( 1 ::, * 3 9 ) ·' 3 5 
12(1 POKE13249+I!H( R t-W( 1 >*39 > ., 35 
15(1 K$= nmE·11$ , I FK$< > 11 z II ArWK$< " . "THE!-! 1 7 0  
160 D$=K$ 
1 7 (1 I F D $ = " z " AND S > 1 2 3 2 9 THE r·l i:; = ::; -1 
1 ::: 0 I F D $ = 11 

. 
11 A t-rn s < 1 2 3 6 5 r H n1 s = '=; + 1 

190 PRINT:POKE13249,32:SC=SC+10:K=K+1 
195 IFK=100THEN30 0  
2 00  REM Dete ct 
2 1 0 I F P E E  tU S ::, = 1 3 5 0 RP E E  K ( ':; + 1 ) = 1 3 5 THE r·◄ 4 0 0 
250 POKES , 156:POKES+l,156 
260 GOSUB500:GOT010 0  
3 0 0  REM Ne xt  wave 
310 W=W+1:IFW>15THENW=l 
320 SC=SC+100:FQRL=1T03:FQRM=400T02 0STEP 
-5:SOUND( 2 , M):NEXT:NEXT 
3 3 0 PP I tH , P F n  tH , PR rt-n II Bo t·W ::; , , 1 0 0 , , , , 
t·lE::-,:T WAl.JE II 

340 IFJ< >lTHENJ=J-1 
350 FORL=1T01500:NEXT 
360 GOT015 
400 REM De stro 4ed 
410 FORL=1T035�STEP3:SQUND( 6,L):NEXT 
42 0 PRINT:PRINT: PRINT 11 DESTROYED '' :FORL= l T  
03000: t-lD::T 
430 PRINTCHR$(11):PRINT : PRINT:PRINT:PRIN 
T:PRINT:PRINT : PRINT:PRINT 11 You Scor e 
d : II j SC 
440 IF HH(EY${ > 11 "THEt-1440 
450 IF HH(E\'$= 11 11 THH4450 
460 RUM  
500  REM De l ,::1 4  
510 FORL=1TOJ:NEXT:RETURN 
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ALIEN ATTACK 

Just when you thought you had got rid of those invaders, 
here they come again. 

This time, however, they are coming at you from the top 
of the screen and you must protect your laser base by 
moving and firing at the same time. 

They won't always come from the same place on the 
screen so don't think you can just sit there and knock 
them down. 

How to play 

Use keys Z and . to move and the SPACE button to fire. 

10 REM A l ien Attack 
20 SC=0 = PR I NTCHRS( 11 ) = POKE13312 , l =POKE13 
3 5 1 .: 1 
30 POKE12369,32=FORL=13352T014311=POKEL, 
4::: = t·◄D(T 
40 B= 13268 = POKES ·' 143 = POKES+ 1024 ·' 16: 0$= 11 z 
II 

4 5  :=< =0 
50 A= 12328+ I IH( R t-W( 1 )l40 > 
100 G O SUS200=GOSUS300=GOSUB200=GOSU8400 
1 10 I FA< >0THEN100 
1 2(1 GOT050 
200 REM Move Base 
205 N=E:  
21 �j K$= I NKE\'$: I Ft<$=" z II ORK$= 11 • 11 THHi2 l 5 
211 I FK$( > 11 11 THEN220 
212 IFH< >0THEN215 
213 H=E:-40=GOT0220 
215 0$=fi$ 
2 2 0 I F D $ = 11 z II A t-◄ o s > 1 3 2 4 s T H E t-i ri = t-i -1 
2 30 I FD$= 11

•
11 ANDS<13287THEN N =N+1 
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240 IFN=BTHENRETURN 
250 IFPEEK(N ) ( )32THEN800 
2 60 POKEB,32=POKEB+1024,48=B=N 
270 POKEB+1024,16 = POKE8 , 143=RETUR N  
300 REM Move A l ien  
310 N=A+40 = IFN=BTHEN800 
320 IFN >13247THENPOKEA , 32=POKEA+1024,48= 
A=f1 : GOT0350 
330 POKEA , 32 = POKEA t1024,48 = POKEN+1024,1 6 
0: POKE!-◄ ,  212: A=t-◄ 
350 IFX=0THENX=A+40=RETURN 
355 Y= :,,:+80 
360 IFY=BORY=B+40THEN800 
370 IFY>13247THENPOKEX , 32=X=0=RETURN 
380 POKEX,32=X=Y=POKEY,198 
39(1 RETUn◄ 
400 REM Move Missi le  
41 0 IFH< >0THEN450 
430 RETURN 
450 N=H-40 
460 IFN < 12368THENPOKEH , 32=POKEH+1024 , 48= 
H=0: RETUn◄ 
470 IFPEEK(N > < > 212THEN480 
475 POKEH,32=POKEH+1024 , 48 = H=0=A=0 = POKEN 
, 32 = SC=SC+10=RETURN 
480 POKEH,32=POKEH+1024,48=H=N=POKEH+102 
4 , 112=POKEH,94=RETURN 
���  REM Base is hit 
805 POKEB,209=POKEB-40,32 
810 FORL=1T0300STEP2=SOUND(1,L ) 
820 POKE13312,INT(RN D( 1 )*15+1 )=POKE12288 
, INT(RND(l >*2 )*45+185=NEXT 
825 PRINT=PRINT=PRINT=PRINT = PR I N T=PRINT= 
PRINT=PRINT=PRINT 
827 PR nn " SCORE =" _; SC 
830 IF I t-H(EY$< > "  "THEN830 
f:40 IF HH<EY$=" 11 THEN840 
850 RU!-◄ 
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CONVERTER 

If you are really interested in the inner workings of your 
computer then you will know that it works in binary 
numbers. This program will help you to convert your 
listings/flowcharts from decimal to binary; and from 
binary to decimal. 

If you want to peek and poke and are a machine code 
enthusiast, then this is for you. 

Howtoplay 

This is evident when you complete listing the program. 
You will soon realise that this is for you. 

1 0  F.'.EM C o n •,.1 e r· t e r  
2 0  p p  I tH C H R $ (  1 1  > = P R I tH = F' R I t-n " 1 > D E' C  i m ,:.1 1  

t o  b i n m· 4 " = P R  I t·n = P F.'. I t·H " 2 > 8 i n m· ::l t ,::, D '=' 
c i m ,:.1 1 " 

-

3 0 r::: $ = nw E Y $ , r n:: $ < > " 1 " A rrn r< :t < > 11 2 11 T H  Hn 0 
4 0  I F K $ = " 2 11 T HEN 2 0 0  
1 0 0 PR I t H  = P R  I t- H = I r◄ P U  T II tfo m b '=' r t o  c o n ,,,. e r· t 
I ! _; t·◄ 
1 1 (1 8 $ = " " 
1 2 0 N = N / 2 = Q = N - I N T ( N >  
1 3 (; I F i) = 0 T HEN 8 $= " �3 " + 8 $  = G O T O  1 5 �3 
1 4 0 8 $ = " l 11 + 8 $  
1 50 N = I N T C N > = I FN < > 0 T HEN 1 2 0 
1 6 0 P R  I t-H : P R  Hn " 8 r rrn R 'r' = " _; 8 $ 
1 7 (1 G O T 0 5 0 0  
.::'. L1 i::.1 P R  I tH : P R  I tH : I r◄ P U T  It 8 i n ,::a - 4 r◄ u rn b e t· t o  C 
o n v e r  t "  _; 8 $  

-

2 1 0  D = 0 = P = 0  
2 2 0 P = P + 1 = I F M  I D $ ( 8 $ , P ., 1 > < > " f1 " T H  Er� 2 4 �3 
2 3 0  I F P < > LEN C 8 $ > T HEN 2 2 0  
2 4 (1  I F r-1 I D $ (  8 $  ., P ., 1 > =  11 1 1 1 T HErW = D :t: 2  = D = D +  1 = G O  
T 0 2 7 0  
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2 5 i3  D = D :t: 2  
2 7 0  P = P + l = I F P < = L E N ( 8 S ) T H E N 2 4 0  
2 ::: 0  P R  I tH : P f.'. I t H  II D E C I M A L  " _; D 
2 9 0  G O T 0 5 0 0  
5 0 (1  I F  I !'W E Y $ < > " " T H E r◄ 5 i3 0 
5 1 (; I F I l'W E 'r' $ = " " T H E  rf i 1 0 
5 2 0  G O T 0 2 0  
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MINEFIELD 

Your people have retreated to their own lines and have 
left you to find your own way back to Headquarters 
through the minefield. You must aim for the top of the 
screen which is your target and safety. 

You will have to be quick however because the mines 
increase in number as you move. You must get home 
before your route is blocked. 

Howto play 

Using keys Z and X . and ; guide yourself around the 
minefield. 

10 REM t1ine -f ie i d 
1 2  ��=0 • SC=0 • m -1= 1 
2 0  PRINTCHR$(11) • POKE12369,32 • FORL=13352 
TO 1 4311 • POKEL., 16 • ND;T 
30 FORL=13312TO13351 • POKEL,W+112 = NEXT 
40 P=13248 • R=12328+ I NTC RNO( 1)*300 ) 
50 POKEP+1024,48=POKEP , 25 
60 POKER+1024 , 32 • POKER,146 
70  RESTORE = FORL=12 295TO12300 = READLLS = POK 
EL, ASC( LL$ ): NE>;T 
71 I FW< 10THENPOKE12302 , W+48 = GOT0100 
73 POKE12302,49 = POKE12303,W+38 
1 0 0 KS=INKEY$ = IFKS<> 11 z 11 ANOK$( ) 11 x 11 ANOK$( ) 
" • 11 AND K $ < > 11 _; 11 THE!-� 11 0 
1 (15 O$=K$ 
1 1 0 TP=P=IF0$= 11 z 11 ANDP>12328THENTP=P-1 
120 IFDS= 11 x 1

1 ANDP<13287THENTP=P+1 
1 30 1 FDS= 11 • " At-rnP< 13248THEt-HP=P+40 
14t1 IFO$= 11 

_; " ANDP>12367THEl'HP=P-40 
1 45 IFP=TPTHEN180 
1 50 POKEP,32 = POKEP+1024, 16 
1 60 P=TP = IFPEEK<P ><>32THEN500 
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170 POKEP+1024 , 48=POKEP,25 
1 ::: e FORL= 1 TOrH-1 
19 [1 S=ItH( P t-W( 1 > :t:960 )+1232e = IFPEEtU S > <  >3 
2THEN 19f1 
200 POKES , 135=POKES+1024,16=SOUND(4 , 16 ) = 
t•i E >=:T 
21(1 GOTO 1013 
500 IFPEEK(P )=146THEN GOSUB600=GOT020 
510 POKEP+1024 , 48=FORL=1T0100 = POKEP,208+ 
INT< RrW( 1 >*2 > 
52(1 SOUND( 1 ., 80+ I NT( l?t-W( 1 > :t:5 > > = r1D::T 
53 [1 POKEP ., 32 
540 PRINT=PRINT=PRINT = PRINT=PRINT=PRINT= 
PRINT=PRINT 11 You have bee n  cau 9ht b 4  the 
mines" 
545 PRirH = PR HH" 
55[1 IF HH(EY${ > " 11 THEN550 
5 6 [1 I F HH< E Y $ = 11 1 1 TH Eri 5 6 0 
570 RIJ t-l 

SCORE : II
_; SC 

600 FORL=1T04 = FORLL=200T01STEP-3=SOUND(1 
' LL :, : r◄D(T : r◄E>'.T 
610 t-lM=NM+ l = W=W+ l = SC=SC+NM:t:30=RETIJRt-l 
7 0 [i DAT AW ·' A ·' l,I ·' E , 1 1  1 1  

·' 11 : 11 
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DIGITAL CLOCK 

You can either run this program on it's own, or use it as a 
subroutine within your own programs to show how long 
the game has been running. 

Programming hint 

The large delay loop at line 60 shows how fast BASIC 
works. This delay can be altered. 

1 0  REM DIGITAL CLOCK 
2 0  H=0 
30 M=0 
40 :3=0 
5 (1 0=200 
60 [1=77 0 
70 PR I !HCHR$( 11 ) 
10 0 GOSU840 �3 
11 (1 FORL= 1 TOD 
120 ��D;T 
1 30 S=S+1=IFS< 60THEN100  
1 40 S=0=M=M+1 = IFM < 60THEN100 
150 M=0=H=H+1 =IFH<24THEN100 
16(1 H=ti 
1 7 (1 GOTO 1 �30 
4(H) T:t-=i:nR$< H ;.+" , 11 +':;Tf.'.$( M >+ "  , " +STR$( s ;. 
410 T$= 11 " +T$+" II 

42 0 FORL=1TOLEN(T$) 
430 POKEL+12297 , ASC( MID$( T$ , L,1)) 
44(1 ��D'.T 
450 RETURN 
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HEART CATCHER 

A catchy little program this as your little man runs around 
the screen seeking falling hearts. 

The story is that he has lost his heart to a cruel woman -
don't we all - and he is now trying to get it back as it falls 
to the ground. You might even say that 'Romance is in 
the air'. 

See if you can help him find his heart and anyway you get 
a score for trying. 

Howtoplay 

Move the poor little fellow from side to side by using keys 
Z and X for left and right. 

1 �  REM  H e a r t C a t c h e r  
2e PP I M TCHR$< 11 ) = POKE 12369 .1 32 
30 FORL=1335 2T014311 
4t1 POt:::EL _. 16: t-4D::T 
45 C$= 11 ROMAtKE I ::: 1 !'◄ 1 Ht:. A I R "  : FORL= 1 T021 
: POKEL+122 97 , ASC( M I 0$(C$ , L , 1 )) 
47 t-4D( i 
5 i�1 H=0: E= 13268: 0$=" . 11 

60 iL=0 
100 I FH=0iHENH=12328+ I NT ( RND( 1 > *400):HS= 
I t·i T( ( H-12328 ) ..... 5) 
105 TL=TL+ l : I FTL=2000THEN600 
110 POKEH, 32:POKEH+40 , 212:H=H+40 : I FH=BTH 
Et-4400 
120 I FH >13247iHENPOKEH . 32:H=0 
2 0 e t' =' ·$ = T �.1 l-•' -

t:. 
•., ... ;- . T -

r-
t'.-· -r / ··, II � ;, H·' q [1 l.-" $ .... ', !! I I T H-t:. 'rJ •""\ •"\ .� ·. .,_ ! ; r-.. -,.· · .1 .... -t-· ... .·• ..:... r, r-.. · ... ... . ! :1 � :::. ,.�, 

2 H1 DS=K$ 
22ti  Q=B+ 1024 
2 3 0 I F D s = 11 z II A t-i D s > 1 3 2 4::: THE t·◄ Po KE s , 3 2 , Po KE i) 

, 16:8=8-1:Pn r·r-t:.R+l�?4  4° , p nvEE' 14: 7 
• - • Li - .:... . ,I '-' , _ f". I ., 

I 
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2 3 5 I F D $ = " . " A !-W B < 1 3 2 ::: 7 T HE r◄ P O KE 8 ·' 3 2 : P O  r< E i) 
, 1 6 : 8 = 8 + 1 : P O KE B + 1 0 2 4 , 4 8 : P O KEB ., 1 4 7 
2 4 0  G O T 0 1 0 (1 
4 t3 (1 REM C c1 1.1 ci h t  
4 1 0  F O R L = 1 T 53 : F O R W = 1 0 0 T 0 1 S TE P - 5 : S O U N D ( 1 ,  
�•4 + 3 * L ) :  t·◄D; T : l'iD;T 
4 2 0  S C = S C + H S  
4 3 0  P O KEH , 1 4 6 : H= 0 : G O T 0 1 0 0 
6 0 0  REM En d o f  ci a me 
6 0 5  F O R L = 1 2 2 8 8 T 6 1 23 2 7 : P O KEL , 3 2 : NEX T 
6 1 (1 C: $ =  II Y O U  S C O RED II + ::; T R $ (  S C ) +  II HEA R T S  II 

6 2 0  F O R L = 1 T O LEN ( C $ ) 
6 3 0  P O KEL + 1 2 2 9 5 ,  A S C (  M I D $ (  C :t., L ., 1 ;. ::, : !-i D; T  
6 4 0  I F I N KEY $ < ) " " T HEN 6 4 0  
650 I F  HH(E Y $ = " " T HEM 6 50 
6 6 0  R IJ r◄ 
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NUMBER 

Your computer is going to offer you the chance to show 
off, as it is going to choose a number between 1 and 1 00 
and ask you to guess it's choice. 

The computer will tell you if your guess is too high or too 
low. 

Howtoplay 

Simply key in your number guess, and your computer 
will do the rest. 

Programming hint 

I f  you get too clever at this game too easily, change the 
figure of 1 00. 

1 (1 REM t·! 1_imber 
20 PR ItHCHR$( 11 ) 
30 X=INT(RN0(1)*100+1) 
40 PRINT = PRINT=PRINT=PRINT '' I ' ve thou9ht 
o t 1J numbe r  11 

5(1 PR HH = H4PUT " \' o ur Guess 11 
.
• G 

6 0 1 F G > :>=:TH Et-4 Pi.: 1t-n II T ·="=' b i q 11 , Go To 1 P3 
7(1 IFG< XTHENPRINT 11 To o sm; l l 11 = GOT0110 
80 PRINT 11 Yes that ' s  it 11 = PRINT 
90 FORL =1T050 = SOUND( 6, INT( RND( l )t200)):N 
D::T 
100 GOT020 
11 0 PR Hn II T r � A 9 Cl i n 1

1 : GOTO 5 0 
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LUNAR LANDER 

Your skill as an astronaut is now needed as you try to 
bring your lander safely down to the moon's surface. 

If you cannot control the descent by studying the fuel left, 
the engine burn, height and velocity then you will crash 

7nto the bleak surface and bang goes our national space 
budget. So do your best and get it right first time . .  

By the way, if you get it right, you'll be promoted to 
Captain so goodness knows what your role is at present 
-cook? 

Howtoplay 

Use the number keys to control the rate of fuel burn. Fuel, 
engine burn, height and velocity will be shown on screen 
and updated as you slow the ship down. It must land at a 
speed of less than 0.5. 

1 0  REM Lunar Lander 
20 PRINTCHRS( 1 1 ) = PRINT=PRINT=PRINT=PRINT 
, PR nn , PR I t- n " LUt-�AR LAt-WER 11 
3[1 PR I t-H: PR I MT: PR I tH " Pr es::s ( 1 -9 > 
t ,:,r- FUEL B URW' 
4�3 G=5 
5 [1 3=200 
70 F= 1 000 
80 8$= 11 5 11 

90 I..J= l 

1 00 REM Main Loo p  
1 1 0 PRINTCHR$( 1 1 )  
1 1 5 I FF=0T HHWR I M T "  t·W FUEL  REMA  HH r◄G "  = 

GOT0 1 30 
1 20 PRHH 11 FIJEL 11 _; F 
1 30 PRINT 11 BURN 11 ; 8$ 
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1 4 0 P R i tH " HE I G H T  = 1 1 _; :; 

1 5€1 P R  an II t.JE L o c I T Y  = 11 _; - u 
1 6 0 P R  I tH : P R  I tH = P !<'. HH = P !? I tH = P R  I tH 11 ( 1 - 9 > 
f o r B U R �i 11 

1 7 0 t< $ = I �i K E \' $ = I F K $ < " 0 11 0 R i< $ > 11 9 11 T H E  r-4 3 [i 0 
2 0 0  I F F < > 0 T H E N 8 $ = K $  
3 0 0  B = A S C ( 8 $ ) - 4 8 = F = F - B = I F F < = 0 T H E N F = 0 = 8 = 0  
3 2 0  A = B  
3 3 0  l.J = U - (  A - G  ) / 4 0  
3 4 €1  S = S - l.J 
3 5 0  I F S { = 0 T H E N 4 0 0  
3 6 0  S O U N D ( 1 0 0 , I N T ( S ) ) = G O T 0 1 0 0  
4 0 0  I F U { . 5 T H E N 4 4 0  
4 0 5  P R i tH 11 C R A :3 H E D 11 = F 0 1''. L = 1 T 0 5 0 (1 S T E P 1 5 : ':; O U  
t·W ( 1 ,  L > = �◄ D; T  
4 1 0 I F It-H< E 'r' $ < > 11 11 T H El-◄ 4 1 0 
4 2 0  I F I N K E 'r' $ = 11 11 T H E N 4 2 0  
4 3 0  R U M  
4 4 0  P R  an = P �'. I tH = P R  an 11 :; u c c E s ':: F u L  L A t-l 
D H◄ G " = P f? Hn II T H E  R A  t-H< o F c A P T  A Hl 11 = P R  r N T  " r 
'.:: Y O U R S  I I 

4 5 0  G O T 0 4 1 0  
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MONDRIAN ART 

Well, to tell the truth, we had to look it up to see what it 
was about and it seems there was a Dutch painter named 
Mondrian who painted abstract art. What has that to do 
with your Aquarius you may ask. Well, the fact is that 
your modest little computer has the talent to originate for 
your eyes only - abstract art. If you have had a hard day 
at the office, in the kitchen or at school just enter this 
short program into your computer - sit back and watch 
the results. 

It really is the most beautifully relaxing experience. 

1 0  R E M  Mon drian Ar t 
2 0  P R  I t-H C H R $ (  1 1  ) : P O K E  1 2 3 6 9 , 3 2  
3 (i C = nn ( nm ( 1 ) :t. 1 6 ::, : FOR L = 1 3 3 1 2 T O  1 4 3 1 1 : P 0 
K E L  ., C :  r�E >=: T 
4 0  F O �'. L =  1 T 0 5 0  
5 (1 A =  I M T (  R rm (  1 ) :t. 4 0  > = 8=  HH ( Rrm(  1 ) :t. 2 4 ) 
60  C =  HH ( R rm (  1 ) :t. 4 0 ::, : D =  HH ( R N D (  1 ) :t: 2 4 ) 
65  E = I rH (  R rr n (  1 ) :t. 1 6  > 
7 0  F O R Y = B T O D S T E P S G N ( D - 8 ) 
8 0  F = 1 3 3 5 2 + 4 0 * Y  
j� F O R X = A T OC S T E P S G N ( C - A ) 
1 0 0 P O K E F + X , E : M E X T : N E X T  
1 (15 r�E >;T  
1 1 0 C $ = " S U C H  I S  TRUE  B E A U T Y " 
1 2 0 F O R L = 1 T O L E M ( C $ ) 
1 3 0 P O K E L + 1 2 2 9 5 , A S C ( M I D S ( C $ , L , 1 ) )  
1 4 0 N E >�T  
1 5 (1 I F  I t-W E Y $ < > "  " T H E N 1 5 0 
1 6 0 r F r  r� K E Y S = " " T HEt-4 1 6 0 
1 7 0 R U M  
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PAINTER 

If you have been battling in outer space for the last few 
days, and you are looking for something a little more 
relaxing, here's your program. 

Your Aquarius has gone mad and painted nasty aerosol 
marks all over the background colour of the screen. You 
have to clean up the mess before the law arrive and arrest 
you for vandalism. 

Howtoplay 

Using keys Z and X for left and right, and O and ; for up 
and down, you have to paint over the spoilt area. 

Your final score will appear at the game end. 

1 [1 REM Pa i nter 
15 :3C=0: W=(1 
20 PRINTCHRS( 11)=POKE12369 , 32=C=INT( RND( 
1 ) l  1 6  > 
25 IFC=00RC=15THEN20 
30 F= I tH( Rt-◄ D( 1 )l 16 ) :  I FF=CTHE!-B [1 
35 LL=0 
40 FORL=13312T014311 =POKEL , C = NEXT 
5[1 P= 13:::52 
6f1 FORL= 1 TO 140 
70 POKEP , F=IFRND( 1 ) > . 7ANDP<14311THENP=P+ 
1=GOT090 
75 IFRND( l ) > . 7ANOP( 14271THENP=P+40=GOT09 
0 
80 IFRND( 1) > . 7ANDP >13352THENP=P-1 =GOT090 
85 IFRND( l ) > . 7ANDP >13412THENP=P-40=GOT09 
0 

95 F'= 1 2 :::2 8 : 0 $ =  11 • 
u 
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1 0 0 K $ =  I 1'4 t<EY $ : I F ti $ <  > 11 z II A t·4 D K $ <  > "  �< " A !-i O V $ <  > 
" . 

11 A t-W K $ <  > " ; 11 T H E!-l 1 2 0 
1 1 0 0 $ = f:: $ 
1 2 0 O = P , I F D $ =  11 z II A rm o  > 1 2 3 2 a T HEr·W = o - 1 
1 3 (i I F D $ = 11 

'.( " A N D O <  1 3 2 8 7 T H  HW = 0 + 1 
1 4 0 I F D $ = 11 

•
11 A N D 0 < 1 3 2 4 1 T HEN 0 = 0 + 4 0  

1 50 I F D $ = 11
;

11 A ND 0 > 1 2 3 6 8 T HEN 0 = 0 - 4 0  
1 6 0 P O KEP , 3 2 : P O KEP + 1 0 2 4 , C = P O KE0 , 1 3 5 
1 7 0 P = O : I F PEEK ( P + 1 02 4 ) = F T HEN S C = S C + 1 0  
1 8 0 L L = L L + l : I F L L < 2 0 0 T HEN 1 0 0 
1 3 (1 C $ = " S C O RE = " +S T R $ (  S C ) :  G O S U 8 5fj�J 
2 0 0  F O R L = 1 T 0 2 0 0 0 = NEX T  
3 0 0  W = W + 1 = I F W < > 1 0 T HE N 2 0  
3 1 !3  C $ = 1 1 F H4 A L  S C O RE : 11 + S T R $ (  ':; C > :  G O S U 8 5ti 0  
3 2 0  F O R L = 1 T 0 2 0 0 0 = NEX T 
3 3 (1 I F  I t-H <E Y $ <  > 11  11 T HEN 3 3 0  
3 4 0  I F I N l<E'r' $ = 11 11 T H E!-i 3 4 0  
3 50 R U l-4 
500 F O R L = 1 T O LE N ( C $ ) : P O KE 1 2 2 9 5+ L , A S C <: M I D $ 
< C $ ., L , 1 ) ) , t-4 E:>; T  
5 1 0 RET URt-4 
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ANAGRAMS 

Although this may look a short program you can extend, 
and change, the content to suit the player's skills. Play 
around with words and see how difficult you can make it. 

The computer will advise you of the anagram and ask 
you to identify the hidden word. The game is greatly 
enhanced if someone else programs in the choice of 
words. 

Howto play 

Type in the missing/correct word and press. 

1 O (i  
i 1 0 
1 1 C: 
.i. � ·-· 

1 2 3 

1 2 6 

F E M  A n ;] ':! �- •:� m s  
F: E •:: T O P E  
F: E A [l t-◄ 
F O F' L = 1 T O I rH < F.' ri D < 1 \Hi + 1 > 
F: E A D fH 
r-� E :C '. T 
A $ = lH 

1 4 0 F O F L =  1 T 0 3 (1 
1 s [1 '=; = I t-n .:: P 1-rn < 1 > :;: L Er-1 .:: ;, a ::, + 1 ::i 
� ,_,._, A $ = t·1 I D $ ,: A $ , S , 1 > + L E F T $ ( A $ ., ::: - 1 > + M I D $ < A 
$ ,: S + 1 .t 2 5 5 > 
1 7 0  N E ::<T 

1 9 0 
2 (H3 
2 1  [i 
·:, 1 7 
i.:... .L ._1 

·:, 1 C 
� .L ,_1 
2 2 [;  

2 3 0  

5 0 0  

5 1 0  

P R i tH "  " _; A $  
P R I N T : P R I N T : P R I N T : P R I N T 
P R I N T "  W h a t  i s  t he h i d d e n  
I t-ff U T G $  
I F G $ = fH T HH◄ 5 0 0  
P R  I t-1 T " �� r o n  ,::;i . . . . E: i:i d L u c k  " 
G O T 0 1 1 12:1 

: !! : P �: I 

:.1.: o r  d · ! I  

P R  I t-H " C ,:, r r e c t 
G O T 0 1 1 0  

. .  t�e l l  i:::l o n e " 



900  DATA 1 0  
1 000  D A T A a qu a r i u s , c o m p u t e r  
1 0 1 0  D A T A t e l e v i s i on , c 6 l o u r  
1 0 2 0  D A T A c i ne m a , b u n q a l o w 
1 03 0  D A T A s u i t c as e , c ; s s e t t e  
1 0 40  D A T A c a r p e t , ce i l i n 9  
1 05 0  D A T A m a t h e m a t i ca l , q 4 r o s c o p e  
1 06 0  D A T A a e r i a l , q e n e r af ; r  
1 07 0  D A T A q l as s , n i e d l e  
1 0 8 0  D A T A i i enna , v i enna  
1 090  D A T A c h a r i sm at i c , r e m o t e  
1 1 00  D A T A p i ct u r e , e n c � c l o p e d i a  
1 1 1 0 D A T A r abb i t , aa r d v ar k 
1 1 2 0  O A T A s t a n d a r d , te l e p h o n e  
1 1 3 0  D A T A b o x e s , b o a r d 
1 1 4 0  D A T A h e a t e r , am p l i f i e r  
1 1 5 0  D A T A b a s i c , v i de o  
1 1 6 0  D A T Ad i f f i c u l t , s t r a n 9 e  
1 1 7 0  D A T A c a r a v an , a l a r m  
1 1 8 0  D A T A s p a de , s k i e r 
1 1 90  D A T A h o a r s e , f r o s t  

33 
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GRAPH DRAWING 

This is a simple to list program which can be very helpful 
for students and businessmen. 

Using a fine line facility, your computer will draw a sine 
graph. 

Programming hint 

If you wish to change the action of the graph, then modify 
line 40 to suit your needs. 

10 REM G r aph O r aw i n q 
20 PP ItHCHR$( 11 > 
21 PCWE12369 _. 32 
22 FOPL=13352TO14311 

24  t-iE::-n 
25 POKE12369 .: 32 
30 FORX=0TO79STEP . 25 
40 Y=SIN(X/12 )*35 
50 p �;ET( I NT< :,: ) ., I !H( Y >+36 > 
60 r·1E::-'.T 
70 IFHWE\'${ > " " THEt-◄ ? (1 
:30 IF r t- H::EY$= " " THHrno 
j �  FORX=0TO79STEP . 25 
100 Y=COS(X/12 )*35 
1 1 0  PSEH I !H( :,; ) _, I!H( \' )+36 > 
120 i"-iE>::T 
13f1 IF r rH<EY$< > "  "THEt-1130 
140 IF I NKE\'$= " "THEN140 
150 PR I NTCHR$(11 ) 
16(1 HW 
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REACTION TIMER 

This is one way to test your party guests reactions before 
they decide to drive home from the party. 

The screen will change colour as you watch and you 
must react as quickly as possible by stopping the next 
change. 

Howtoplay 

Hit any key to stop the program. 

Your reaction time will be shown at the end of the game. 

: 2 0  REM  Reac t i on T i m er 
1 1 0 P P i tH C HF.'. $ ( 1 1  > 
1 1 5 P O K E 1 2 3 6 9 , 3 2 
1 2 0 I F F.: r- W <  1 ::, > . 9 9 5 T H E  tH 9(1 
1 3 0 I F I r·/ K E  \' $ = " " T HE M 1 2 0 
1 4 0 P P HH :  PF.: HH : PF.: HH :  F F.: HH :  PF.: HH "  C HE A T  

fl 

1 5 0 F O R L = 2 5 0 T 0 5 5 0S T E F 6  
1 6 0 ':; O U r·J D <  5 ., L ;. 
1 7 0  t·I E ::< T 
1 ::1 0 G O T O  1 1  f1 
1 9 0  C: = 0 : P O K E 1 3 3 1 2 ,  HH < P rW <  1 > l 5  > 
2 0 0 I F I W< E \' $ = " " T H E  t·K = C + 1 : G O T O  2 0 �) 
2 1 (; P F.: I r·H " \' o u t· F.: e ;J c t  i o n  C o u n t  i s " ; C 
2 2 0  F O F.: L =  1 T 0 3(1 
.:: .�; (j 3 0 U r·W ( 4 , 1 5 0 - I rH < nrn < 1 > l 1 (H)  > > 
2 4 0  M E \ T  
2 5 0  G O T 0 1 1 0  
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ARITHMETIC QUIZ/ 

MULTIPLICATION TABLE 

Here are two short programs which do an awful lot of 
work. The arithmetic program includes both addition and 
subtraction ·questions; the multiplication program will 
print any tables you want to try. 

Howtoplay 

Just type in your answers and see how clever you are. On 
the arithmetic program you will get a f inal result out of 
ten, so try not to look too stupid in front of the chi ldren. 

10 REM Ar ithme t i c Quiz 
20 PR UH CHR$( 11 ):PRitH:F' Rit H: IMPUT 11 Di t f i  
cu l t 4 " _; [I  
30 I FD<  1 THEt-120 
35 S C=0 
40 FOR L=1T010 
5 0 A= I tH  ( RN D ( 1 :: , l D l 1 0 + 1 ::, : 8 = Hn ( R t-m < 1 > * D * 1 
(1 + 1 ) 
60 I FRt·lD (  1 ::, > .  STHEl'iC=A+B: 0$= 11 + 11 : GOT080 
70 C=A-B:0$= 11 - 11 

80 PRINTCHR$( 11): PRINT:PRINT 11 Q uestion nu 
mbe r- 11 _; L 
90 PRINT:PRINT:PRINT:PRINT:PRINT 11 11 ; A 
_; [1 $  _; B _; " = II _; : I NPUTR 
100 IFR< > CTHEM200 
1 H 1  PR r rn , P�: ItH , PR I tn I I CORRECT 11 , sc=s 
C:+1 
120 FORW=1T0100(1:NEXT: GOT0300 
200 REM Wronq Answer 
2 1 0 PR ItH , PR i tH , P �: an " 1 Mc o RR E c r 11 , p R 
I NT , P �: I t-n 1 1  11 _; A _; D $ _; B _; 1 1  = 1 1  _; c 
220 FOR W=1T04000:NEXT 
31:1 (1  l'�E:,-::T 
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3 1 0 P R  HH C H  R $ ( 1 1 ::, : P R  an : P R  I tH : P R  HH " Y o u  
s c o  r e d : " _; ::; C _; : P R  I l'i T " o u t  o t 

1 0 "  
3 2 0  F O R W = 1 T 0 1 0 0 0 = N E X T = P R I N T = P R I N T = PR I N T = 
P R I N T : P R I N T " P r e s s  < S P A C E > t o  r e s t a r t "  
3 3 0  I F I N K E Y S < > "  " T HE N3 3 0  
3 4 0  R U M  

1 0  R E M  M u l t i p l i c a t i o n t a b l e  
2 (1  PR i tH C H R :t i  1 1  > = P R i tH 
3 0  I N P U T " C on s t c m t  t o  m u l t i p l 4 b y  " , C 
4 0  I tf f' U T " !..J ef f i ,] b 1 e M u l t i p l i e r - s t ,; r  t "  _; I.) 
5 0 I t•i P U T " 1.,.1 1] t· i 1] b l e M u l t i p l i e t· e n d " _; E 
6 0  p p  I tn = P R I N T = p p  I rH = p p  I tH " T h e  " _; C _; " t i m 
e s  t a b l e "  
7 [1 P R i tH = P R i tH = P F.'. HH " M u l t i p l i e r R e s :-1 1  
+ "  

i 

8 0  F O R L = U T O E S T E P S G N ( E - 1.,.! )  
3 0  P P i tH L  .. L l C  
1 �3 0 t•iE >=: T 
1 1  O Hr n 
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DRAGON 

This is another of the games where we have taken so 
much of the memory of the machine that no space is left 
for REM statements. You are straight into the listings. 

You are the hero the world has been waiting for to kill the 
dragon, take the gold and save the princess. 

If you are brave you can nominate to fight, or if you have 
more sense you can choose to run away. The trouble is 
that running away doesn't mean that you will live to fight 
again. The Dragon may still get you. Anyway, if you run 
away you will get no gold and why should you, you 
miserable coward. 

Somewhere in the maze lies your destiny. Be a hero. 

How to play 

To move about the maze press N, S, E, W for compass 
directions. 

If you want to run or fight press R or F. 

The game ends if you save the princess, or are killed by 
the Dragon. 

Programming Notes 

To change the maze, alter the negative number in the 
RND (Random) brackets in line 30 of the program. 
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i �  D I M N S ( 9 ) , S T ( 9 ) , O $ ( 7 ) = F O R L = 1 T O 9 = R E A D N S  
< L ) , ST ( l ) = N E X T = F O R L = 1 T O 7  
3 0  R E A D O S ( L ) = N E X T = S T = R ND ( - 4 ) = S T = 5 0 = T R = 0  
1 0 0 P R I N T C H R S C 1 1 ) ; 11 Y o u a r e  i n  a m a z e " = P R 
I NT 1

1 T h e r e Cff e  e x i t s = 11 

1 2 0 E: >a = 11 1 1
: I F R l'W (  1 > > . 7 5 T H E ri P R I !-H " n o r t h " = 

E :,,: s = E :>{ $ +  II n II 

1 3 () I F R t·W ( 1 ) > . 7 5 T H Er-i P f.'. I tH II s o u t h  11 = E: ,; $ = E ;,� $ 
+ u s n 

1 4 0 I F R N D C 1 ) ) . 7 5 T H E N P R I N T 1 1 e a s t " = E X S = E X $ +  
u e u  

1 5 0 I F R rm i:: 1 ) > .  7 5 T H Er-W R  H H  11 ,.,., e s t " , E >=: S = E :,; $ +  
I I  I.I.I II  

1 5 5 F = 0 = I F E X $ = 11 1 1 T H E N 1 2 0 
1 6 0  I F R t·W ( 1 ;, > . 9 5 T H Hi 7 (H3 
1 7 0  I F R N O (  1 ) ) . 6 6 6 T H E N G O S U B 5 0 0  
1 8 0 I F F = 1 T H E N 1 0 0 
2 0 (1 P R  an : P R  Hn : P R  r r- n : P R  I rH II M o v e  l n 1.1.: h  i ,: 
h d i r e c t i o n  11 , P R  I t-n II T h e  c h o  i c e i s = " _; E :,:; $ 
2 �35  I F  I I-WE Y $ { > 11 1 1 T H H◄ 2 �}5  
2 H 1  K S = I t -WE Y S : L = 0 : I F K $ = 11 11 T H E!-- i 2 1 0  
2 2 0  L = L  + 1 : I F K S = M  I 0 $( E >'. S ., L ,  1 H H Er-l 3 �J 0  
2 3 0  I F L < > L E N ( E X $ ) T H E N 2 2 0  
2 4 e p R I t·◄ T : p R I r-◄ T : p R I l'◄ T " y O lJ ,: GI n .. t m O ..... e l n 
t h ci t  d i r e c t i o n " = G IJ T O 2 0 (1 
3 0 0  S = R N D < - L * R N O ( l ) ) = G O T O 1 0 0 
5 0 ti M = an ( R rm ( 1 ) * 9 + 1 ) : ::; M = I M T  ( R rm ( 1 ::,: ;  S T  ( i'1 
) ) 
5 1 0  t1 $ =  11 Y o u ' v e b u m p e d  i n t o  ,::1 , " , G O ::: !_! 8 8 �3 �) 
, M S = D S (  nmc 1 ) * 7 +  1 ;, + "  11 + ra i:: M )  
5 2 0  G O S U 8 8 0 0  = M S = " ��h ,:::i t  d o  y o u  :.l! c m t  t o  d o "  
= G O S UB 8 0 0  
5 4 0  K $= I M K E Y S = I F K S < > 11 f " T H E M 6 0 0  
5 6 0  S M = S M - I N T ( R rl O ( 1 ) t S T ) = I F S M < = 0 T H E N 5 7 0  
5 6 3  S T = S T - I N T ( R N D ( l ) t S M ) = I F S T < = 0 T H E N 5 8 0  
5 6 5  t1 $ =  11 4 o u  h i t  t h e  m o n s t e r- 11 = G O S U B 8 0 0  = t-1 $ = 11 c m d  i t - h i t s 4 o u  11 = G O T O 5 2 0  
5 7 (1  t1 $ =  11 4 0 :.1 k i 1 1  e d  t h e  m o n s t e r " , G iJ ':; U B 8 0 0  
= T = I M T ( R R D ( 1 ) * S T ( M ) + 2 ) 
57 1 S T = S T + I NH Ri'W ( 1 ) t 2 ) 
5 7 2 t1 $ = 11 Y o  1.1 f i n d = 1

' + S T  R $ ( T ) + 11 9 o 1 d p i e c e 
s II : G O S U B 8 0 t1 : T R = T R + T : R E T U R l-i 
5 8 0  t1 $ =  11 \' 0 1.1 i::f f e d e i:; d  . . .  11 

, G O S U B :3 0 0  = G O T 0 7 4  
0 
6 0 (1 I F K S < > 11 r II T HE!--i5 4 0  
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605  I FRt-W( 1 > < . 4 T HE r-H -1 $ = 11 4 c:i 1..J c o u l dn -' t q e t  
awa 4 11 = G O S IJ B 8 0 0 = GO T 0 5 6 0  -
6 1 0 - L=RNO ( -RN0 ( 3 ) > = F = 1 = RE T U R N  
7 0 0  M$=  11 \' 0 1..J h •J •,_: e  f ou n d  t h e  pr  i n ,: e s s  11 = G O S  
UB80f1  
720  M $ =  11 Y o u  ::f f e a he r o  11 

= G 0 :3 !_1 8 8 0 0  
· 7 4 (1 t-1$=  11 • . • • •  •J n d  4 o u  h •J ',/ e s o m e  t r  e ,J s u r  e "  

= G 0 :3 UB8fl0  
750  M $ = :3 T R $ ( T R  > +  11 p i  e ,: e s  o f  9,:,  l d "  = G OS !J 8 ;3 
f1 0 = Hm 
8 0 0  P R I N T M $ = PR I N T = F O R L= 1 T0 1 000 = NEXT = R E T U  
RN  
1 000  D A T A o r c _. 2 0 , t r o l l , 4 0 _. d wa r f , 30 , dr aqon  
, 60 , wr a i th _. 1 0 , k ,:, b o l d _. 25 _. w i za r d , 1 5  -

1 0 1 0  O A T A q i an t , 1 0 0 , c e n t a u r , 8 0 , s l i m 4 , v i c i  
ous , e v i l , ;ast y , w i e r d , a n 9 r y , c l e v e r  -
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FIRST ONE 

This game could mean the possible destruction of your 
computer unless you trust all your friends to be gentle. 

The game is for up to NINE players, and the object is to be 
the first one to press a key and stop the game. 

A coloured square wil l appear on the screen, and then 
everyone must try to be first to react. 

How to play 

The computer will ask "How many players are there?" 

Tell the computer, which will then ask for the player's 
names. 

Player One uses key A, player Two uses key B and so on. 

If you cheat and move early however, the computer will 
tell everyone "Guess who cheated" "It was . . . . . . .  " 

The winner will be identified and their reaction time will 
be shown. 

1 0  REM  F i r st one  
1 5  P R  I tHCHR$ (  1 1  ) 
1 6  CLEAR400  
20 I NPUT " Ho1.1.1 nH:m :l p l ,] :l '=' r  s 1:H" e the r e 1

1 _; t·i 
30 I F N < 1 0RN > 9THENPR I N T : PR I NT : P R I N T 11 one  t 
o n i ne p l c1 �er s •Jn l � 11 : G 0T02(1 
4 0 D I t1 t·a ( l'i ) : FOR  L = 1 i O N : p R I tH II l'i m n  e O f p 1 1] :l 
e t· 1 1 ; L ; 1 1  : 11 ; :  I NP UT l'U ( L )  ' l'iE >< T 
45  PR  I l'HCHR$ (  1 1  ) 
50  I FRN0 ( 1 ) > . 995THEN200  
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60 K$= I !'◄KEY$: I Fti$= II !! THEl-◄5t1 
70 FORL=50TO600STEP5: SOUND( 1 , L):NEXT: 
::: l1 ::; =A::; C ( f:: $ ) -9 6 : I F S < 1 0 R S > rH HE!'-◄ PI<: IrH " I L LE 
GAL KE\' " : FORL= l TO2000: t-◄E>;T : G OTO45 
9�3 PR i tH:PRINT:PR i tH" He �  Eve r � o ne . . . .  " :P 
R I t·◄ T " G uess 1,11 ho j us t ,: he ,) t e d . . . . " : PR I t-1 T : 
PRINT 
1�30 Pl<:INT" It l,l,l 1) S . . . .  " ,; N$( ;:: ;. 
110 FORL=1TO2000:NEXT:GQTO45 
200 REM Make B lock Appear 
210 POKE13852,1 :C=0 
2 2 0 C = C + 1 : K $ = HW E \' $ : I F K $ = 11 " TH Erl 2 2 �i 

230 S=ASC(K$)-96:IFS<1ORS >NTHEN80 
240 PR ItH: PR Hn: PR HH : PR ItHrU( ::: ;. ; " \� i'f:: " 
250 PRINT:PRINT:PRINT:PRINT: PRINT:PR NT: 
p R I rn : PR I tn : p R I t-n : p R I tn 11 �� i t h ;) t" e CK t O n  
co 1Jnt" , PRINT 11 o f  : " _; C  
260 FORL=1TO2000:NEXT 
27(1 GOTO45 
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MAZE MOVER 

There is a pot of gold waiting for you at the end of the 
maze if you can squeeze through the gaps in the maze 
walls. 

You are the one in charge of the alien this time as it heads 
for the gold. 

Be warned however that the maze narrows as the game 
progresses and eventually . . . . . . .  . 

Howto play 

Use keys Zand X and . and ; to move left/right and up and 
down. 

1 0  REM Maze mover  
1 5  SC=0 : GAP= 1 20 
2 0  PR I NTCHR$( 1 1) = POKE 1 2369,32=FORL=1 33 1 2  
T0 1 335 1 = POKEL , 33=NEXT 
30 FORL= 1 3352TO 1 43 1 1 =POKEL, 1 6:NEXT = FORL= 
1 2335TO 1 3255STEP40 : POKEL , 1 34 
40 POKEL+6 , 1 34 = POKEL+ 1 2, 1 34:POKEL+ 1 8, 1 34 
= POKEL+24 , 1 34 = NEXT 
50  FORL=1 2335TO 1 2359 STEP6:Q=40*INT( RND( 1 
)* 1 5+3)=FORM=L+QTOL+ Q+GAP STEP40 
55 POKEM , 32=NEXT = NEXT 
60 L= 1 2445+40* I NTC RND( 1 )*20) : POKEL+ 1 024,  
48 : PQKEL , 1 50 
70  >�=2  = Y=2 1 = 0$= 11

; 
1
1 

1 00 K$= I NKEY $ : I F I<$ { >  11 z II A!-WK$ < > 11 '.< 11 A !-WK $< > 
11 • 11 ANDKS< > 11

; 
11 THEN 1 20  

1 1 0 D$=K$  
1 20 A=X : B=Y : I FD $= 11 ;

1
1 THENB=B- l 

1 25 SC=SC +l 
1 30 I FD$= 1

1 •
1
1 THENB=B + l 

1 40 I FD$= 1
1 x 1

1 THENA=A + l 
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150 I FD $= " z " THENA=A-1 
160 I FA< 00RA>390RB< 0 0RB>23THENGOT 0500  
170 N=12328+A+B*40=0=12328+X+Yt40 
180 I FPEE K(N )=150THEN400 
190 I FPEEK(N ) { )32THEN500  
200  POKE0 , 32 = POKEN;1024,160=POKEN,25 
210 X=A = Y=B 
220  SOUND(4,390-X*10)=GOT 010 0 
400 REM P l a 4e r  f inds tar qe t  
410 C$= " �m W - FOR THE ��E:>; T - �4Al.JE EARTHL HH:; " 
= FORL= 1 TOLHH C $ ) 
420 POKE12294+L, ASC( M I O$( C: $., L., 1) ) = SOUMD( 
60 , I NT(RN0(1 )*100)) = NEXT 
430 FORL=1T02000 = NEXT  
440 GAP=GAP-40 = I F GAP < 0T HENGAP=0 
450 SC=2*SC=GOT020  
500  REM P l a �er  Dies  
510 C$= " SCORE = " +ST R$( SC) = FORL=1TOLEN( C 
$ )  

520  POKEL+12294 , ASC(M I 0$ ( C $,L,1 ))=NEXT 
530 FORL=1T040 0STEP2 0=SOUND(4,L ) = NEXT 
540 I F I NKEY$( ) " " THEN540 
550 I F I NKEY$= " " T HEN5 50  
560  R UN 
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MORSE ENCODER 

If you are planning to go sailing in the near future, then 
this program will help you brush up your morse code 
before you go. 

Can you rememberwhat to tap for S.O.S.? 

It's . . .  - - - . . .  

That's all the help we are going to give you. Hop.e you 
don't have to use it. 

When you type a message into this program, your 
computer will play it back in morse code. A good way to 
test each message is to have someone else enter the 
message, and for you to sit down on the other side of the 
room and see if you can decode it. 

Howtoplay 

Just press the alphabet keys of your choice. 

Programming Hint 

If you feel that the play back is too slow, or too fast, you 
can change the speed by altering 5=12 in line 20 of the 
program. 

1 0  REM  Mor se  Encoder  
2 i3 8= 1 2 : D==2 
30  D I MM$ ( 26 ) = FORL= 1 T O26 = READM$( L ) = NE X T  
40  PR I NTCHRS ( l l  ) = P R I N T = PR I NT = PR I N T = P R I NT 
" Messi::1 9e  to  tr  cmsm  i t  11 
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5 [1 I t•i P IJ T " : II _; I $  
6 0  F O R L = 1 T O L E N ( I S )  
7 0  I F M I O S (  i $ _, L , 1 ) < " c1 " 0 R M I D $ (  1 $ ., L , 1 > > " :z:: " T  
HEN G O S IJ 8 3 0 0 : G O T 0 9 0  
:3 [1 >< S = M  I D $ (  I $ ., L ., 1 ) : G O ::; U E: 7 0 0  
9 0  r•iD; T : P R Hl T : P R I !H : P F.: I rH " T r i:m s m i s s i c, n  c 
omp l et e " 
1 0 0 F O R L = 1 T 0 2 0 0 0 : N E X T : R IJ N  
3 0 0  R E M  P a u s e  b e t we e n  w o r d s  
3 1 0  F O R W = 1 T 0 1 2 0 * D : N E X T : R E T U R N  
4 0 0  R E M  S h o r t p a u s e  
4 1 0  F O R W = 1 T 0 3 0 � 0 : N E X T : R E T U R N  
5 0 [1 R E M  D o t  

. 

5 1 0  S O U N D ( S ., 1 0 0 ) : G O S U 8 4 1 0 : R E T U R N  
6 f W  R E M  [i ,::i s h  
6 1 0  S O U N 0 ( 5 * 3 , 1 0 0 ) : G O S U 8 4 1 0 : R E T U R N  
7 0 0  R E M  S o u n d  one  c h a r  
7 1 0  X = A S C ( X $ ) - 9 6 : F S = M $ ( X )  
7 2 0  F O R M = 1 T O LE N ( F $ ) 
7 3 0  I F M I 0 $ ( F S , M ., 1 )= " s " T H E rH:; O ::; U E: 5 0 0 : G O T O ?  
5 (1 
7 4 [1 G O S U 8 6 0 0  
7 5 0  N E >:: T : R E T U R!--i 
1 0 0 0 D A T  A s  l _. 1 s s s ., l 1 s , 1 s s ., s ., s s l s ., l l s 
1 0 1 0  D A T A s s s s , s s ., s l  1 1 ., l s l  _. s l s s ., 1 1  
H i  2 [1 D A T A 1 s ., l 1 1 _. s l l s , 1 l s l , s 1 s , s s s _. 1 
1 [1 3 [1 D A T A s s l , s s s l , s l l , l s s l , l s l l ,  l l s s  
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ARTIST 

Let your creative skills run amok as you paint your 
emotions across the canvass of your screen. Well maybe 
that's going over the top a little, but at least you can 
indulge yourself a bit without getting paint all over the 
dining room floor. 

This program will allow you to change the background 
colours and the foreground. You can also stop the 
program while you consider your next broadbrush 
sweep. 

Howtoplay 

Use keys Zand X and . and ; to draw the pictures. 

Press B for background colour and F for foreground. 

Press W to stop movement and C to clear and start again. 

1 0  f.'. EM  A r t i s t 
2(1 P R  I t-H C H R $ (  1 1  ::, 
2 5  P O •�: E 1 2 3 6 9  ., 3 2  
3 0  0 $ = " C h o o s e  B ci c k q r o u n d  C o l o u r  " 
35 GOSUB200 = 8=C 
4(1 0 $ =  " C h o o s e  F o r  e q r  o u n d  C o  1 o u r  " 
45  GOSUB200=F=C 
50 P R I M T C H R $ ( 1 1 > 
5 4  P O K E  1 2 3 6 9  ., 3 2  
57  ��= 8 +  1 6 *F 
60 F O R L = 1 3 3 1 2 T 0 1 4 3 1 1 
6 3  P O K E L  ., �4 
6 7  t·i D; T 
70 >='.=40 = Y=36 = F= 1 
!::0 [1$: II II 

90 ::;=2(Hj 
1 0 (1 K $ =  I I-W E \' $  
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1 0 5 I Ff::: $= 11 f II TH Hff = 1 
1 10 I FK$= 11 b 11 THENF�0 
12ti I Ff::: $= 1 1 c "THEMRU!--i 
125 I FK$= 11 1J.1 11 THEMD$= "  II 

130 I FK$< > " z II At-iDK$< > " :,-: 11 At·4 DK$< > "  . " Ar-4 DK:t < > 
" ;  " THEr-◄ 1 50 
14ti 0$=�:: $ 
1 s0 I FD$= 11 z I I  At-m :,< >0THH◄> '.=>1-1 
160 I FD$= 11 x 11 ANDX<79THENX=X+1 
1 7 0 I F o $ = 11 

. 
11 A t-rn v < 7 1 T H nr.-· = \' + 1 

1 :: : (1  I FD$= II
_; I

I A!-W\' >0THENY=\'-1 
1 90 I FF=1THENPSET( X , \'): GOSU8300:GOT0100 
195 P�:E::�ET( >:: _! Y )  
197 GiJ ':;LJB300 
199 GOT0100 
200 PR I NT:PR I NTQS ; 
2t15 It-ff'UTC 
207 I FC < 00RC >15 0RC< > I NT( C)THEN200 
210 RETURt-◄ 
300 FiJRL=lTQS , NEXT 
3 1 0 ::; 0 I_! f'◄ D ( 5 ·' 1 (1 0 > 
320 !<'.ETURI-◄ 
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WORM 

You are in charge of a very hungry worm which is 
charging around the screen trying to eat numbers. It is 
strange the things that worms eat in computer games ! ! 

Every number you have the worm eat will gain you 
points but be careful as this worm will turn and, if it eats 
itself, you will have to start over again. 

Howtoplay 

Guide the worm around the screen using the keys Z and 
X and . and ; 

1 (1 F'EM i•l or m 
2(1 i,i=5 
::r n D I MP< 50::, 
4 0  PR INTCHR$(11 ):POKE12369,32:FORL=13312 
T O14311 : POKEL , 116: rf f :=<T 
5 0  FORL=1TOW=P( L)=13268-40*L:POKEP(L),13 
5 : NEXT 
6 (1 

[! $ : I I  j I I 

10[1 f< $= I NKE\'$: I FK$ <  > "z II ANDK$ < > !I �( I I  A�iDK$ { > 
I !  • II At-Wt< $ < >  I I _; I I  THEt H 2(1 
1 1 0  D$=K$ 
12t1 t•i=P< i�::, , I FD$= 11 z I I  THEt-rn=t•i-1 
13(1 I FD$= I I ::< ! I  THEt-W=N+ 1 
14 1:::1 I FD$= 11 . 11 THEt-ni=t-4+40 
150 I FD:t-= 11 

_; 11 THEt·H i=t•i-40 
160 I FN< 12368THENN=N+920 
170 I FN >13287THENN=N-920 
180 I FPEEK(N)=135THEN400 
182 I FPEEK(N)< >32THENGOSU8500:GOTO220 
1 85 T=F (  1 ) 
19t1 FOPL= 1 TOW-1 
200 P(l )=P(L+l ):NEXT 
210 P(W )=N:POKEN,135:POKET,32 
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2 20 I FF= 1 THEN 1 00 
230 i:;= 1 2368+ ItH( F.'. f-W( 1 )t92 (1): I FPEEt<( S > <  >3 
2THH423(1 
240 F= 1 : POKES ·' 4B+ I t-n ( nm< 1 > :t: 9+  1 ) : GOTO 100 
400 REM Eaten  Se l f  
4 1 0  FORL= 1 TOW:POKEP(l)+ 1 024 , 20 : SOUN0( 1 00 
.. Lt1 0 ) :  t·4D{T 
4 1 5  PRINT:PRINT:PRINT : PRINT : PRINT: PRINT: 
PRitH: PF.'. HH " SCORE : II _; SC 
42(1 IF It-WEY${ > 11 " THH4420 
430 IF it- 4KEY$= " " THEH43�3 
440 RU t-4 
500 U=PEEK(N)-4B : F=O = SC=SC+ 10*U:W=W+ 1 
502 I FW=5 1 THENW=50:RETURN 
505 P(W)=N : PIJKEN, 1 35 
5 1 0  FORL=50T0 1 STEP-1 : SOUN0( 1 ,L):NEXT 
5 1 5  I FW >30THENW=30 
520 RETURt-4 
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BREAKOUT 

This is almost like playing a game of squash against a 
multi-coloured wall , except every time you hit one of the 
bricks you knock a piece out of the wall. 

This may seem simple to play, but the ball comes back at 
angles, so you will have -to predict where the ball will 
bounce to after your shot hits the wall . 

I t  is possible as well, to break through the wall and find 
yourself bouncing around at the back before all the front 
wall has been destroyed. 

Howtoplay 

Use key X to move left and Z to move to the right. 

1 1] �'.EM Br e i::� kout
1 5  i:;C=()
20 PRINTCHRS ( 11 ) = POKE12369 , 32
25 FOR L=13392T014311 = POKEL,32:N EXT
�� FORL=1 2328T012367 = POKEL , 132:POKEL+102
4, 64 : t-�D ,:T
40 FORL=1 2368T013248STEP40:POKEL, 1 49:POK
EL + 1 0 2 4 ., 6 4
45 POKEL+39,133:POKEL +1 063,64 : NEXT
50 FOR L=12569T012606STEP2:POKEL , 137=POKE
L +1024,224 : POKEL +121 , 137
55 POKEL+11 45,160:POKEL-1 60 , 137:POKEL + 86
4 ,  48: t·�E :=<T
5 7  FOR L=1 4273T014310:POKEL, 16:NEXT
60 P=13260 = FORL=PTOP+4:POKEL, 163:NEXT
65 [1$= 11 1 1 : BC:=57
70 C= 1 : D=-4(1: O= 13213+2l I tH( nm< 1 >l3 >
100 REM Ma i n  Loop
1 H i  KS= HWE'r' S = I FKS= " " THEtH 15
1 12 DS=f:::S
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1 1 5 I F D $ = 11 z " A t·◄ DP > 1 3 2 4 9 THE t·◄ P = F -1 : POKE P + 5 ·'
32:POKEP , 1"63 
1 2 (i I F D $ = 11 • " A fi D P < 1 3 2 ::: 2 TH Er-f f= F + 1 : PO f< E F - 1 ·' 
32:POKEP+4,163 
20 0 REM Move Bal l  
210 N=O+C+D : S=PEEK( N) 
220 IFN=123290RN=12367THENC=-C:0=- D:GOTO 
2 1 (1 

230 IFS=132THEND=-O:GOT0210 
240 IFS=1490RS=133THENC=-C:GOT0210 
250 IFS=137THEND=-D : POKEN+1024,32:SOUND( 
3,80):SC=SC+10 : 8C=BC-1 
260 IFS=163THEND=-O:SIJUN0( 4,10 0): GIJT0210 
270 IFN >13287THEN500 
30 0 POKE0,32: POKEN,135:Q=N 
310 IFBC< >0THEN100 
32[1 GOT020 
5€1 €1 REM L c,se 
510 FORL=50T03[10STEP5: SOUND ( 1 , L):NEXT 
520 PR HHCHR$( 11 ) : PR ItH: PR ItH: Pf.'. HH: F R  Hi 
T :  PRHH 
5 3 0 p f.'. I �n II \' 0 I_J !:; ,: 0 r e d : II _; !:; C 
540 FORL=1T010 00:NEXT 
550 Pf.'. HH: PR ItH: PRitH: Pf.'. ItH: PRHn: PR Hn " 

P l ,::1 4  A ·�a i n  (\' / f◄ )  " _; 
5 6 0 1<: $ = I N r::: E \' $ : I F K $ < > 11 4 11 AND  K $ < > 11 n II THE t-l 5 6 0 
5 7 0 I F K $ = 11 y " TH HH 0 
5B€1 HW 
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TWENTY ONE 

This is one of the programs mentioned in the foreword, 
where so much of the memory has been used that there 
was no room left for the initial REM but the name of the 
game is "Twenty One". 

You will be welcomed to the Pontoon table, given several 
pieces of gold and invited to take your hand against the 
computer. Cheating will do you no good as the Aquarius 
is a machine of honour and will hold no truck for cheats. 
You will be asked to Twist, Stick or Fold according to your 
courage and the state of your purse. 

At least if you do go bust it's unlikely that Aquarius will 
come looking for the shirt off your back. 

Howtoplay 

Press T for Twist, S to Stick and F for Fold i f  you have bust 
your hand. Aquarius will tell you when i t  draws, if i t  gets 
a pontoon or goes bust. 

1 (1 CLEAR 1 86 
20 RESTORE = D I MS$( 4)=FORL= 1 T04 = REAOS$( L ) = 
�•E:,-, :T 
30 D I MU$(13) = FORL=1T 013=REAOU$( L) = NEXT 
40 G=100 • M$=CHR$( 1 1 )+ 11 We l come to the pon  
toon  table 11 = GOSUB550 
50 M$= 11 You a re  sti::1 r t in9  1JJith "+STR$( G )=G 
D::; UE:55(1 , MS= 11 pieces o f  90 I d . 11 

55 GOSU8500 
65 I F I NKEY$= 11 11 THEN65 
10(1 PR HH CHR$( 11 ) , M$= 11 You  h •:::ive 11 +STR$( G ;. 
+ 1 1  pie ce s o f  9o l d 11

: GOSUB550 = G=G-3 
110 C=0=GOSUB400 = GOSUB400 = I FC=2 1 THENM$= 11 

PONTOON ! 1 ! 11 =GOSUB550 • GOT0200  
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1 20 PRINT"Twist or S tick  or Fo l d" 
1 30 K$= r r4KE\'$ , r FK$= " t II THE!-41 s0
131 IFK$= 11 s "THEN160 
1 32 IFK$< > 11 t " THHU 30 
1 35 M$= 11 OK . . .  11 , GOSU855t1, t1$= 11 You 1 ose �ou  
r stake 11 , GO�;UB55t1 , GOTO 100  
1 5ti M$= " Here it comes . . . . . 11 

: GOSUB550: GOS 
UB400: IFC< 22THEN120 
1 55 M$= "You are bust . . . . .  11 : GOSU8550=PL=0 
=GOT0170 
1 60 PL=C:GOT0170 
170 t1$= " t1 4  turn . . . . . " : GOSU8550 : C=0 = GOSUB 
401:.1 = GOSUB40 0  
1 75 IFC=21THENM$= 11 I have a pontoon" :GOSU 
8550 : GOT0100 
1 80 IFC >15THEN190 
1 82 GOSUB400  = I FC >21 THHH1$= 11 I 1.1.rent  bust 1 1  = 
G=G+6=GOSU8550 : GOT010 0  
1 84 IFC>15THEN190 
1 86 t1$= 11 I think  I '  1 1  dr ,::11.1.1 ,::19,::iin 11 = GOSUB55 
0:GOT0182 
1 90 IFC>=PLTHENMS= " I  won that game . . . 11 :G 
OSU855t1 , GOTO U 30 
2�30 M$= 11 You 1.1. l i  n 1 1  : GOSU855t� , G=G+6 : GOTO 10fi 
400 IFP$= 11 11 THENGOSUB500 
410 C$=LEFT$( P$ , 1)=P$=RIGHT$( P$,LEN( P$)-
1):T=ASC( C$ )-39 : TT=T-1 
420 IFT>13THENT=T-13 :GOT0420 
425 SC=T : IFSC>10THENSC=10 
427 IFSC=1THENSC=11 
4 3 0 C = C +SC : L = 1 + Hn ( T T / 1 3 ) : M $ = 11 The 11 + l,I $ ( T 
) +  11 OF 11 + S $ ( L) = GOSUB550 
440 RETUn4 
50 0  H$= 1' 11 : P$= 11 11 :FORL=40T091 =P$=PS+CHR$C L  
) = t·4D=:T 

510 M$= 11 r4EW PACK 11 = Go susss 0 , HS= 11 11 , FORL= 1 T 
052: S= I tH(  Rrrn( 1 )*LEW PS)+ 1 ) 
520 H$=H$+t1 1 0$( P$ , S ,  1) : PS=LEFTS( P$,S-l )+ 
RIGHTS( P$ , LENC: P$)-S) 
525 NEXT : PS=HS : RETURN 
550 PRINT=PRINTMS = FORL=1T080 0=NEXT=RETUR 
N 
1000  DATACLUBS , DIAMONDS , HEARTS,SPADES , AC 
E,TWO,THREE , FOUR , FIUE , SIX , SEUEN 
1010 DATAEIGHT,NINE , TEN , JACK,QUEEN , KING 
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DOUBLE SURROUND 

Here is a game you can only play with a close friend as 
you will have to sit in each others lap to play. 

Each player will have the target of trying to surround his 
opponent before being surrounded himself. Sounds 
tricky doesn't it? Just wait until you try to play complete 
with some very nasty crashing and crunching noises 
when you finally collide. 

Oh, by the way, if you happen to crash into your own trail 
it will mean goodbye for you so keep on your toes and off 
your opponents trail- and your own. 

Howtoplay 

Player One uses O and A and Zand X 
Player Two uses . and , and ; and/ 

10 REM Double  Sur round 
15 C=3 = D=3 = POKE12290,51 = POKE12325 , 51 
20 PRINTCHR$( 11 ) = POKE12369 , 32 = FORL=13352 
TO14311 =POKEL,160=N�XT 
30 FORL=13312TO13351 = POKEL , 2 = NEXT 
40 A=12818=8=12838 = C$= " x " = O$= " , "  
50 POKE12290 , C +48=POKE12325, O+48 
6(1 POKEB+ 1024 .• 16 
90 >{=A = \'=B 
100 KS= r NKEY$ , r FKS< > " ,::i_" Arm KS<> 11 a II Armi<s<  >
" z" ArmKt< > 11 :< 11 THErH 20 
110 C$=K$ 
120 IFC t= " z " THENX=A-1 
121 IFC$= 11 x 11 THENX=A+l 
122 IFC t= " q_ " THENX=A-40 
123 IFC$= 11a 11 THENX=A+40 
126 IFX<12328THENX=X +960 
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127 IFX>13287THENX=X -960 
12 8 IFPEEK(X)( )32THEN600 
129 POKEA,135=A=X=POKEA ., 150 
130 I Fr< $<> 11 • 11 ArmK:t< > 11 ., 11 At-WK$< > 11 _; 11 At-WK$< > 
11 _...

. 11 THE t·◄ 1 5 0 
1 40 D $=K$ 
150 IFD$=" . "THENY=8 +1 
151 I FD :f.=" ., "THEr◄Y=B-1 
152 I FO$=" _; "THErf 1-'=8+4�) 
153 IF0$="/ 11 THENY=B-40 
156 IFY< 12328THENY�Y+960 
157 IFY >13287THENY=Y- 960 
158 IFPEEK(Y )<>32THEN500 
159 POKEB,135=8=Y = POKEB+1024,16=POKEB,15 

160 SOUND C 1,40 )=GOT090 
500 REM P l a �er  one c r asheci 
510 C=C -l = GOSUB700=IFC=0THEN900 
520 GOT020 
600 REM P l a 4er  two c r asheci 
610 D=D-1=G5SUB700 = IFD=0THEN900 
620 GOT020 
700 REM C r ashe ci no i se 
7 1t1 W = HH ( RN D ( 1 ::, :t: 1 5 + 1 ;. = POKE 1 3 3 1 2 .• W = POKE 1 
3351 .1 w 
715 FOR��= 1 T05 
720 FORL=1T0500STEP30=SOUND(4 ., L )=NEXT 
725 NE:>;T 
73(1 RETURN 
900 �EM En ci o f  qame 
910 PRINTCHR$( 1 i  ) = POKE13312 , 10=POKE13351 
., 10 
920 POKE12369,32=PRINT=PRINT = PRINT = PRINT 
=PRINT=PRINT = PRINT = PRINT = PRINT 
930 PR i tH "  PLAYER 11 _; : IFC=0THEl-◄PRII-◄ 
T II Ot·◄E 11 _; : GOT0950 
940 PRHH " TWO 11 ; 

950 PRINT " WINS " 
960 PRINT = PRINT=PRINT = PRINT" 

<SPACE>" 
970 IF HH(EY:f< > 11 "THH◄97�) 
98(1 RUI-◄ 
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SCREEN ROUTINES 

The following two programs are for your use, if you have 
found out that there are areas of your computer which 
are "protected" and generally unavailable to you. 

The title program, although looking very short, is a very 
helpful routine, as you can print up to 39 characters on 
the area above the normal screen. An example of this can 
be seen in the " Heart Catcher" program in this book. 

The other program, Screen Print, will allow you to 'dump' 
the picture you have on your television screen listing 
onto the Aquarius printer. This, again, is a very useful 
routine, as normally the Aquarius does not allow 'text' to 
be dumped onto it's printer. All of the programs in this 
book were produced using this routine. 

10 REM Tit le 
20 INPUT"T I TLE " ; T$ 
30 I FLENC TS )=00RLENC T$ )>39THEN20 
40 S= INT( ( 40-LEN( T$ ) ) / 2 ) 
50 FORL=1TOLEN(T$ ) 
60 POKE12287+L+S , ASC( M I DS( T$ , L,1 ) )
70 �iE>n 
80 END 

10 REM S creen  Pr i n t Ro u tine 
�0 F ORL=12328T01324 8STEP40 
30 F0f.'. t-1=0T039 
40 L PR I NTCHRS( PEEK ( L+M)) ; 
50 t·!D;T 
6f1 LPRINT 
70 r·lE ::<T 
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QUIZ MASTER 

You can set the questions and your Aquarius will ask 
your friends for their answers. What could be simpler 
than that. This is a good teaching aid, if you enter the 
correct information. 

The Aquarius will ask a multiple answer question and the 
players will be asked to choose. Each correct answer will 
result in a 1 0  point bonus and each wrong answer a small 
penalty. 

How to play 

Press the key marked A,B,C,D for your answer. 

Programming Hints 

If you want to change the data you will need to know the 
lines to alter and these are as follows: 

Line 1 0 1 0  indicates DATA which is the correct answer to 
each question. Remember to change this DATA or you 
will look rather sil ly. 

1 0  R E M  Q u i z  M a s t e r  
2 0  P R I N T C H R $ ( l l ) = P R I N T = P R I N T 11 A Q U A R I U S Q U  
I z M A S T E R  11 , P R  rt-n 
3 (1 ::; C = (i 

3 5  [1 I t-1 A $ (  4 > 
4 (1  P R  I t-� T 11 'r' o u  s c o r e 1 13 p o i n t s  f o r e ,] c h " = P 
F.: I t-n 11 ,: o r  r e c t  c m s 1.1.1 e r " = P R I N T "  ,::m d 1.1.1 i 1 1  1 o s e  

1] u 

5 (1 p R I t-n II s m GI l 1 p e n  i:t l t � I.I.I h e n  � 0 IJ !I : p R I t-n II  ':I
i ve et 1.1.1 r o n 9  a n s 1.1.1 e r  11 



55 IF I t·WE'r'$= 11 11 THEt-◄55
60 RE::;TORE 
70 READN : REM No . of questions 

59 

80 READC$:REM str i n9 of cor r ect solution 
s 

'.::' i::.1 FORQ=l TOt·◄ 
1 00 REAO Q$:FORL=1T04:READA$( L )=NEXT 
1 10 PR I NTCHR$( 11 ):PR INT=PR INTQS =PRINT:PR 
IrH = PR HH
1 2(1 FOF.'.L=1 T04: Pf<'.I t-H: Pf.'.ItHCHR$( L+64 ) _; 11 >
" _; A$( L >  
1 30 NEX T =PR INT=PR INT : PR INT=PR INT
1 40 Pf.'. I tH 11 ? 11 _; 

1 50 f<$= I t-4KE\'$: I FKS <  > 11 Cl II At·4DKS < > 11 b II A!-40K$< >
" ,: " At·lDf:::$< > 11 d II THEM 150
1 60 IFf:::$=M ID$( C$ _, I) _, 1 >THEt-4GOSUB4�30 = GOT018 

1 7 (1 GO::;UB500 
1 80 FORL=1T01000=NEXT = NEXT 
2 0 0 PR HH C H iU ( 11 ::, : PR I tn : P f.'. I t-n : PR It-H II Y ,:, w· 

Tot,]l :3cor e is  = " _; ::;C 
210 PR INT:PR INT = PR INT " Out o f  max i mum pos
s i b le 1 1 , PR I t-n II scor e of 11 _; t-H 10
220 IF INKEY S< > 11 11 THEN220
230 IF I !'4KEY$= 11 11 THEt -4 230
240 RUM 
400 REM Cor r ect answer 
4 1 (1 S C = ::; C + 1 (1 : P R I t-4 T = P F.'. I t-4 T = P R I t-4 T II C o r r e c t 11 
420 RETURN 
500 REM Incor r ect an swer 
51(1 SC='3C-3: PR I t- n: PR ItH: PR an 11 �f r on9 . . . .  !-1
e•,/er m i nd 11 

52(1 RETURN 
1000 DATA5 
1010 DATAcae:1dd  
1020 DATAHow man4 letter s ar e ther e in t 
he alp habet 
1025 DATA24 , 25 , 26,29 
1030 DATAWhat is the AQUAR IUS 
1035 DATAa computer , a  star si9n , a  type o 
f bucket,a seven letter wor d  
1040 DATAHow man4 television channels ar 
e ther e in ENGLA�D 
1045 DATA4 , 3 , 2 , none 
1050 DATAHow man � colour s does the AQUAR 
I US hc1ve 
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1 05 5  D A T A 1 2 , 8 , 4 , 1 6  
1 0 6 0  D A T A Wh a t  i s  c h o u x  
1 0 6 5  D A T A A  t yp e  o f  s h o t  p u tt i n 9 , a sm a l l 
riwn , c1 f r· i -1 h t e n i n q q u n shot  
1 0 6 7  D A T A �  t yp e  b f - p a s t r y 
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WORD TEST 

This is a combination of a reaction, spelling and typing 
skills test. 

Your computer will put a word on the screen and you will 
be asked to type in the exact copy of the word before it 
reaches the bottom of the screen and disintegrates. 

Howtoplay 

Type in the word as quickly as possible - correctly. 

Programming Hints 

All of the words in l ines 1 000 and 1 01 0  can be changed, 
and fu rther l ines may be added if the word power of your 
fami ly is greater or lesser than the simple examples 
given here. 

This is a very good teaching aid for ch i ldren to help them 
become better at spel l ing and make them more 
accustomed to using a computer keyboard. 

H1 FEM �ford Tes t  
15 SC=0=T=0 
20 RESTORE=FORL=1TOINT(RND(1)*10+1) = READ 
�a= �iD�T 
1 00 PRINTCHRS( 11 )=POKE12369,32=FORL=1331 
2TO13351 = POKEL,4=NEXT 
120 Q=12423=S$= " "  
130 W=LEN( W$) 
140 F=0 
200 FORL=1TO50=NEXT 
205 FORL=1TOW=POKEQ-40+L,32 
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210 GOSU8500 = NEXT 
220 F O R L = l T O W · P O �EO + L . ASCl MIO $ C W$  
230 GOSUB500=NEXT 
235 I F F =  1 THE!-i400 
240 Q = Q+40 = IF Q ( 13248THEN20 0  

' � '• ·. 
L .: l _.! .-! 

250 Q = Q -40 = F ORL =1TO W=P OKEQ +L,209=SOUND( 1 
, I t-i T ( R r·i D ( 1 ) l 3 0 > ) = r•i E :=< T 
26 0 F O RL=1TO W = P OKEQ + L,20 8 = SOUND( 1 ,  I N T ( RN  
D( 1 )l30 > )  = t-iE>'.T 
270 F O RL=1TO W=P OKEQ+ L , 32=SOUN0( 1, INT( R N D  
( 1 ) l60 +2(i) >: riE>;T 
28 0 T=T+l = IFT(5THEN20 

= 11 _; :::c _; 11 F R OM " _; T _; " TUl<: t-1 ::; 11 

3f1t1 IF It-1KEYS< > "  " THHE0(1  
3 1 0 I F I NKE\' $ = " " THEN30 0  
32ti RUN 
400 SC=SC+l0 = PRINT = P RINT = P RINT = P RINT=P R I  
HT " COF'. tt'.ECT " : F O RL= 1 T020 0 ::;TEP6 
410 SOUND( 1 , L ) = NEXT=GOT0280 
5(1 0 KS= It-WE\' $= I FKS= " " THEM RETURr-4 
510 S$ =S$+K$=IFS$= W$THENF=1 =POKE1 2372+LE 
H( ::: $ >, A :3C( RIGHT$( ':;$ _, 1 ) ) = RETURN 
520 IFS$ =LEFT$ ( W $ , LEN( S$ ))THENPOKE1 237 2+  
LEN( S$),ASC( RIGHT$ ( S$ , l ))=RETURN 
530 _ F O RLL=12372T012407=POKELL,32=NEXT = S$ 
= II II : RETURN 
1000  DATAs k � , he l l o , b i r d , c o m p u ter , J e l l �
1010 DATAw o r d , qu i ck , r and om , b o o k , co l o u r  
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CAROL 

Well, Christmas is always coming and you can program 
your computer to play your favourite carols for the 
family. 

The carol we have put in here for your listening pleasure 
is "Once is Royal David's City" , but you can list your own 
choice. 

Howtoplay 

Just type in the listing press RUN and sit back. 

Programming hints 

You can change the speed of the output by altering line 
25. Change the data from line 200 onwards to change the
tune. Ensure, if you change the tune, that you change line
150 which contains the total of the notes to be played.

1 t1 P E M  c m- ci l  
2 t1 P R  I t H C HR$(  1 1  ) 
2 5  I t-ff• U T " S p e e d  ( 1 1 s t ci s t ) 1 1  _; ::; 

J t1 P P  un , P R  an , P F: I t-n , P P  un , P P  an II o t-i c E  ai 
P O Y A L  D A U I D ' S  C I T Y "  

3 5  D I  t1 \� ( 4 > :  W 1 ) = 3 0 : \•H 2 ) = 6 0 : i� ( 3 ) = 9 ti : W 4 > =  
1 2 (1 
4 0  F'. E S T O R E  
5 0  P E A D t·◄ 
6 0  F O �'. L =  1 T O t·◄ 
7 0  R E A D P  .• D 
8 0  S O U N D ( W ( D > * S , P )  
'.:l l.:.1 t·I E ::<T 
i t1 0 R U t-l 
1 5 0 D A T A 5 4  
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2 0 ti D A T  A 1 8 9 _, 2 ., 1 5 0 ., 2 ., 1 4 0 , 3 ., 1 4 0 ., 1 , 1 4 0 ., 1 ., 1 5 
(1 , 1 , 1 4 0 ·' 1 , 1 2 6 ·' 1 ·' 1 2 6 , 2 ·' 1 4 0 ·' 2 ·' 1 4 0 ·' 2 
2 1 (11. D A T A 1 1 0 , 2 , 9 2 , 3 ., 1 l t1 , 1 ., 1 1 f1 , 1 ., 1 2 6 , 1 , 1 4 0 
, 1 , 1 s e _, 1 , 1 4 0 , 4 
2 2 0 D A T  A U:: 9 , 2 , 1 5 0 , 2 ., 1 4 0 , 3 , 1 4 0 ., 1 ., 1 4 0 , 1 , 1 5 
0 ·' 1 ·' 1 4 0 , 1 , 1 2 6 , 1 ·' 1 2 6 , 2 , 1 4 0 ·' 2 ·' 1 4 t1 ·' 2 
2 3 0 D A T  A 1 1 0 , 2 , 9 2 , 3 ., 1 1 0 ., 1 ., 1 H )  , 1 ., 1 2 6 ., 1 , 1 4 0 
, 1 ,  1 5 0 , 1 ·' 1 4 0 ·' 4 
2 4 0  D A T A 8 3 , 2 , 8 3 , 2 , 9 2 , 3 , 1 4 0 , 1 , 1 0 4 , 2 , 1 0 4 , 2
,I 1 1 0 _I 4 ,I ::: 3 ,\ 2 ,: 8 3 ,1 2 ,1 9 2 .: 3 ,I 1 1 [1 ,: 1 
2 5 [1 D A T A 1 1 0 ., 1 , 1 2 6 ., 1 , 1 4 (1 ., 1 , 1 5 (1 , 1 ., 1 4 0 , 4 
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ENCODER / DECODER

So you wa nt to be a spymaster and jo in  Smi ley's people? 
Or maybe you a re just fed up  with everyone in the fam i ly 
read ing  you r  d iary when you could be h id ing  it i n  code. 

Th is  prog ram wil l  a l low you to insert you r  own code 
word a nd have it processed by the computer which w i l l  
then code a l l  you r  i nformation .  

O n ly you wi l l  know the code word ! !  

Howtoplay 

Type i n  you r code word us ing the a l pha keys. 

Remember, the longer the word the more compl icated 
the code wi l l  be. 

1 1  C L E A F.' 2 0 (1  
2 f:1 F' F.'. I rH C H p $ < 1 1 • F' R I rH • F p I rn . F' R I rH • F p I rH 
" 1 :, E �◄ C O D E  " • F' Fd rH • F' F.'. I rH " 2 ::, D E C  O D E  " • F P I 

3 f1 f: $ = r r1 K E \' :t • I F f< :t < " 1 1 1  o V i.:: :t > 1 1  2 " T H E  iT 3 o 
3 5  P R  I t·� T 
4 0  I F K $ =  1 1  2 "  T H Er -1 4 (H3 
5 (1 I t·ff' U T " C O D E �� O F'. D  " _; �H 
6 0  W = L E N ( W $ ) • I F W = 0 T H E N 5 0  
7 0 r r·l F u T I I  i:; E ri T A  r·i c E T o E r·l c o D E " ; •=; :t 

::: 2 T $ =  1 1  1 1  : F O F:: L =  1 T O :::
::: 4 E: $ = i'1 I D :f. ( ::; $ ., L. ., 1 :, • I F E: $ > C H P :t ( 9 6 ;, A r·W E: $ < C H 
R :f. (  1 2 3 > T H E N T $ = T $ + E: $  
� o  N E X T  S $ = T $ • S = L E N < S :f. ) 
9 0  C = 0 • E $ = 1 1 " 

9 5  F O R L =  1 T O �� 
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1 0 0 C = C + 1 : E = A S C ( M I D $ ( S $ , C ., 1 ) ) + A S C < i'1 I D $ < �� 
$ .  L ,  1 ) ) - 1 2 8 
1 1 0 I F E > 9 0 T H E N E = E - 2 6  
1 2 0  E $ = E $ + C H R $ ( E ) = I F C = S T HE N 2 0 0  
1 3 0 r◄E :,,: T : G O T 0 9 5 
2 0 £1 P f.'. I tH E $  
2 H t  I F HW E Y $ < > 11 " T H  HE 1 0
2 2 0 I F HW E \' $ = 11 11 T H  H E  2 0 
2 3 0  R IJ t-1 
4 0 0  I tf f U T  II C O D E �� O R O  " _; �H 
4 1 0  W = L E N < W $ ) = I F W = 0 T H E N 4 0 0  
4 2 £1  Hl P U T  II S E t-H A r◄ C E  r o  D E C O D E  1 1 _

; ':: $ 
4 3 0  S = L E N ( S $ ) = I F S = 0 T H E N 4 2 0  
4 4 (i  T $ = "  11 : F O R L =  1 T O ':; 
4 5 0  T $ = 1 1 11 : F O RL = 1 T O ::: = T :t- = T $ + C H R $ (  A ':; C (  M I D $ ( 
S $ , L , 1 ) ) - 3 2 ) = N E X T  
4 6 0  S $ = T $ = C = 0 = E $ = " " 
4 6 5  F O R L = l T O W  
4 7 0 C = C + 1 : E = A S C ( M I D $ ( ::; $ ., C . 1 > > - A S C < M I D $ ( l� 
$ , L , 1 ) ) + 9 6  
4 7 5  I F E< 6 5 T H E NE = E + 2 6  
4 R A  E :t = E $ + C H R S < E > = I F C = S T HE N 5 0 0  
4 3 (1 t·1E :=< T = G O T 04 6 5  
5 0 (1 P R  I tH E $  
5 1 0  
5 2 (1 
C' '7 i7,; ·-' ·-' �' 

I F I !'WE '/ $ <  > 11 " T H  H◄ 5 1 0 
I F I t-1 K E \' $ = 11 11 T H E t-1 5 2 0 
R U t·i 
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ACCOUNT BALANCER 

As we said at the beginning of this book, if you want to 
know whether or not you can afford to buy your printer, 
invest in a new cassette game, or just eat next week then 
here is the answer. You know you always forget the 
cheque you signed the other day, don't you? 

This will control your payments in - only you can control 
your payments out. 

The nasty thing about this program is that if you go into 
the red, so does the screen. Don't play about with this 
one if you are ashamed of your cash flow situation. 

Howtoplay 

Your computer will ask you for the opening statements, 
payments in and payments out. 

10 REM Account Ba lancer  
15 REM With O verdraw n War ninq 
20 PR I NTCHRS(11) 
22 PR I NT=PR I NT = PR I NT=PR I NT 
24 I NP UT " P revious Ba lance " ; B 
30 GOSU8100 
40 I NP UT " Pa�ment i n  (0=e xit) " ; P  
5f1 B=B+P 
55 I FP < >0THEl-f3€1 
60 GOSU8100 
70 I ��PUT " Check 0 1.Jt ( i)=e :=< it) " _; C 
80 8=8-C 
85 I FC <  >0THEl-�60 
90 PR HH CHRS( 11 ::i 
92 PR I NT=PR I NT = PR I N T=PR I N T=PR I N T=PR I N T=P 
R I NT 
93 PR I NT" Bi:::1 l •J nce is  n ,:i 1.1.1 = " _; 8 
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94 I FB < 0THENGOSU8200  
95 PR I NT = PR I NT = PR I NT = PR I NT 
96  PR I NT U { SPACE ) "  
97 I F HWE\'$ <: > "  " T HEN97 
99  PR I NTCHRS C 1 1  ) = END 
1 00 PR HHCHR$ (  1 1  ) : P I<'. I rn :  PR I rn :  PR I rn "  BAL.A  
NCE = "  _; 8 
1 05 I FB < 0THENGOSU8200  
1 1 0 P R I NT = PR I NT = PR I N T = RETURN  
200 POKE 1 3 3 1 2 , 1 = POKE 1 335 1 , 1 = RETURN  
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SAFE CRACKER 

Along with some other programs in this book, we have 
used up all the available memory and have not been able 
to afford the use of a REM (Remark) statement but you 
will see we sneaked the title in on line 80. 

Your Aquarius has been pre-programmed with a 
combination number which you must crack in as few 
moves as possible. 

How to play 

The code you have to crack is a 4 digit one, the numbers 
are between 1 and 8 inclusive. 

Key in your estimate of the numbers and the Aquarius 
will respond as follows : 

If your number is correct and in the right place it will 
show up in WHITE. 

If your number is correct but in the wrong place it will 
show up in BLACK. 

If your number is neither correct nor in the correct place 
the screen will show up a 0. 

Alongside your guesses will appear a running total of 
your attempts. We hope that you crack the number 
before you crack the Aquarius. 

5 5 = 0  
1 0  P R I NTCHR$ ( 1 1) = POK E 1 23 69 , 32 
20 D I MA( 4 ) , A l ( 4 ) , G( 4 )  



/ 
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3f1 FORB= l T04  
40  C = I NT ( R N0 ( 1 )* 8 ) + 1  
5 0  F=0 : FORD= 1 T OB 
60 I FA ( O )=CTHENF= l 
70  NEXT : I F F= 1 T HEN40  
75 A (  B ) =:=C , ��E >;T  
8 0  t1 $=  1 1 

**:t: SAFECRACKER  ***"

85 GOSU8 1 000 : PR I NT , P R I NT 
1 1 0 H�PUT  II HHE R  GUESS  1 1  _; A$  
1 1 5 I FA$= 11 qu i t 11 THEN500  
1 2 0 I F LEN ( A$ ) ( ) 4THENSOUN0 ( 5 0 , 200 ) : G O T 0 1 1 
0 
1 •, r 

.::_ ._I 

1 30 
1 40 
1 50 
1 60 
1 65 
1 70 
2 1 0  
230  
2 4 f1 
250  
260  
27(1 
280  
3f1 0  
3 1  i) 
3 1 2  
3 1 5  
320  

FF=�3 
FORE= 1 T04 
F= l.J A L (  t1 I 0$ (  A$ ., E . .  1 ) )

I FF< l ORF >BTHENFF = l  
G (  'E ) =F : ��E :i<T  
I F FF= 1 THENSOUND( 50 , 2 00 ) : G OT 0 1 1 0  
S=S+ l 
B 1 = 0 : W 1 = 0 = FORH= 1 T04 
I F A ( H )= G C H )THENB 1 =B 1 + 1  
NE: >\T  
FORL= 1 T 04 = A l ( L )= A ( l ) : NEXT  
FOR ._!=  1 T04  
I F A 1 ( J )= - 1 THEN3 1 2  
FORK= 1 T04  
I FA  1 ( ._t ) = G ( K H H HHH = �H + 1 : A 1 <  ._I ) = - 1 
NE: >\T  
ND;T : W2=W  1 -8 1  
I F B 1 =4THEN350  
P R  r �n 11 

* 
11 

_; B 1 _; " * 11 _; w2 _; 1 1 
* 

1 1 _; s _; '' GUE  
SSES " 
330  GOT0 1 1 0  
350  P R 1 NTCHR$ ( 1 1  ) : P R I N T : P R I N T : PR I N T = F O R J  
= 1  T04 : P R HHA(  J ) _; = 1-l E: >; T  = PR i tH :  PR Hl T  
- r r  
.� • .  _1 ._1 

360  
370  
375  
380  
390 
400  
500  
T 
5 1 0  

P R  I �n " C o  r r- e c t De duct  i on  11 = P R  I t-i T = PR I i'l T 
P R  I t·l T II That took  11 _; S _; 11 GUESSES  11  

t1$= 11 Pr ess  an y ke y to  RESTART " 
GOSUB 1 000  

- -

I F HlKEY$ <  > 1
1

1 1 THHB 8 13 
I F I NKEY$= 11 11 THEN390 
RU t·l 
PR I N T C HR$ ( 1 1  ) = PR I N T = PR I N T = PR I N T = P R I N  

PR  I �n " The  Code  1JJ a s = 
11 _; 



520 FORB= 1 TO4: PR I NTA ( 8 )  _; 11 
11 _; : t-lE:,(T

530 P R I �n :  P R I �n 
540 GOTO370 
1 000 FORL=1TO39 
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1010 I FL>LENC M$)THENPOKEL+12288 , 32:GOTO1 
030 
1020 POKEL+1228 8,ASC C M I DSC M$ , L , 1)) 
1030 ��E:>{T 
1040 RETUR �l 
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DICE 

They say that life can sometimes depend on the roll of a 
dice. Well this isn't that dramatic, we hope. This game is 
set for two players with the computer in the middle to 
make sure that no-one cheats. 

Howtoplay 

You will be asked to enter your names. 

Each player, in turn, will then be shown five dice which 
will be 'thrown' by the computer. 

The objective can be decided, by the players, in advance 
but normally it is most common to regard 5 x 6 as being 
the winning hand. 

After the initial throw the first player will be asked which, 
or how many, of the dice they wish to throw again. When 
they have indicated by entering the number and pressing 
RETURN, the second player's dice will be displayed. 
When they have made their selection the computer will 
'throw' again and move to the next hand. 

The computer will not throw for the individual player. 
Both moves must be entered before any throw is made. 
We told you that the Aquarius was there to stop cheating 
and advantage being taken by the second pJayer. 

1 0  REM ***  D I C E ***  
1 5  CLEAR200  
2 0  D i t1 O (  5 ., 2 )
25 D I MS(  2 )  
30 S( 1 )=0 = S( 2 )=0 = I NP UT " Name o f  p l o �er  on  
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e 11 .• N$ (  1 ) 
40 INPUT"Name o f  p l a �e r  two  " ; N$(2 ) 
50 IFNS(1 )=N $( 2 )THENPRINT"You ' l l  need  to  

use di f f e r ent  names" = GOT03 0  
100 FORP=1T02 
110 FORL=1T05 = 0(L , P )=INT( R N0(1 )*6 )+1 = NEX  
T 
115 PRINTCHR$ ( 11 ) = P RINT = PRINT = P RINT = PRIN 
T 
120 M$=N$( P ) �" ' s  qo"  = GOSU8100 0  
130 P RINT"D i e  N o . - S CORE"  
135 P RINT=FORL=1T05=PRINTL , D ( L , P )=NEXT 
140 P RINT = PRINT"G i ve d i ce t o  R er o l l = " ; 
150 INPUTR $ = IFLE N(R $ ) )5THEN150 
160 IFR$=""THE N400 
17 0 F=0=FORL=1TOLEN ( R $ ) = Q(L )=UAL(M I 0 $(R$  
, L , 1 ) ) = IFQ( L ) < l ORQ ( L ) >6THENF=1 
l 8 0  NEXT = IFF=1THENSOUND ( 200 , 200 ) = P RINT"B 
AD  DICE" = GOT0140 
190 FORL=1TOLE N(R $ ) 
2(1(1 0( 1J ( L )  ., P )= I NT( R N D( 1 )*6 ) +  1 
2 H1 r�E >n 
4(10 t1$= " En d  o f  "+ri S (  P >+" ·' s 90" = GOS UB 1000  
410 FORL=1T040 0 = NEXT 
42(1 NE :,n 
500 FORP=1T02 = FORL=1T06 = U( L )=0=NEXT 
510 FORL=1T05 = U(D(L , P ) )=U(D( L , P ) ) + l = NE XT 
520 T1= 0 = T2=0 = FORL=1T06  
530 IFU(L )=2THENT1=T1+1 
540 IFU(L )=3THENT2=T2+1 
5 5 �3 I F l.J (  L )  > 1 THHiS( P )=S ( P ) + l_.l ( ·L )
560 r�E :x:T 
570 IFT1=2THENS(P )=S(P ) +2 
580 IFT1=1ANDT2=1THENS ( P )=S(P )+5 
590 NE:>::T 
6 00  P RINTCHR$ ( 11 )  
610 M$="The Sco r es now  stand  at  11 = GOSUBl 
000  
612 FORP=1T02 = PRINT = P RINTN$ ( P ) ; " ' s d i ce 
• ft . . 

' 

614 FORL= l T05 = P R HH D (  L .. P ) ;  11 11 .• : NEXT : P R H�
T = NE>::T 
620 P RINT = PRINT = P RINT = PR I NTN$ ( 1 ) ; "  
S( 1 ) 
630  PRINT = PRINTN$ ( 2 ) ; "  = 11 ; S(2 ) 

II . 
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640  P R I NT = PR I NT = P R I N T = PR I NT = PR I NT = PR I NT 
650 P R I NT " Pr es s  an 4 k e 4 t o  cont i nue " 
660  I F I NKEYS< > " " TH�N66� 
670  I F I NKEYS= " " THEN670  
68 (1 GOTO  1 00 
1 00 0  FORL= 1 2288T 0 1 2327 = POKEL , 32 = NEXT  
1 0 1 0  FORL= 1 TOLEN ( M$ ) = POKE 1 2288+L , ASC ( M I D
$ ( M S .• L .• 1 ) ) = �� E >n 
1 020  RETURN  
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CURRENCY CONVERTER 

I f  you have decided that you are going to France, 
America, Spain, Greece, I taly, Sweden or anywhere else 
this is what you will need before you leave. 

By using this program and inputting the current currency 
rate, you will be able to see how much, or how little, you 
have to spend on wine, women and duty free perfume. 

Howtoplay 

Your Aquarius will ask you for the current rate of 
exchange, which is usually printed in your daily 
newspaper, and then whether you wish to convert to, or 
from. 

You will then be asked the amount you wish to convert 
and, Hey Presto the answer will appear. 

We hope you can afford that extra bottle of beer. 

10 REM Currenc 4  Converter 
20 PR I NTCHR$( 1 i ) 
30 PRINT=PRINT=PRINT=PRINT=PRINT 
40 INPUT" Rate o f  e x chanqe - - --

- --- from Ster 1 ir1 •:::i "_; R
50 PRINTCHR$( 1 1  ) = PR I NT=P�INT=PRINT = PRINT 
60 PR I tH " 1) Fr ,:,m �: ter 1 i n•:1 11

70 PR i tH"2) To S te r· 1 in9 11 

75 PRINT" 3) New Exc han9e Rate" 
80 PRINT=PRINT=PRINT=PRINT=PRINT = PRINT 
90 PRINT "Cho o se Opti on  =" 
100 K$=INKEY$=IFKS< " 1 " 0RKS >" 3" THEN100 
110 IFK$=" 3"THH�20 
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1 20 I F K$= 11 2 11 THEN300 
200  PR I NTC�R$( 1 1 ) : P R I N T : PR I N T : P R I N T = PR I N
T 
2 1 0  I NPUT  II A nw 1.m t ,;:i f ::: t e t· l i n •:1 " _; S 
220  P R  I t-n : P R  I t H : PR  I ,rH II Con './ e r  s i o n q i  •,_u 2 s  
_; ::: t R  
2 3 0  G O T 0 5 0 0  

300  PR I NTCHR$ ( 1 1 ) = P R I NT = P R I N T : PR I N T : P R I N

3 i 0 I t-l PUT  " A rn ,:. 1.m t t i:, ,: h ,::in 9 e t o  S te r  1 i n ':I " .  _; 

3 2 0 PR  I r·l T , PR  I t-◄ T = PR  I t-4 T II C ,:. n v e r  s i on  ':I i •,.t e s "
_; A ... ·· R _; 11 ·; t e r i i n ci 1

1 

3 3 0  G O T05(H3 
5 (1 0 I F  I t-WEY$ < > 11 11 THH◄500  
5 1 0  I F I NKEY$= 11 11 THEN5 1 0  
52 �3 GOT050  
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SNAKER 

You are in charge of a very fast growing snake which is 
charging around your television screen, getting longer 
and longer second by second. 

Your objective is to stay alive as long as you can, before 
your own body becomes too long and you run over 
yourself and self destruct. 

If you run off the edge of the screen, you will just pop up 
on the other side and keep going, so don't try to gain any 
time by taking this way out. 

Howtoplay 

Guide yourself around the screen using the Z, X, . and ; 
keys to move. 

1 (1 (1 R E M  S n ci k e- t· 
1 0 2 H=0  
1 0 5 PR I M T C H R $ (  1 1  > 
1 07 POKE 1 2 3 6 9  ., 3 2  
1 1 0 FORL= 1 33 5 2 T 0 1 4 2 7 2 S T E P 4 0  
1 1 5 C = 1 6 * HH (  R rm (  1 ) * 6 + 1 ;. 
1 2 0 FORt1 = 0 T 0 3 9  
1 23 POKEL+M ., C 
1 2 6 N E >{T : NEXT 
1 30 X=40 = Y= 2 0  
1 35 D $= 11

•
11 

1 4 0 R E M  Mo i n  Loop 
1 5 0 PSET(  ::< ,. 'i ;,  
1 6 0 K$= I N K E Y $  
1 62 I F K $ �" " T HEN 1 70 
1 6 5 I F K $ <  > 11 :< 11 A r� D 1< $ <  > 11 z II A r� D K $ < > 11 . 11 A r� D K $ <. >
11 _; 11 T HH� 1 7 0
1 67 0 $ = K $  
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1 70 
1 75 
1 8f1 
1 90 
20(1 
2 1 0  
220  
230  
24(1 
24 1 
243  
245 
247 
249  
250  
255  
256  
257  
�, c- o 
.::, .J ,_1 

259  
26 i3 
270  
2�: 0  
290  

I FDS= " x " T HENX=X+ 1 
I FD $= " . " T HENY= Y+ 1 
I FDS= 11 z II  THEM:,;: :,; - 1 
I FDS=  11 _; 11 THH�Y=Y- 1
I F >; =- 1 THEM:,;=79  
I F >; =80THHrn=0  
I FY=- 1 THEl-f1'=7 1 
I F Y =72THENY=0  
S = S + l 
SOU !-◄D (  1 ·' 4 0 +  I NT (  nrnc:  1 ) :t  1 0 ) )  
I FP O I NT ( X , Y )=0THEN 1 50 
FORL=300TO500STEP3  
SOU !-◄ D (  1 ,  L )  
t-�E>=: T  
P R I NT "  Y ou  S co r ed 
I FS <  HTHEt-Q60  
H=S = PR I NT = PR I N T = PR I N T

I I , !-. 

·' ·=·

PR  I t-n 11 
\' o u h a .,,. e the  h i '::l h s co  r e · "

FORL=300T O 1 STEP-6 = S OUNO ( 1 , L ) = NEXT  
FORL= 1 T O300STEP4 = SOUND ( 1 , L ) , NE XT  
I F  I t -H( EYS< > 11 11 THEN260  
I F I !-� KEY$= " " THE!-i 2 7 0  
S=0  
G OTO 1 05 
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oxo 

No it's got nothing to do with cooking, it's just our way of 
tell ing you that you are about to play noughts and 
crosses against a computer. 

Howtoplay 

The squares will be shown on the screen and will be 
designated as follows: 

1 2 3 Top line 
4 5 6 Second Line 
7 8 9 Third Line 

You wil l have the choice of first move, but you must 
always play with O as your marker. We hope that this isn't 
significant. The first complete line will end the game. 

A wrong nomination, in a square already occupied, will 
not mean that you lose your turn. 

20  PR HHCHR$ (  1 1 ) :  O I t1 8( 2 ., 2 ) _, R (  2 ) _, C (  2 )

60  FORX=0TO2 = FORY=0TO2 = 8( X , Y)=0 = NE X T = NEX  
T 
70  T=0=GOSUB3000  
100 K$= I NKEY$= I FK$= " " T HEN 1 00 
1 1 0 K=UAL( K$ ) = I FK< 1 O RK >9THENSOUND( 50,200 
) = GOTO 1 00 
12 0 KY= I NT ( ( K-1)/3) = KX=K-3*KY- 1  
130 I FB( KX , KY)< > 0T HE N S OUND C 50,200)=GOTO 1 
00  
140 8( KX , K Y)= 1 =GOSU82000 = GOSU83000= I FCC 0 
)=3ORC C 1)=3ORC ( 2)=3T HEN6000  
150 I FR(0)=3ORR ( 1 )=3ORR( 2)=3ORD 1 =3ORD2=3  
THE t-� 6000  
190 T=T+ 1 = I FT=5THEN5000  
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200 GOSU82000 
2 1 0 X=0=Y=- 1  
220 IFC(X)=-2THEN500 
225 IFC(X)=2TH EN600 
230 X=X+ 1 = IFX< 3THEN220 
240 Y=€1: r�=- 1 
250 IFR(Y)=-2THEN500 
260 IFR( Y)=2TH EN600 
270 Y=Y+ 1 = IF Y < 3THEN250 
280 IFD 1 =-2ORD2=-2TH EN700 
290 IF D 1 =2ORD2=2THEN800 
295 I FB( 1 .• 1 )=0THHrn( 1 .• 1 )=- 1 : GOTO9€1 (1 
3 0 (1 ;; = IrH ( R rrn ( 1 ) * 3 ) : 'y' = Hn ( �: rW ( 1 ) * 3 ) : I F 8 ( 
X, Y )=0T HEN8(X , Y)=- 1 =GOTO900 
3 1  ( 1  GOTO300  
500  F=-1  
505 IFX=- 1 THEN550 
5 1 0  FORY=0TO2 = IF B(X, Y)< >FT HEN8( X,Y )=- 1 
520 rff :,; T : GOTO900 
550 FORX=0TO2 : IFB(X, Y > < > F T HEN8(X,Y)=- 1 
560 NE :,; T : GOTO900 
600 F= 1 :GOTO505 
700 IFD2=-2THEN750 
7 1 0 FORL=0 TO2 = IF B(L,L > < >- 1 T HENB(L , L >=- 1 
72€1 ND::T : GOTO900  
750 FORL=0TO2 : IF B(L , 2-L)< > - 1 THEN8(L , 2-L ) 
=- 1 
760 r�D;T: GOTO900 
800 IFD2=2THEN850 
8 1 0  FORL=0TO2 = IF B(L , L > < > 1 T HEN8(L , L )=- 1 
820 r�D::T = GOTO900 
850 FORL=0TO2 = IF B(L, 2-L)<> 1 THEN8(L , 2 -L )= 
- 1

900  GOSU83000 = GOSU82000 
9 1 0  IF D 1 =-3ORD2=-3ORR(0)=-3ORR( 1 )=-3 ORR( 
2 ::=-3T HEN4000 
920 IFC(0)=-3ORC( 1 )=-3ORC(2)=-3 THEN4000 
930 GOTO 1 00 
2000 REM Compute r Row , Co l umn ancl D ia9ona 
1 tota l s  
2005 FORL=0TO2 = C(l )=0 = R(l)=0 = NEXT 
20 1 0  FORX=0TO2 = FORY=0TO2 
2020 C(X )=C(X ) +B(X, Y) 
203 0  R(Y )=R C Y)+B(X , Y) 



2040  NEXT = NEXT = D 1 =0=02=0 
2050  FOR :.-�=0T02  
2060  0 1 =0 1 +8( X,X )=D2=02+8( X,2-X ) 
2070  ��Dn: RETUR�� 
3000  R EM D i s p l a �  Boa r d  
30 1 0  N= l = FORY=0T02 = FORX=0T02  
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3020  I FB< X , Y )=0T HENPOKE 1 26 28+120*Y+3*X , N
+48
3030  I FBC X , Y )= 1 T HENPOKE 1 2628 + 1 20*Y+3*X , A
SC (  11 0 11 :, 

3040  I FBC X , Y )=- 1 THENPOKE 1 2 6 2 8 + 1 20*Y+3*X,
A S C (

11
X

11 > 
3050  N=N+ l = NEXT = NEXT = RETURN 
4000 PR I NT " I W I N " = GOT06 0 1 0  
5000  PR I NT " A  DRAW " =GOT 0 6 0 1 0
6000  PR I NT " YOU W I N "  
6 0 1 0  I F I NKEY$( ) " " T HEN60 1 0  
6020  I F I NKEY$= " " T HEN6020 
6030 R UN 
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DAY-FINDER 

Have you ever wondered if you r  old dad was 'Fair of 
Face', 'Fu l l  of G race', 'Fu l l  of Woe', had 'Far to Go' or, 
hopefu l ly, was 'Ful l  of Loving and Giving'? 

Now is your  chance to find out. 

If you ask any member of you r fami ly, or you r friends, 
when they were born you wi l l  be able to tel l  them, using 
this program, the actual day of the week when the great 
event happened. 

By the way this is only effective as far back as 1 st 
January, 1 753 which was when the calendar changed to 
it's present form. Of course, you knew that didn't you.  

Oh, by the way, we have taken account of leap years just 
i n  case you thought you could catch us out. 

How to play 

Enter in the year, then the month, then the date. 
Remember to put a O before the month if it's a single 
number. Also do the same with the day of the month. 

1 0  D I MM$( 1 2) , O$( 7) 
30 FORZ= 1TO 1 2=REAOM$( 2 ) = NEXT = FORZ= 1 TO7=R 
EAOO$( 2 )  = NE ><T 
100 PR I NTCH R$( 1 1 )=PR I NT = PR I NT=PR I NT " Th i s

progr am can be use d  to f i nd the " 
110 P R I NT " da �  o f  the week on  wh i ch an � k 
no1JJn 11 

120 PR I NT " date f a l l s . " = P R I NT=P R I NT 
130 PR I NT " The �ea r  i n  quest i on must be " =  
P R I NT" a fte r  1 75 2 " 



1 40 PR I NT = PR I NT = PR I N T = PR I N T = PR I NT 
1 50 PR I NT " Ente r  Year  ( 1 753- ) " ;  
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1 6 0 I NPUTY = I FY < 1 753THENSOUN0( 50 , 2 00 ) = GOT  
0 1 50 
1 7 (, PR i tH " Enter  Month  i n  � ear  ( 1 - 1 2 ) 11 ; 

1 8 0 I NPUTM = I FM > 1 20RM< 1 THENSOUN0( 50 _. 200 ) = 
GOTO  1 7 (1  
1 9 (1 PR i tH " Enter  Oa 4 i n  Month  " ;  
2 00  I NPUTD 1 
2 1 0  I F D 1 < 1 0RD 1 > 3 1 T HENSOUN0 ( 50 _. 200 ) = GOT0 1 
90  
220 GOSUB 3 0 0  
225  I F D l >NTHENPR I NT " No Such  Date  " = SOUND  
< 2 (1 _. 200 ) :  GOT0270  
230  A=A+D 1 = D=A- I NT ( A / 7 )*7 = I FD=0THEND=7 
240  PR I NT = PR I NT = PR I N T = PR I NT = PR I NT 
25(1 PR I NT "  " ; 0 1 .; "  = " ; M$ ( M ) ; " = " _; y  
260  PR I NT = PR I NT " f a l l s  on  a " ; 0$( 0 )  
270  I F I NKEY$( ) " " T HEN2?0  
280  I F I NKEY$= " " T HEN2 80  
290  RIJ�l 
300 A=0 = A=Y+ l +3 1 * ( M- l ) + I NT ( ( Y- l ) / 4 )- I NT(  
3 t I NT( ( Y +99 ) / l 00 )/4 ) 
3 1 0  I F M< =2THEN320  
3 1 5  A= Y+ 1 +3 1 * ( M- 1 )- I NT( ( 4*M+23 )/ 1 0 ) + I NT(  
Y / 4 ) - I NT ( 3* ( I NT ( Y/ 1 0 0 ) + l ) /4 ) 
320  A=A- I NT ( A/7 )*7  
330  I FA=0THENA=7 
340  A=A - 1 = I FM=2THEN380  
350  N=3 1  
3 60  I F M=40RM=60RM=90RM= 1 1 THENN=30 
37(1 GOT0400 
380  N=28 
385  I F Y- I NT( Y/4 )*4=0ANDY- I NT ( Y/ l 00 )* 1 00< 
> 0ORY- I NT ( Y/400 ) *400=0T HEHN=29
400 RETURN
1 000  DATAJANUARY , FEBRUARY , MARCH , APR I L , MA
Y _. JUNE , JUL Y , AUGIJST , SEPTEMBER
1 0 1 0  DATAOCTOBER , NOUEMBE R , DECEMBER
1 020 DATASUNOAY _; MONDAY , TUES-DAY �  WEDNESDAY
_. THURSDAY , FR I DAY , SATURDAY
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ALPHA-SORT 

What a little boon this program is going to be for 
everyone with a collection, whether it be records, 
stamps, recipes, books or even computer programs. 

Th is program will allow you to inp1,.1t fifty items, at 
random, and have them alphabetically sorted and 
represented. 

If you have a printer then you will be able to run off a copy 
of your list and keep it with you r  collections. 

If you wanted to be really clever you could incorporate 
this program with the decoder program, and file all you r  
secret material i n  code. You would have t o  use the Text 
Saver program in  addition to the Encode program. 

Howtoplay 

Simply key i n  your  i nformation at random, and your  
Aquarius will do the rest for you. 

Programming Hint 

If you want to try and obtain  more space try 

1 5 CLEAR 400 

1 0  REM A l p habet i c  S o r t 
20  PR  I �HCHR$ (  1 1  ) 
25  PR I NT = PR I NT = P R I NT = PR I NT = P R I N T 
27  PR I NT " T �pe  DATA  t o  so r t "  
30  PR I NT = PR I NT " P r es s  RETURN  to sta r t s o r  
t "  



40  PRINT • PRINT=PRINT=PRINT 
50  L=0  
60 DIMM$(50 ) 
70 I NPUTM$( L > 
8 0  L=L+l 
9 0  I FL=5 1 ORM$( L- 1 )= 1 1 " THHl 2 0 0  
1 00 GOT070 
200  F=0  
2 1 0  FOR S=0TOL- 1 
2 20  IFMS(S ) < =M$(S + 1 >THEN250  
230  F=l 
235 T$=M$( S )  
24 0 M$(S )=M$(S+ 1 )  
245  M$( �3+ 1 )=T$ 
250 NEXT 
260 IFF= 1 THEN20 0  
2 7 0  PRINTC H R $( 1 1 > 
280  FORS=0TOL 
290 PR  I �HM$( S) 
300 NE>n 
3 1 0  IFINKE'r' $ (  > " " THHB 1 0  
320  IFINKEY$= " "THEN3 2 0  
3 3 0  RU �l 
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MUSIC KEYBOARD 

Now is your chance to become a new Stevie Wonder, 
Mozart or just a poor man's piano plunker. 

We have turned your Aquarius into a miniature piano/ 
organ by converting the keyboard into the black and 
white keys of a conventional piano. 

Howto play 

use the keys W S E D F T G Y H U J K O L P for your 
masterwork. 

The first key will start you off at C. 

1 0  REM  Mus i c  Ke yboar d 
1 1  D I MN ( 1 8 ) = FOR[= 1 TO 1 8 = READN ( l ) = N EXT  
1 2  D I MK$ ( 1 8 ) = FORL= 1 TO 1 8 = READKS ( l ) = NEXT  
2 0  PR I NTCHRS ( l l ) = PR I N T = PR I N T = P R I NT = PR I N T 
" Aquar i us Composer " 
30  PR I NT = PR I NT = PR I NT = PR I NT "  P l a � Now  , tt 

40 ��$=  I ��K EY$  
50 FORL= 1 TO 1 8  
60  I FN$=K$( L )THENSOUND ( 8 0 _, N ( L ) )  
70 NE>n : GOTO40 
1 000  DATA 1 89 _. 1 80 ., 1 7 �3 , 1 60 .. 1 50 .. 1 4 �3 .. 1 3 6 ., 1 2 6 
·' 1 1 8 ,  1 1 0 ,  1 04 ·' 98
1 0 1 0  DATA92 , 87 , 83 ., 77 ., 72 , 69 , 65
1 020  DATA  a .• ,,, .• s .• e ., d .• f , t .• 9 _, � .• h .• u .• .i .• k .• o _. 1 .• p
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NUMBER SHOOT 

You are going to be asked to solve an addition sum and 
then fill in the answer. Sounds boring huh? Well, it's not. 
Not the way we have set it up for you. 

You will have to be smart with your answers and sharp 
with your fingers because when you have worked out the 
answer you will be able to fill in the figure by shooting 
down the 'units' 'tens' and 'hundreds' necessary to 
provide the correct result. You will be given a score after 
ten attempts. 

Howtoplay 

Press "<space>" to fire when the laser base is under the 
correct digit. 

10 REM Numbe r Shoot 
2�3 :3C=0 , T=0 
1 00 PRINTCHRS(11) : POKE12369 , 32 : FORL=1331 
2TO14311 = POKEL , 100 : NEXT 
105 IFINKEYS<>" "THEN105 
1 10 FORL=12348TO13268STEP40 = POKEL,214: NE 

120 FORL=0TQ9 : PQKE12432+L,L+48 : NEXT 
130 A=100+INT(RND(1)t400) = 8=100+INT( RND( 
1 \i400) : C=A+B 
140 A$=RIGHTS(STR$(A ) , 3) : 8S=RIGHTS( STR$( 
8) _. 3 ) : FORL= 1 TO3
150 POKE12812+2*L,ASC(MIDS(A$ , L , 1)) : POKE
1 2 8 9 2 + 2 t L _, AS C ( M I D $ ( B $ _, L. ,  1 ) ) : r� E:>;T
160 POKE12892 , 43 : FORL=12932TO12940 :POKEL
_. 172 = POKEL+120,172 : NEXT
1 ?i) CS=R I GHTS( STRS( C ) _, 3) : PR I MT"  UN IT::; " : P=
·-· 
1 80 GOSU8500 : IFD<>ASC< RIGHTS( C$ , 1 ))THEN G 
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O:::UB6t10: GOT0240 
1 9 0 · PR I tH  II T Hi S " : P = 2 
2 t1 0 G O ':; U 8 5 fH3 , I F D < ::,- A ':; C ( M I D $ ( C $ ., 2 , 1 ) > T H E ri G 
O:::UB6f10: GOT0240 
2 l ti PR ItH " HU!'WRED::: " : P= 1 
220 GOSU8500:IFD< >ASC( LEFT$(C$ , 1 ))THENG O 
SUB600:GOT0240 
230 PR ItH: P�: an: PR ItH " COF<:RECT" : SC=::: C +  10  
240 T=T+ l :FORL=1 T0200f1:NEXT: IFT<>1 0THEN1 
0�} 
250 PRINTCHR$(1 1  ):PRINT:PRINT:PRINT:PRIN 
T " AFTER 1 0 TU Rr4 S '-( 0 U HA l.J E SC ORE D " _; SC 
2 6 0 I F HH < E Y $ < > 11 11 TH Hi 2 6 0 
270 IFINKE\'$= 11 11 THEN270 
2:::(1 R U M  
500 FORL=1 31 1 2T01 3121 :POKEL,32:NEXT 
51(1 H=1 3112:0=1 
520 POKEH,143:W=0 
530 W=iH 1 , IF 1 !'iKEY$< > 11 " THEr-◄ s5ti 
535 IFW< 4f1THEN530 
540 PO KEH .• 32 
545 H=H+D , IFH>1 31210RH<1 31 1 2THE ND= -D : GOT 
0545 
54 7 GOT052t1 
550 FORL=H-40TOH-640STEP-40:POKEL+40 , 32: 
POKEL .• 94 
560 SOUN0(20 , (L-1 2408)/10):NEXT 
5 6 5  P O K E L + 4 0 ., 3 2  
570 D=L-12384 
580 POKE12972+P*2,D:RETURN 
600 PRINT 1

1 INCORRECT 11 :f iJRL=1T02000:NEXT 
610 PRINT:PRINT 11 THE ANSWER WAS '' :PRINT:PR 
1 �n 11 11 _; C$ 
620 RETURN 
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TEXT SAVER 

Your  Aquarius is slightly peculiar in the sense that it will 
not, easily, accept and save text on tape. 

To overcome this problem we have written this 
conversion program, so that text is converted to numeric 
symbols, which are then accepted by the computer. 

Programming hint 

If you have bought a memory expansion unit, you could 
use this with the alpha sort and decoder program to store
and hide your  information.

10 REM Text  Save r 
2€1 CLEA�'.10 €1 
30 D I M C( 100) 
35 �=� = 10[1 
3 7  M = 0  

40 PR I NTCHR$( 1 1) = PR I NT=PR I NT = PR I NT = PR I NT 
50 PR I NT " ! )  Save Te xt to Tape " 
60  PR I NT " 2) Load Te xt f r om Tape " 
7 0  PR I NT " 3) Pr i nt Te xt i n  memor 4 "
80  PR I NT " 4) Accept messa9e f rom - Ke �boar 
d" 
85 PR I NT=PR I NT=PR I NT=PR I NT 
90 KS= I NKEY$= I F K$( " 1 " 0RK$> � 4 " THEN90 
1 00 K=ASC ( K$ )-48 
1 1 0 ON K GOSUB 2 00 , 300 , 40 0 , 500  
12 0 I F I NKEYS< > " "THEN120 
1 30 I F I NKEY$= " " THEN130 
1 4€1 GOT04 0  
2 0 0  I FM=0THENPR I NT " No te xt to save " =RETU 

210 FO!t'.L= 1 TOM 
220  C( L)=ASC ( M l 0$( M$ , L , 1)) 
230 NE :>�T 
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240 FORL=M+1TOS = C(L)=32=NE XT 
245 C( S )=M 
25(1 CSAUE* C 
26(1 RETURN 
30(1 CLOAD* C 
3(15 M=C( S )
31t1 P�'. I tH = P R  an = P R  an" Mes s c1 9e Locr nled" 
32(1 RETUR �� 
400 I FM=0THENP R I NT" No te xt i n  memor �" = RE 
run� 
410 M $= " "

420 FO�'. L= 1 TOM 
430 M$=M$+CHR$ ( C( l ) )  
440 ��E :,n 
450 PR I NTCHR$ ( 11 ) = PR I NT = P R I NT = PR I NT=P R I N  
T 
460 P R  I NTt1$ 
470 RETURN 
500 PR I NTCHR$ ( ll ) = PR I NT " T � pe Mes sage Now 

5 1 €1 PRHn : P RHH- = PRHn : PRHH: P RHn 
520 I NPUTM$ 
530 M=LEN( M$ ) 
54(1 RETURN 



REPORT PHRASE 

GENERATOR 
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I f  this title sounds rather heavy don't  worry, it's not 
meant to scare, or bore, you. 

We have called it a " report phrase" but it could be used 
for anyone who is writing essays, papers or anything 
which needs constant use of the same type of phrase 
over and over. 

Imagine you are writing a report for your boss, or your 
teacher, and you have to use the word 'integrated' 
several times. Well now you can store, in advance, all the 
similar words with the same meaning and call them up at 
a moment's notice. 

Now you are going to ask "What other words are similar 
to integrated?" We didn't say we were the answer to all 
your problems did we? 

Howto use 

You key in the words that matter to you, using l ine 200 
onwards. 

: " RUN " the program 
: Press a key, each time a phrase is required. 

1 0 0 REM  Repor t Gener ator 
1 1 0 PR I NTCHR$( 1 1 ) = PR I NT = PR I NT 
1 2 0 FORL= 1 TO7 = REAOA$ ( L ) , 8$ ( L ) , C$ ( L ) : NEXT  
1 30 I F I NKEYS < > " " THEN 1 30 
1 40 I F I NKEY$= " " THEN 1 40 
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1 5 �3 P R  I NTA$(  I NT( RND< 1 ) *7+  1 ) ) _; 11 1 1  _; 8$(  HH<:
nm< 1 :c :t ?+ 1 ;, ;, _; 11 " ; C $< I NT< R �rn<  1 > *7 + 1  ) > 
1 6 0  P R I NT = GOTO 1 3 0 
200  DATAON-GO I NG , H UM AN I ST I C , EN U I RO NMENT 
2 1 0  DATAMOOULAR , I NT E GRATEO , S I T UAT I ON 
220  DATAD I FFERENT I ATED , M OT I UAT I ONAL , PROC 
E �3 S  

230  DATAM I NOR I TY J C REAT I UE , EXPER fMENT  
240  DATAOPEN-ENOEO , U ERT I CA L , TECH N I QUE 
250 DATA I NO I U I DUAL , E UALUAT I U E , R E SOURCE  
260  DATAHOMOGENEOUS, OijJECT I U E , FAC I L I TY 
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