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INTRODUCTION

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

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

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

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

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

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



HEXAGON PUZZLE

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

The decision is yours.

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

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

Programming hints

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

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

Program

1 GO SUR 800
10 REM
20 REM ?
4G DIM S(8): DIM FP#H(255)
=0 CLS
70 LET TE=0Q: LET CR=0
80 CLS
o0 LET TE=TE-+1
100 IF TE=11 THEN GO TO 670



110 REM

120 REM work out seguence

1530 REM

140 LET S01)=0

150 LET S((Z2)y=INT (RND#*®2+1)

160 LET ioc=INT (RND®4+1)

170 LET W=INT (RMD*I)

170 IF w=2 AND s (2032 THEN GO TO 170

180 FOR I=3 TO 8

1920 IF W=0 THEN LET S({(Ii)=2#85(I~1)-5(I~
2r+Il: LET ME="The interval increases by

H"+0TRe (ICY+" each time"

200 IF W=1 THEN LET S¢I)=5(I-1)+5(1-)
+I10: LET Mé="Each number is the sum of t
b g previous two plus "+5TR$% (IO

210 IF W=2 THEN LET S(I)=52)"{I-1)1 L
EFT M&="Each number is "+5TRE% (85(2))+" to

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

R0 IF W=3 AND IS THEN LET SO3) =D
« LET S8(4)=IC: LET S(E)=INT ((S(2))-+ICY/
o LET S(1:=8(2)*5(I-3): LET M&="Each nu
mher is "+5TRS (S(2) ) +" times the number

opposite 1t."

2RO OIF w=4 AND i8S THEN LET s{Z)=g(Z):

LET s{4)=ic: LET (S =INT ((s{(Z)+ic)/Z)
« LET glit=ic¥s{1i~i): LET m#="The numbe
r5 on the left hand side of the wheel ar
g "+8TR% (ic)+" times the numbers on the

right hand side”

240 NEXT I

250 FOR I=1 TD 133 PRINMT =z MEXT I

260 REM

270 REM display number wheel

280 REM

290 PLOT 135,15%9: DRAW 48,-18: DRAW Q.-
48: DRAW -48,-18: DRAW -48,18: DRAW ©,48

DRAW 48,18: DRAW 0,~-84: DRAW —48,18

I00 DRAW 946,47: DRAW O, —-48: DRAW —924&,47

400 REM print numbers or letters

410 IF S(8) 24 OR s(7)>246 OR s(b6) 26 TH
EN  LET LE=0: PRINT AT 4,18:58{(3)iAT 7,19
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S{4)1AT 10,17:i8(5)3AT 10,1458(&)5AT 7,
507
470 IF S <=24 THEN LET LE=1: FRINT A
T 4,18:CHRS (L4+INT S iAT 7,195 CHRS (
HAFINT S¢4)):iAT 10, 183 CHRE (64+INT H{32)
AT 10, 145 CHRE (64+INT S iAT 7, 125 CHE
% (HA+INT 5(7))

430 REM

440 REM inpuil answers

450 REM

455 INPUT I1%: GO T0 300

459 STOF

440 LET IX=1

480 FRINT AT 4, I1X+123F6(IX) 12 LET IX=IX
Wy

482 LET FPE(IX)=INEEY%$

AR IF INEEY®< ="" THEN GO TO 4833

484 IF INEEY$%="" THEN GO TO 484

485  IMPUT F&(IX)s FRINT AT 4, IX-+1258F®%(
T¥Ys REM FRINT AT 4, TX+120P$(IXran LET
I X=1X+1

484 LLET P& OIX)=INKEY%: IF F$(IX)="" THE
M GD TO 48B4

458 IF PHIX0<HCHRS (13) THEN GO TO 48
0

46879 LET F$(IX)=INKEY%®

490 LET I$="0": FOR I=1 T0 IX-1: LET I%
=14+ (1) NEXT I

o0 REM

=10 REM check answer

e REM

ma0 REM

= IF LE=1 THEM GO TO 3350

=40 IF LE=0 AND VAL (I$)=5(8) THEN INK

21 PAPER &: FRINT CHR$ (8): FPRINT AT 19
LSSt LET CR=CR+1: INK Z: 60O TO 610
550 IF LE=1 AMD (I$=CHR$ (64+85(8))) THE
N OFAFER S INE Oz PRINT CHR$ (8): FRINT
AT 5,195 INK 25"?": LET CR=CR+1: FAFER

GO TO 610

3
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=S&H0 FRINT AT 14,08 "N the answer = Uj
570 IF LE=0 THEN FRINT 53

=E0 I8 LE=1 THERN PRINT CHR$ {(444+5(8))
=00 IF LE=1 THEM  FRINT @ PRINT "Replac
e @ach letter by its posttion numbe
roe.g. 1 for A, 2 for B stc.”

HOO0 FPRINT M#

AHL0 PRINT AT 21,05 "Fress return to cont
inue”

420 INMFUT A%

HE0 GO TO 80

HA40 REM

&S0 REM score sheetl

&HA0 REM

&7 CLS ¢ PRINT

AG0 FRINMT "Number of puzzles completed
IINTE:

HPO FPRINT @ FRINT “"Number correct ="iCR
710 LET IQ=INT {(CR*100/35.3

TR0 PRINMNT ¢ FRINT "Youw I8 level (numet
acyl)="11I0&

7RO PRINT

740 IF CR»=7 THEM FRINT "thisg is class
ed as SUFERIOR (upper 10%¥)": GO TO 7
7

750 IF CRe=& THEMN FRINT "This is class
ed as BOOD (upper 20%)": BOD TO 770

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

770 8TOR

g00 FOR n=0 T0 7

H10 READ ra FOEE USKR "pU+n,.r

820 NEXT n

8730 DATA 0,0,1.2,4, 136,80, 32

840 RETURN

999 FAFER 7: BORDER 7: INK O



ODD ONE OUT

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

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

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

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

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

Remember to press RETURN.

Programming hints

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

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

Program

10 REM odd ocne out

20 REM copyright 7 G.ludinshkil 19835

20 BORDER 7: FAFER 7: INK O

40 LET rainbow=&40

=0 DEF FN w()=INT ((6S553&%FEEK 2T&674+2
SHEHFPEEN 2F67Z+HFEREK 23672) /50)

&0 DEF FN 1 (m,nd={m+n+ARS (m—n) ) /2

70 DEF FN t{()=FN 1 (FN wd{) FN w(})

g0 DIM a3y DIM s(Z): DIM =(Z): DIM d
()

Q0 LET nu=0: LET cr=

100 LET ti=FN t(

110 G0 SuUup 860

120 CLS

130 LET nusnu+l
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140 LET pt=0

130 REM

150 REM dir-aw windows

170 REM

180 LET w=sbdbr LET h=30: FOR yv=140 TO 5g
STEF —~42Z2: FOR ==10 T0O 255 STEF 8%

190 FLOT »,v: DRAW w,0: DRAW ©,.h: DRAW
~, O DRAW O,—h

w00 DRAW 5,5 DRAW w-10,0: DRAW 5,51 D
FawW =-5,3: DRAW Q. h~10: DRAW 5,5: DRAW -5
i DRAKN —wrlo, 0 DEAW 5,50 DRAW 5, -5y
DREAW O,—h+10

210 NEXT x

ety NEXT v

250 REM

240 REM generate rainbows

2Esy REM

wal) LET wh=INT {(RND*Z+1;

270 LET hi=h-10

280 LET atli)=—A8N (hi/{w—10))2 LET aii
=000 {(hi/{(w-25)): LET a(1)=-A8N {(hi/ {w—
4033 )

290 FOR i=1 TO 3 LET s(i)=1-C0S a(i):
LET z(i1)=his NMEXT i

00 KM

S10 REM draw rainbows

S0 HEM

S50 LET »=1S: LET v=14%5

RA0 FOR i=1 TO 9

S50 LET dii)=0

Sh NEXT i

270 LET diuwh) =%

280 60 HUB rainbow

290 REM

400 REM gquestion

4160 RiEM

420 INE Oz FRINT AT 1&,0;:" Which wind
ow 1% different”

430 LET ig="": LET i=0

440 LET i$=INEEY$: IF i%="" AND 150 TH
EN LET i=i+l: GO TO 44
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450 IF i$<Cx"" AND (i4<8TR$ 1 OR 1i$%-8TRS
2y THEN GO TO 440

44650 IF i %="" THEN GO TO 430

470 IF VMab, i$=wh THEN FRINT 2 PRINT "Y
E5, you are right": BEER 2,12 LET cr=cr+
T2 G0 TO 490

480 FPRINT ¢ PRINT "Ho,"iwhi" is differe
bty BEEF O1,5: BEERF (5.4

420 PRINT &« PRINT "Do vou want more (Y/
S

500 INFUT %

310 IF rdd>"n" AnMD rdd =N THEN GO TO
120

520 REM

250 REM score sheet

=40 REM

=50 CLS

HAHO FRINT TAE 10:"0dd one ouat"

=70 FOR i=1 TO 72 FPRINT 2 MNEXT i

580 PRINT @ PRINMT "Tests completed = "3
g Al

S0 LET tm=FM *{()—11

&Sy FRINT FRINT "Tests corregh = "“"ijor
AH10 PRINT FRIMT "Timg takern = "itmi"
e orcs

HEO ITF cr<=0 THEN FRINMT « FRINT "Time
per test = "JIINT {tm/cr)i’ seconds”

HE0 GO TO IO

GBad REM rainbow subroulbine

H50 LET wis=w—10

H&0 LET pt=pt+l

HFO INK O FOR g=5I T0O 18 STEF 2@ FOR k=
2OTO E2 O8TEF 11: PRINT AT g,kipt: LET pt
=nt+1: NEXT k: NEXT g

HBO LET du=u+l

HF0 LET owv=0

700 FOR g=ux+30 TO xx STEF -135

710 LET cv=cv+ls INK cv

720 FOR 4=0 TQ 2

730 LET ra=wi+x—{(g+3)

3 XK
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740 FOEE FE00&,g+j+d (1) FORE 2007, v
HANMDOMIZE USR ZZ2000: DRAW ra¥s(cv) .z icy)
g iV

750 POREE 3E0046, g+i+85+d {2y FPOEE Z2007,
vi RANDOMIZE USR ZE000: DRAW ra¥xs (cv) =
cvlyalicy)

760 FORE 32006, g+i+1 70+ (3 s FOKE I2007
Wi RAMDOMIZE USSR F2000: DRAW raxs{cov),:s
fov) yalow)

770 FPORE 3200&6,g+i+di4): FOEE Z2007,v—4
L1 HANDOMIZE WUSR Z2000: DRAW ra*afcv)ﬂh(
vl ,alov)

780 FOKE 32006,g+31+85+d (5): FOKE 22007,
v—~42: RANDOMIZE USR I2000: DRAKW ra%s (cv)
sElCY) galov)

790 FORE ZZ2006,0+i+170+d (&) 2 FOKE ZI2007
Y42 RAENDOMIZE USSR ZEZOO0r DRAW ra*s (ov
Yazlev) alow)

GO0 POKE 32006, g+i+d (7)) FOEE I2007,yv-8
4 RANDOMIZE USH 2200083 DRAW raxs{cwv) 2 (
Cv),aicwv)

810 FOKE 320046,g9+3+85+d (8): FOKE Z2007,
v—84r RAMDOMIZE USH J2000: DRAR Fa¥s (cv)
s lev) yalov)

20 FOKE 32006,g+3+170+d (%) FOKE 32007
v=B4: RAMDOMIZE USRKR Z2000: DRAMN ra¥*s{cv
ez loev),afcv)

30 MEXT

840 NEXT g

B350 RETURN

840 RESTORE

870 FOR v=0 TO 11

280 READ by

890 FOEE 3I2000+v, by

00 MEXT v

10 RETURM

20 DATH &2, 2,205, 1,22,1,0,0,205,22%,54
7 i

P50 REM end



SAFECRACKER

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

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

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

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

How to play

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

To end the program, press BREAK.

Programming hints

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

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

Program

10 REM sate cracker

20 REM 7 G. LUDINSEI 19824

23 DEF FN c$(as$,n)=as( TO n}

S0 DEF FN ef(as,mi=as{m TO )

40 LET BlL=0: LET RD=1z LET YE=2: LET W
Sn LET B=4

45 DIM 1$6(2)

G LET SC=0

70 FPAFER BL+B:s INKE WH
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30 CL.S

o0 FRINT AT 0,13 "Score”: FRINT " "i5C
100 REM

110 REM draw safe closed

120 REM

130 INK 2@ EAFER & FPRINT AT 8,203"%":
FLOT 79, 15%: DRAW 109,0: DRAW 0,-%9&4: DRA
W -109,0: DRAW 0,96: FLOT 88,151: DRAW %
3,0 DRAW O,~80: DRAW -93%,0: DRAW 0,80
170 GO SUkR 500

180 INK 1: PRINT AT 14,13"IF you multip
1y the first digit by "3INT Als;" and the
second digit by "i1ABS INT (Bil)i" and "3
G441 the result is Y3 INT C180.°

190 FRINT AT 18,1i"The 1st digit "iVs#
200 FRINT AT 18,203 "the 2nd digit is "3
INT C2: INFUT "what is the codeY"il®

wR0 PAUSE 14

2EOOIE I$¢1)=FN c&{A%,1) AND I®<x"E" TH
EN G0 TO 280

240 IF Is="E" THEM GO TO 700

w&HO PRIMNT 1%

280 IF 1${()=FN e$ (A%, THEN GO TO 20
i

220 FPAUSE 0@ GO T 280

Z00 FRINT i$(1)3i$% ()

210 LET Zé=1I%(1)+i%(2)

320 IF Z4$=A% THEN LET SC=5C+1: GO SUR
&E0r GO TO &0

330 PRINT " No the code is ":iABS (VAL A
%)

233 PAUSE 200

40 GO TO &0

S50 REM

360 REM SWITCH OM LIGHT AND SOUND SIREN
&

70 REM

I80 PRINT "no the code is "iA$: FOR I=l
T &: BEEF 1,10:; BEEF 1,12 BEERP 1,102
BEEF 1,12: LET R&=INEKEY&: GO TO &0
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3290 REM

Sl0 REM question

w10 LET AL=INT (RMD*2)+2: LET Bil=INT (R
MDY +2: LET XX=INT (RMND*10): LET YY=IMNT
{FND* 1)

S LET Wil=-1: IF RND:>).5 THEN 60 TO 5

D23 LET Wil=1
e LET W2=-=1: IF RND>0O.5 THEN GO TO 5

D27 LET W2=i

250 LET EBi=RBi=xli

940 LET Cl=(Al¥XX)+(R1*YY?

whatd LET L2=XX+ (W2%*YY)

560 LET S$%="add them then": IF Wi=—1 TH
EM LET S#=""subtract them"

S70 LET VYé="plus ": IF WZ=-1 THEN LET
Ya="minuws "

G980 LET AS=5TR% (ARS (XX))+8TR$ (4RSS (Y
Y

970 RETURN

&0 REM

510 KEM draw safte open

&H20 REM

630 INH 2¢ FAFER &: PLOT 7%9,15%9: DRAW 1
09,0: DRAW O, -96: DRAW —-109,0: DRAW O, 7:
FLOT 79, 15%: DRA&W ¢,-2: PLOT 88, 1%5%1: IN
b Z2: DRAW ®¥3,0: DRAW O,~BO: DRAW —-23, 0
INE. 7: DRA&W 0,80

&40 FPRINT AT 8,208 ": INE 2: PLOT 88,1
Sl: DRAW —-80,—-14&: DRAW 0,-80: DRAW 80, 16
&8 FRUSE 200

&9 RETURN

700 STOR



FRACTIONS AND
PERCENTAGES

G  Highgat Score ¥  Score Y
Quiz game 3 - Fraotions and pergentagses

Hello,what iz your name TEVE

Here are some problems EVE

377 sxpressed a5 & peroentage = 08.32

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

How to play

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

Programming hints

The conversion from fraction to percentage routine
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expects the percentage value to be entered to two places
of decimals i.e. it expects the player to key in 66.66 not
66.7. The trick to write a number to a certain number of
decimal places is to multiply it by 1@ to the power of the
humber of decimal places you require, then find the
integral part, then divide by the same number. In the
program the fraction F/G is multiplied by a further 100
before conversion as the number is a percentage.

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

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

Program

10 REM quiz

20 REM 7

IO FAPER S: INE Op BORDER 1: CLS

2 DEF FN r${l$s,m)=1¢( TO n): REM left
&

5 DEF FN t# (14, m)=1l%{m TO )z REM righ
t &

40 DIM FH(253)

o LET S%="

HO LET H&=" Higest score "@ LET K$=
& SCORE"

70 FPRINT H$: FPRINT ¢ FRINT "Guiz game
S — Fractions and Fercentages"

80 FRINT ¢ FRINT

0 INFUT "Hello, what is yvour name "iN
%3 FPRINT : FRINT "Here are scome problems

"rr IF N®<E'NDO SOUND" THEN FRINMT N$
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100 LET W=1: LET C=0: LET T=1l: LET Is="
"y LET F=0: LET MAX=0

Lod LET Fafe]

104 G0 SUR 248

196 FPRINT

110 FRIMT : PRINT %5 "="31: GO SUR S5&0:
FRINT @ IF w=—1 THEM IMFUT I$:"/"3VE: &
O TOQ 130

115 IF w=1 THEN INFUT i%: GO TO 140
L0 IF LEN BTR$ (jl=1 THEN LET u=i: LE
T s=3

151 IF LEN BETR%$ (j)=2 THEN LET u=Z: LE
T =

133 IF W=-—1 AND if%=FN r#{l1$,u) AND vé=F
M tHdls,sy THENM GO TO 160

140 IF W=1 AND i%$=1% THEN 50 TO 140
150 60O TO 180

160 FRIMT @ FRINT "Yes, congratulations
"r LET C=C4+1: FPRINT @ FRINT : IF M&="NO
SOUNDY THEN GO TO 210

170 BEERF 2, 13: BEEF .1,1&: BEEF 1,20:
BEEF 2,10t BEEF ,1,1%: BEEPFP .4,20: BO T
[ Z20

180 IF T=1 THEN FRINT "Ng, "iH$:$" try
again"s LET T=Z: GO TO 1710

120 PRINT "Sorry, the answer is = "z FR
INT L% PRINT ME: FAUSE 1000

200 PRINT C#

e IF p=10 THEN 6O TGO 610

221 LET I%=INMEEY®H: PRINT : FRINT "Do vo
Lk want more? (Y/N)": GO SUR S&60: FEINT
250 IF I$<>"YY AND I$<="NY AND IH<>"" A
MDD I$<>"y" AMD I$<>"n" THEN GO TO 220
240 IF Ids="Y" OR I$s="y" OR I$%="" THENM
LET T=ilz LLE ¢ BO TO 02

244 G0 TO 9999

248 REM RUESTION

250 LET L&=""z: LET ME="": LET C&=""

260 LET Ws=—W: LET F=INT (RMND*%)4+1

270 LET G=INT (RND¥2)<+1: LET JI1=INT (RN
D#E19)+1
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2B IF F=0 OR FAG=INT (F/H) OR G/ F=INT
(A7) THEN GO TO 260

290 IF F4G THEN LET E=INT (F/GB#100Y: L
ET J=J1 %5

S0 IF GL<F THEN LET E=INT (G/F%100) ¢ L.
ET M=Gy LET G=F: LET F=H: LET J=J1%*2

210 LET E$4=8TR$ (E): LET F$=5TR% (F): L
ET G8=58TR$ (G)s LET J$=%TR% (J)

S20 IF W=1 THEN GO TO 410

ety LET B%=J4%+"% converted into a $frach
1 on "

240 LET He="F4 is F/A100, If top and

Lottom of the fraction are gexactly
diviasible by the numbers, then di
vide by these numbers. "

o0 LET HU=100y FOR I=1 TO 8

ah0 IF J/70=INT (J/5) AND HU/5=INT (HU/Y
Y THeEN  LET JI=J/3: LET MU=MU/5

A0 IF J/72=1INT (J/72) AND HUZZ=INT (HU/Z
) THEM LET J=Jd/2: LET HuU=HU/Z

w830 NMEXT I: LET A%=5TR% (J)+"/"+45TR$ (M
L)

S0 LET L$=A%

400 LET ME="ag "+J&+"/100 = "+0%

410 IF W=-1 THEN GO TO 460

420 LET Qéb=F4+"/"+4G&+" expressed as a p
ercentage"

A0 LET HE="F/Q IS (FARQYx10O0OLY

440 LET A%=5TR% (INT (F#1O000/06)/100):
LET Le=a%+"%L"

4530 LET M3F="as ("+F&+"/"+0%5+" )2 1O0="+L%
4460 RETURN

560 FAUSE ©

370 LET I=l: LET VF=0p LET HF=10

G722 LET Fe(I)=INKEY$: IF Fs(I)="" THEN
FARFER 23 INE 2z PRINT §$1,087 "sH$SIMAXS
K4iC: PAPER 2: INK 4

a20 LET Is=""3: FOR x=1 70 I-1: LET I%$=I]
f+FE (1) s NEXT x

H00 RETURN

610 REM  score
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AHZ0 CLS

¢ FRINT FRINT "Number of problems o
ompleted ="iF

40 FRIMT 2 FRINT "Number correct =";[
H70 TF SEMAX THEN LET MAX=C

G800 LET F=0: LET =0

A0 G0 TO Z20

700 REM

2 ‘xx 313



SAINTS TO SINNERS

SATHATS TO SINNERS

WHAT 15 THIS TUNE CALLED 7

Here is a musical test for the members ofyourfamlly who
have a keen ear for a tune.

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

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

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



27

How to play

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

Programming hints

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

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

Middle C 053
D 061
E 069
F0O73
G 081
A 089
B 097
C 101

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

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

Program

10 REM gaints to sinners
20 REM 7
25 DIM as (&0)
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S0 DEF FN t%{as,n.,M =a%{n TO M

HO FAPER 23 INE O RORDER 1: OLLS

80 PRINT INK 75 BRIGHT L1iaT 1,59:5" 841
MNTS TO SINMERS!

0 GO BUR SO0

100 LET W=INT (RND*4)+1

110 G0 SUB 190

112 REM  LET a$="": FOR i=1 TO LEN {m%$)
BTEF Z: LET Af=a$+CHRE (VAL FN % (m#$, i,
i+1)): NEXT i

114 REM INFUT AND CHECH ANSWER

115 FRINT AT 4,03 "What is the tune call
=T Mo

120 INFUT is

120 IF i4<xM$ THEN GO TO 136

135 FRINT AT 6,01"Yes, vou are right":
GO TO 140

126 PRINT = FRINT "No, it is called “"iM
b

140 INFUT "Do vou want more? (Y/NM)"ied
150 IF edd>"v" AND s4$<:"Y" AOND e$<>'"n
AMND es< >"N" THEN GO TO 140

155 IF e%="yv" OR e$="¥" THEN GO TO 10
160 GO TO 700

190 REM play tune

200 IF w1l THEM GO TO 240

210 LET m$="FRERE GLISTAV"

220 RBEEF 1,0: BEEF 1,3d: BEEF .35, 3z
5,32 BEEF 1,0

230 BEEF 1,0: BEEF 1,2: REEF .3,73: BEEPF

» Sl BEEF d,0

235 BEEF 1, 3: BEEF 1,9: BEEF 2,7

240 EBEEF 1,7%: BEEF 1,5: BEEFR 2,7

245 BEEF .?qq7= BEEF .25,8: BEEF .5.7:
BEEF .5,5: BEEP .5,73: EEEP Syt BERF 1,
()

250 BEEP «79.:7: BEEFR .25.8: BEEF .5,7:
BEEF .5,5: BEEF .5,3: BEEF .5,7: BEEF 1,

i

Siiog

BEEF 1,0: BEEF 1,-5

5 : BEEF 2,0
7 BEEF 1,0: BEEF 1,~5: R

IEER 2,0
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2o RETLURN

2H0 REM

mha IF wa 2 THENM GO TO 250

270 LET m$="THE FIRST NOEL"

280 BEEF .5.,4: BEEPF ,5,3: BEEP .7.0: BE
EF «Zy4: BEEF .3,5: BEEF .5,7: BEEF .7,9

BEEF .&4,11: BEEF .5,158: BEEF 5,112 BE
EF »5%%i BEEF 5, 7: HEEF o5 %1 BEEPF «5;l
L= HBEEPR .&5;1ds BEER J5,7¢ BEERP 3.5 BREE
WS, 4 BEER JZ2,4: BEEF . 4,%: BEEF 5,0
223 BEEF  O: 2% BEEF : Spd4r BEEF «ByB» HE
ER «STs BEEF Sy%f BEEPF 39 11 BEEF 5,
12: REEF .5,%: BEEFP .T,7: DBEEP .5,9: EEE
Foade iy BEEF o8, 122 BeEER &, 11: BEEF 3
oFr BEEP 5:7: BEEP 5.9 FEERP «Gull: EBE
EE wthy 152% BEER .39, 0% BEERF .0; 49

349 RETURN

S50 REM

5354 IF W2 THEN GO TO 410

356 LLET Me="0OMCE IN ROYAL DAVIDS CITY"
60 BEEF .5,5: BEEF .5.9: BEEF 5,108 H
CEF a2y 10 BEEF Gy 103 BEEF 0y 10% BEEF
vy F8% BEEFR T, 103 BEEF G131z BHEEF .G, Ll
¥ BEEF &y 103 BEEF .3,10: BEER .7,14s BE
EF 7.1&: BEEF .32,14:; BEEF .3,12: BEEF .
By ils BEEF .5, 10% BEEP G393 BEEF 8«7
409 RETURN

410 REM

A15 IF wox=d THEN GO TO 450

41& LET ME="E00D KING WENIESLAS LAST LO
(<ED ouTH

420 BEEF .5,%: RBEEF .S.5: BEEF .5,5: EE
EF .5,7: BEEF .5,5: BEEP .7,5: REEF .5,0
: BEEFP .5,2: BEEF .53,0: REEP .5,2: BEEF
&,4: BEEP .7,5: BEEF .35,3: BEEF .35.,5: B
EEF .5,%: BEEPF .59,%: BEEF .5,.5: BEEF .7,
7: BEEF .4,5%: BEEF .4,5%: BEEF .4,0: RBEEF
A, t: BEEP .46,0: HEER 7,2t BEEF .G5,#8
BEEF .9y98 BEER 548

44% RETLURM

450 RKEM
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455 IF wa D THEN GO TO 100

456 LET Mé="MORNING HAS BROMKEM"

460 BEEF . G,0: BEEF .5,4: BEEF .4,7: BE
EF W O. 12 BEER .G, 14: PAUSE 10: RBREEF .95,
11z BREF .35,9: BEEF .5,7: BEEFP .5,9: EBEEE
FoaG, 72 FAUSE 10: BEEF .5,0: BEEF .5,2:
BEEF .5,4: BEEF .5,7: RBEEF .95,9

470 BEEF .5,7: BEEF .5,4: BEEF .5,0: BE
EF 5,2 FAUSE 10: BEEF ,5,0: BEEF .5,4:1

BEERP .3,7: BEEF .5,12: EEEF .5,14: REEF

-G, 11 BEEFP .35,9: BEEF .5,7: BEEF .5, 9:

BEEF .5,7: FAUSE 5: BEEFP .5,0: BEEF .5,
z: BEEF .3,4: EEEP .5,7: BEEF .5,9: BEEF

S, 4: BEEF .5,0: BREEF .5,2: BEEF .5,0

439 RETURN

200 REM DRAW RADIO

<10 FLOT &3,63: DRAW 946,02 DRAW O, ~Sé:
DRAW ~96,0: DRAW 0,541 DRAW 0, ~B: DRAW &
&yO: DRAW O, —-8: DRAW -96,0

920 CDIRCLE 74,76,4: CIRCLE 90,56,4: PLO
T 103,39: DRAW 40,02 DRAW O,=-24: DRAW -4
0,0: DRAW Q,24
H0 RETURN
H10 REM
700 STOR



DON'T PAINT THE CAT

i

|
b

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

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

Look out for your cat, it's parked at the end of the fence.



How to play

As the game begins you will hear just two notes to
compare but, everytime you get the answer correct the

next tune will have an extra note.

You will be told which two notes to compare, and you

must key in H or L for High or Low.

If you take too long to answer, the cat will wind up getting

covered in paint.

Press the RETURN key when you want a new tune.

Program

1
<

10
11
12
13
14
S0
S
Sb
40
o0
140
150
160
170
180
1720
195
200
SO0
210

REM

REM Don"t paint the cat
REM

REM 7

~EM

REM detine graphic
RESTORE = (0O SURBR 800
RE.M

REM clear screen

RiEM

DIM NO11)

HORDER 1: PAPER 4= INHE O:
=

REM start game

REM

FOR =2 TO <

REM

REM draw fence

REM

GO S5HE 400

REM

REM choose which notes

CL-S
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o REM

340 LET W=INT (RND*J)+1: LET A=INT (RMD
#Jy+1a IF Ws=A THEN GO TO 340

350 LET Fé="th": IF W=1 THEN LET F$="g¢

d- EI
[

Z40 LET Ge="th": IF A=1 THEN LET B$="s
.{._.'II

I70 IF W=2 THEN LET F&="nd"

TEO IF A=F THEN LET G$="nd"

390 IF W=3% THEN LET F&="rd"

400 IF A=3 THEN LET G$="rd"

410 PRINT AT 16,0:1"ls the "iWiF$:" note

in the tune Migher or lower than th
2 "iAKE® " note.": FRINT "Fress H or
L' e FAUSE 350

440 REM

450 REM FLAY THE TUKNE

4460 REM

445 FOR k=1 T0O Jj

470 LET NEY=INT (RND*20): IF k=1 THEM
G0 TO 490

475 REM

47& REM ensuwre no note is repeate
i

477 REM -

480 FOR g=k-1 TO 1 STEF —-1: IF M{E)=MN{g
Y THEN GO Ta 470

485 NEXT g

4920 REEF . 73.ME)

=200 MEXT K

501 REM

202 REM calculate correct answer

&S REM

S05 IF NG =N(AY THEN LET A%="H"

510 IF MW SNMAY THEN  LLET As="L"

S515 REM

%16 REM paint fence

=17 REM

520 G0 SUR 850

223 REM

S2é6H REM check answer
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G277 REM

230 IF (as="H" AND (i%="H" 0OR is="h"))
OR (as="_" AND {(i%="1_" OR i$%="1")) THEN
FRINT AT 20,08 "Yes, you are correct'": F
OR w=1 TO 1001 NEXT w: FRINT AT 21,03 "an
y kKey to continue": FAUSE ©O: FAUSE O NE
XT j=: GO TO 2000

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

the answer wassy """jagpznoy
Se0 FOR w=1 T0O 280: NEXT w: GO TO 10
228 REM
579 REM draw fence
&H00 REM

A01 INE Oz PAPER 4: BORDER 1: CLS

HOZ FOR =13 TO 169 BTEF 16

&0 LET y=15%: LET z=8: LET g=104

6510 PLOT x,.y: DRAW z,0: DRAW O,-—g: DRAW
~Z, 08 DRAW 0O,qg

12 NEXT

G20 FOR a=23 TO 151 STEF 1é&: LET =147

LET =135 LET d=7%3 LET e=71

&30 PLOT a,b: DRAW 8,0 MEXT a

A3 FOR a=23 T0 131 STEP 1é&: LET b=1437:

LET =135 LET d=7%: LET e=71

&40 FLOT a,c: DRAW 8,0: NMEXT a

HAS FOR a=23 TO 151 STEF 1&: LET b=143:

LET c=135: LET d=7%: LET e=71

&0 FLOT a.,d: DREAW 8,0: NEXT a

HB5 FOR a=27% TO 151 STEF 16 LET b=143:
LET c=125: LET d=79: LET e=71

&60 FLOT a,e: DRAW 8,0: NEXT a

K70 FRINT AT 14,243"72"

704 REM

705 REM draw border

706 REM

710 PLOT Q.0

720 DRAW 255,0: DRAW ©,175: DRAW ~255,0
DRAW 0,—-175

730 RETURN

790 REM

791 REM define graphic
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792 REM

BoQ FOR n=0 TO 7

Bl READ ki FORE USR "p "+, e
820 NEXT nm

830 DATA 0,36,60,60,60,25,462, 60
240 RETURN

Had REM

84S REM paint fence

346 HEM

851 FOR »=1% TO 159 STEF 14

B4HO FOR y=55 TO 15%2: LET r=8
861 REM

Hé4H2 REM checl +or answer

b REM

865 IF INEEY$<:"" THEMNM LET i%=IMEEY$:

GO TO Q00

870 INE 73 PFPLOT #,v: DRAW +,0: NEXT vy
MEXT =

880 PRINT AT 14,240 FAFER 45 IR 787720
(0 TO 1000

GO0 IF 1% x"1" AND 1i%<>"L" AND 1% :"h"
AMD i%<>"M" THEN GO TO 870

L0 RETURN

20 REM

RS REM cat painted

2946 REM

1000 FRINT AT 20,01 "Too late! The correc
t an‘swer WaE; LI Il:ﬁg;: LE BT FF XA

1010 FOR w=1 TO 300: NEXT w: INFUT "agal

n7T Y/N"ir$: IF r$dx"n" AND r$C:"NY THEN
GO TO 10

1020 NEW

1990 REM

199% REM all 8 correct

1994 REM

2000 FLASH 1: FRINT AT ©,03 OVER 13844 a s
S R R R R R R R R EEEEEE RN R
FOR w=1 TO S00: NEXT w: FlLASH O CLS
2001 EBORDER S: FAFER 2: INE 7¢ CLS @ PRI
NT AT 11,2;"A musician like yourself

should not be painting fences'!": STO



A-MAZE-ING

P

e

H
A 15{
G

oy

it = h

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

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

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

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

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

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

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

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

Programming hints

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

You could increase the size of the maze by changing 21
and 25 in lines 23@ and 260. The maze shown is 24
columns wide by 20 rows. the maze array m must be
DIMensioned 2 columns and 2 rows larger than the
actual array to allow for checking for the {x+1)th and
(x—1)th columns, and (y+1)th and (y—1) rows. If you
want the maze in the centre on the screen then change
line 240.

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

Program

10 REM A-maze—1ing

20 REM copyright G.ludinski 192834

S0 DIM m{24,23)

40 BORDER 7: FPAFER 73 InNKE 13 CLS

S0 LET 1%="5"2 LET r&="8": LET dé="5":
LET ws="7"

HO DEF FN ()= {00346 ¥FEEK 23674+256*FE
Bk, 2367 3+FEEK 23672 /30

70 DEF FN m{g,r)={g+tr+aBS (g-ri}} /32

B0 DEF FN £ O)=FN m{FN w{) FN wu{))

PO RESTORE

L00 FOR n=1 TO B8: READ p%

110 FOR =0 TO 7

120 READ & FOFE LUSK pE+tf,a

LEO NEXT +

L40 NEXT n

150 DATA Ma'", Syt Sy JeSgiip-dy &

150 DATA “b“ 0,0,0,0,0,0,255,255

170 DATA "o lqﬁ,i?m.l?m,iq # 192,192, 19
2,192

180 DATA "dY,205,385,0,0,0,0,0,0

190 DATA "e",3,3,3,BIN Dﬂaliﬂll BIN QOO0
o o . O

200 DATA "F",0,0,0,BIN 00011000, BIN QOO0
1100&,0,:55,”5d

Z10 DATA "g", 192,192,192, BIN 11011000,B
N 11011000, 192,122, 172

220 DATA "h",255,255,0,BIM 00011000,BIN
DOO011000,0,0,0
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230 FOR i=2 TO 21

240 PRIMNT » PRIMNT " "3

250 LET mil,i)=0

260 FOR =2 TO 25

270 LET mfi,i)=INT (RND*4)

280 FRINT CHR% {(144+m€i,i))3

290 MEXT 13

Z00 NEXT i

210 PLOT 31,148: DRAW Q,—1490

220 PLOT _h4 168 DRAW O, -160
IZ0 LET st=0: LET x=2: LET y=alds LET =1
m@e LET w1i=232s LET t1=FN € ()

340 FRINT AT y=1,x2+25"."5CHR$ 85
oty LET sc=st+INT ((FN L{)—-ti1)/5)

S60 LET i$=INKEY$: IF is="" 0OR CODE i%$<
s OR CODE i%$:56 THEN FRINT AT 0,03 INT
(FM £ O -t 103" secs Loore = uqc;" Step
e = "ist: B0 TO 3860

370 IF {(x=2 AND is=]%) DR (=235 AND 1i#%=
ré$} OR {(yw=2 AND i$=u%) OR (y=22 AND i %=d
%) THEN GO TO 350

I80 IF i$=1% AND ({mix—1,v)<>0 AND mix,
v x2) 0OR y=22) THEN LET x=x-1

290 IF i4=rdt AND {({mix+1l,v?<32 AND mix,
viar0) OR y=22) THEN LET x=x+l

400 IF is=d$ AND {((mix,y+1){:3 AND mix,
viso#1) OR w=22) THEN LET y=y+l1

410 IF is=us AND ({mix,y—1)<*1 AND mix,
v o =3) OR yv=22) THEN LET y=y-—-1

420 LET st=st+l

430 IF w1=22 THENM PRINT AT 21,x1+258" "

440 IF =22 THEN FRINMT AT H1,;+‘"‘””.'-’.

450 IF w122 THEN PFRINMT AT yl-—1,x1-+235
CHR% {(144+mixi,.yv1))sCHR% 83

450 IF y< =22 THEN FPRIMT AT y—1,x+258 CHR
$ (148+mixn, v} )i CHR® 83

470 IF x=xl ANMD y=v1 AND st< >0 THEN EBEE
EF 1,0 ‘
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480 IF y=2 AND m(x,y)<>3 THEN FOR i=-1
O TO O REEP 0.0125,1i: NEXT 1: FOR 1i=0 T
[ -5 STEFP —1: BEEF ©0.0125,12 NEXT i: GO
T 480

490 LET xl=x: LET yl=y

H00 GO T0O 3350



SPOT THE DIFFERENCE

which are differant?
(i el 3h g sk

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

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

How to play

ltems are keyed as follows:

Blue stripe 1
Green stripe 2
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Red stripe 3
Blue star 4
Green star 5
Red star 6

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

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

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

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

Programming hints

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

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

10 REM Spot the difference

20 REM copyright 7 G.Ludinski 198%

S0 LET stripe=7801 LET star=840: LET &
nawer=00: LET htriang=1030: LET triangs
80

40 PAFER 7: BORDER 73 INE Op CLS

S0 DEF FN u () =(ASSZ4XFEEE 23674+7546 %P6
ER 2367I+FEER 23IL72) /50

&G DEF FN 1im,n)=(m+n+ARS (m-n)) /D

70 DEF FN £ O =N LFN wid,FMN wi))

B0 DIM w(&): DIM b#(s, 1)

YO LET timel=FM t(): LET cr=0: LET noops=
)

100 FOEE 23561, 255%: REM remove automati
¢ key repeat

110 GO 70O 130

120 DEF FN min,m)=INT ¢ {(m—r)*RND+n>

130 RESTORE

140 FOR nm=1 TO 2

130 READ p%: FOR 1=0 TO 7: READ rows: FO
i UBR p%+l.row: NEXT 1

160 NEXT n

170 DATA Y00, 0, QD;TququQqJ” 30
180 DATA "2V, 0,RBIN QOOIOOQ0, BIN 0011100
O0,BIN 11111110_EIN 01111100, EIN 01101100
,BIN 11000110,BIN 10000010

190 CLS

200 LET ng=ng+i

210 FLOT 0,45: DRAW 255,0

220 DRAW 0, 130: DRAW —203,0: DRAW ©,—~13F

2I0 FLOT 127,45: DRAW O, 130
240 LET nz=0

250 FOR i=1 TO &

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

270 IF wiil)=1 THEN LET mz=nz+1
280 NEXT i

290 IF nz=0 THEN GO TO 250
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200 FOR j=1 T0D 5

2310 LET w=4Q# (j~121+7

320 LET w=FM m{&, 10)

SR0 LET 14=]

E240 LET cl=j: IF j=3 THEN LET cl=4

EFa0 IF i=3 THENM LET ol=2

260 GO SUR stripe

70 LET meen+127¢ LET wew+{wiii)¥FN m{E,
i0)y): G0 SUB stripe

SE0 LET w=40%{j—-1)+27: LET h=FN m{w, 2%#w
ir LET w=5: LET vy=FN m{435,175-h)

E290 LET 1i3=3-+35

400 LET cl=4¢ IF 31=2 THEN LET cl=4

410 IF j=3% THEN LET cl=i

420 G0 SUBE star

EZ0 LET su=FN m{x+127, 40x{i-1)+1042 2 LET
Wt (W (4 JI*FN m{Z, &)y LET h=h-{w{ij)*fF
M om{h/A4,Z%h/4)): GO SUR star

440 NEXT

450 INE Oz FRINT AT 18,0537 Which shap
25 are different"

4460 FRINT M ew INE 1: FRINT "1 =
T "ss INE 4: FRINT
FINT "3 = 27 ¢

470 FPRINT ¥ e INE Ll: FRINT Y4 =
o Ma e INE 4: PRINT "85 = 72 "3 INK 20 F
RINT "& = 2V

400 GO S5UB answer

490 INE O

SO0 LET me=tt

=10 FOR i=1 TO (LEN as$+1)/2

=520 LET i$=INEEY$%#: IF ig%="" THEN GO TO
520

Ha0 FRINT AT 21 ,0:8"

“IAT 21,0518 (s U3

40 LET ki=0

S50 FOR k=1 T0O na

=60 IF is=b$ (k) THEM LET b$(k)="0"2 LE
T ki=1+ BEEFP .5,12: LET rH=r%+i%

570 NMEXT k

S8R0 IF ki=O THEN FRINT " X": GO TO &00

I . 4 1]

= o= 7 e INME Z: P
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tHOTHEN

rna
o8 THEN

RINT AT

590 FRINT

500 IF INKEY®<

610 NEXT i

620 FOR i=1 TO

&T0 IF B% (i) 5"

440 NEXT i

650 GO TO &70

660 FRINT AT 18,03 "
1] n F-

=Vjas: BEEF .5, 1

O: EEEF

GO TO 400,

EHO TO 840

18,05 "No, answer
N

GO TO &80

&70 FRINT AT 21,118 "Yes,you are right"s

REEF 2, 17:

Ll T

cr=cir+1

HEQ FRINT AT 21,03 "Do vou want more (Y/
MY "

S50 INFUT i%

700 IF 1i%<>"n" THEN GO TO 1920

710 QLS ¢ FRINT = PRINT ¢ Spot the
difference": FOR i=1 TO 4: FPRINT = NEXT
i

720 FRINT 2 FRINT "Fuzzles attempted ="
i1

30 FRINT ¢ FPRINT "Fuzzles correct ="ic
-

40 LET tm=INT (FN t{()~time=l)

750 FPRINT = FRINT "Time taken ="gtmi" s
ecs

Fed I er<a =0 ThENM FRINT 3 FRINT "Time

t

A KT

aken per puzzle
Gers"

770 G0 TO 1080

780
FLTRD
SO0
H10
H20
A0
340
e
P LY
LT

INE ]
R
FLOT 1,45:
NEXT i

RETURM

REM
INI ol

LET mQs=ps
yl=y+{h/3)
GO SUHR

1

LET yo=ye
LET m2=wu+(w/2):
triang

=g INT

RKiEM stripe subroutine

TO m+w
DRAaW 0O, 1730

st ar subroutline

LET

(tmE100/cr) /1003

#lmnt(w/ 2
LET vy

h3 >~
1

e ——

T T
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P70 LET »0Q=u+wr LET yOmyr: GO SURB triang
HE0 LET sl=wx-w/2: LET yl=y+(Z¥h/ %) LET
mmx /R LET yO=y+h /30 LET #@=u+ {3%w/ 2
Ve LET y2=y+(2xh/ %5 GO SUR hteriang

G0 HETURM

P00 REM answer subroustine

PLO LET as="": LET 1im=Q

G20 FOR 1=1 TOQ &

SHEO IF w(l)=1 THEN LET im=im+l: LET b#%
{(im)=8TR$% 1: LET ad=a$-+8TRE 1+","

P40 NEXT 1

PE0 LET at=as( TO LEN a®-1)

Q60 LET ma=im

FYO RETURN

80 REM triang subroubing

290 FOR p=yl-y0 TO y2-y0

1000 FLOT x0,y0: DRAW x1-x0,p

1ol NMEXT p

1020 RETURN

1030 REM htriang

1040 FOR psxl-x0 TO w20

1050 FPLOT =0,y0: DRAW p,yl-vyO

10460 MEXT p

1070 RETURM

1080 REM end



PROFIT AND LOSS

Bt i B T A e b

It 8 SHEEKERCOE Bhux peTElaLes fog, 02

profit as =& parcen cge of his cost prioe
=

=7
76
Yes,congratulations

How much do you know about profit and loss?

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

How to play
You will be given five minutes to answer as many

questions as possible, and you may press Pand RETURN
for pass if you cannot work out an answer.

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

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

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

Programming hints

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

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

You may want to add some different types of problems




50

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

Program

20 REM

20 DEF FN ef{as,n,m)=abin TO n)

32 DEF FN v#(a$s, m)=as(m T0O )

35 DEF FN z¢(a$.b)=as( TO b)

40 DIM p$s(l10)

45 FAFER &2 Ik Z: BORDER &: CLS

o LET S#=" .

HO LET C$="Highest score "1 LET E$="
Hoeore M

70 FAFER 65 INE Z: FPRINT 2 FRINT : FRI
MT = FRINT " QUIZ GAaME 1 -~ FROFIT ANMD L
0ss"

80 FRINT : FRINT

20 INFUT "Hello, what is your mnams

"aN$: FRINT = FRINT "Here are some p

roblems "i: IF N&CH'NO SOUND" THEN FRIM
T D&

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

110 LET T=1:¢ LET I%=""

120 LET F=P+1

120 BO SuUBR F20

140 FRINT ¢ PRINT

150 CLS @ FRINT AT 7,038%:" = "3

160 GO SUE 740

180 IF ABS (VAL (I#)~-A)<=X AND I#%d<x"" T
HEN GO TG Z00

120 GO TO 220
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200 FRINT AT 17,01"YES, CONGRATULAT IONS
i LET C=C+1: IF N&="ND SOUNDY THEN GO
TO 2S¢

=10 BEEF .4,2: BFEEP 1,5 BEEF .&,10: BE
EF .25,50: BEEFP .3,5: BO TO 250

220 IF T=1 THEN PFPRINT AT 17,08"NO, "iH
B3 FOR f=1 TO 1000: NEXT £: PRINT TRY
ABAIN": FOR f=1 TO 75: NEXT $: LET T2

Gl » PRINT @@ GO TO 150
2F0 PRINT AT 17,03 "SORRY, THE ANSWER IS
= Mal kgt "M
240 FRINT i%
=60 INFUT "DD YOU WANT MORE Y/M"iis: IF

1E="y" DR i#%="Y" THEM CLE : 80 TO 110
270 IF i%="n" OR i$="N" THEM CLS : 50O
T 800

S10 REM

220 REM QUESTIONM

230 LET Lé=""s LET M$=""z LET J$="": LE
T B=40: LET X=|

40 LET E=INT (RND®8)+1i: LET F=INT <{(RND
¥ +10;: LET E4=8TR$% (Ey: LET F%=STR% (&
)

S0 LET We—-W

260 IF W=1 THEN GO TO 430

270 LET R$="1+ a shopkesper buys chocol
ate +or "+FE+" pernce and sells them for

"H3TR® (E+F)+" pence, His profit as a

percentage of his cost price”

380 LET G4=R$: G0 SUR 530

20 LET HE="Percentage profit =

{isell - cost)/cost)x100% where sell =
selling price and cost = copst price"

400 LET A=INT (E/F2100): LET A$=5TRS (4
)

410 LLET L$=As+" A"

420 LET M="as ({("+3TR$E (E+F)+" - "4Fé+
TR ) I00Y = "HETRE (INT (E/F%100))

4530 IF W+-1 THEN GO TO 520

440 LET VY=INT (E#100): LET VE=8TRS ()
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450 LET R$="A dealer wishes to make a p
rofitof "+F$+"U. I+ the car cost him

HedE+" then his selling price musthe"”
A44HC LET Qb=R$: GO SURBR S350

470 LET H$="find the profit in money
teerms, then add it to the cost price™
480 LET A=INT (M+{FxE)): [LET A$=8TR$ (A
ye LET Y&=8THR$ (INT {(F=E))

420 LET L$="""+A%

200 LET Mé="as protit={("+F$+"/100x"+V$
e H e 1 +\.{$

510 LET J4="=0 selling price= "+Vé+"+"+
Yi+"="+1%

el RETULREN

o300 BEM fitin

40 LET LF=LEN (R$)y IF LF<=R THEN GO
T 420

S50 FOR I=1 TO INT ({LF/40

560 LET EL=B*I

G370 I FN es{R$%,el,1)="" THEN GO TO &1
i

=80 IF FN et (Ré,el+1,1)="" THEN LET R#
=FM z%(r$,el)+FN v (r$,1f-el-1): LET lf=
1f—-1=: GO TO 610

S50 FOR k=1 T0 30: IF FN e${r$,el-k,1)=
M THEN O LET r#$=FN z$¢(r$,el-k)+FN v&(ad
CEYHAFN vk (rd, lf-el+k): LET 1f=1¢+k: GO T
0 610

HOO MNEXT K

610 NEXT I

&0 RETURN

HAI0 STOP

&H40 REM CALC

&S50 INFUT =z$: IF z$="2" THEN FRINT AT
15,0 PAUSE @ RETURN

HEO FRINT AT 21,08 ,,5AT 21,05 (INT ((VAL
HIRLOOY/100)s GO TO &350

740 REM EEYIN

790 LET X=1

7640 LET F${x)=INKEYSs: IF P$x)=" " THEN

INKE 2Z2: PAPER 7: PRINT AT O,1s" "sCsiM
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A REICs INK S FAFER & GO TO 740

761 PRINT AT 21,08, ,1A0T 21,01: FOR i=t
TO xa0 FPRINT p#sdiids: NEXT i

7672 IF CODE p#®Oo=12 THEN LET p$="

"o LET m=1l: FRINT AT 21,05p%: GO T

(1 7 &0

765 IF pE GO ="7T" O THENM  LET pbixd=" "z
GO SUR &40: GD TO 7&0

770 IF CODE p${x)d=13 THEN LET p#{x)="
“e GO TO 780

TYEOIF pH OGS AMD p® () <"2" AND pd
() "2 AND pSs{ed<>"4" AND pd ()20 5" &
MDD pE ()24 AND ps ()< x"7" AND pHix) O
"2 AND pEs ()<L AND pE o THEN
LET psixr=" "3 BO TOQ 760

775 LET m=x+l: B0 TO 7&0

780 LET i$="": FOR i=1 T0O x-1:2 LET i%=i
frpH (i) NEXT 1

790 RETLURM

HOO REM score

B10 FRINT AT 7,01 "Number of problems co
mpleted="ips AT 8,0 "Number correct="3jcif
T 11,24n%4" s success rates="3 INT (¢/p*l0
DYs "% IF cormax THEN LET max=c: LET p=
O LET e=0: INPLUT "play again? (Y/NI)"ii%
s IF ig="¥Y" OR i%="y" THEM GO TO 110
820 NEW :



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

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

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

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

Programming hints

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

Program

190 REM stats painter

20 REM ?

=0 REM

40 DIM ns(5)Y: DIM d{1Z): DIM c(5)
S0 FAPER 4: CL.S

A0 REM GO TO 190

70 REM

20 DEF FN x${d%,n)=d${ TA n)

93 DIM g (10)

120 DEF FN bf(nF,n.rd=n$(n TO n)
160 REM



170 REM bird shape

180 REM

190 FOR k=0 TO 7

200 READ r: POFE USR "g'k,r

210 NEXT K

wE0) DATA 48,3248,60,520,14,11,7.8

250 REM draw fence

258 FOR m=1 T0O %

wa? IME Qs PAPER 4@ RORDER 2

240 LET r=16s LET =34 LET y=71

245 FOR w=7 TO 223 STEF 24

250 PLOT m,y: DRAW v ,0: DRAW O,r: DRAW
=t Or DRA&W O, —z3 MEXT

260 IF =<:247 THEN G0 70 2508 60 TD 27
()

265 FOR p=0 TO 223 STEF 24z LET os=7%: L
ET w=87: LET t=11lz LET e=119

Sabs IF pdx247 THEN PLOT p.o: DRAW 7,0
FLOT pyus DR&W 7,0: PLOT p,ts DRAW 7,01
FLOT pees DRAW 7,0

27 IF pdF240 THEN  NEXT p: GO TOD 246:
I p=2&64 THEN ZSTOF

270 FRINT AT 5,285 "2

=80 G0 SUB 400

280 REM print guestion and checlk answer
290 PRINT AT 15,05 g%

F00 LET i=08 LET i$="": LET id=d

S0% GO TO 710

2320 IF is$=ad AND id=0 THEM FRINT "Yes,
vou are right"s GO TO Z&0

2530 IF 14200 THEN PFRINT i%s: GO TO 725
340 REM  FOR j=1 TO Zs BEEF 1,10:=: BEEF
WA, 25 BEEFP J2,1%: NEXT j

2030 FRINT AT 18,08 "Moo, "ith$: GO TO Zé60
233 FRINT AT 18,05 "Too late, "jhé

=G FRINT AT 21,08 "Fress enter for more
"iv: INFUT r$: CLS

270 IF i%<ras THEM GO TO 230

S80 NEXT m

20 FRINT AT 1%2,05 "Eureka! vou found it



57

Get on the phone quick”: G0 TO 810
400 REM stat
410 LET me=0r LET dn=i: LET mo=0r LET w
= NT (RKMD#2) +1
420 FOR i=1 T0O %
450 LET c(i)=INT (RhND®¥4): IF c{i)=mc TH
B G TO 450
440 IF ¢ (i) »me THEN LET me=c (i) LET m
o=
450 IF e(i)y=0 THEN GO TO SO0
440 FOR l=dn TO dnetc(i)~1
470 LET d{l)=i
480 MNEXT 1
490 LET dn=dn+g (1)
SO0 MNEXT 1
B10 IF e/ 2=INT {(dn/2) THEN LET dns=dn+
1 LET didn)=6
20 LET de="": FOR i=1 70 dmn: LET d$=d%
HETRSG (d{idd+", " NEXT iz LET ds=FN x$(d
%, (dn*2)—1)
SE0 LET t$="th": LET m=INT {dn/d)+1: IF
m=1 THEN LET t%$="gt"
240 IF m=2 THEMN LET tH="nd"
e IF m=3% THEN LLET t$="rd"
&40 IF w=1 THER GO SUBR D90
B0 TR w=2 THEN GO SUR 440
=80 RETURN
=m0 REM calcul ate mode
& LET ge="What is the mode of "+d%
H10 FOR $=1 TO 10 LET g(fir=0: NEXT +:
LET =01 LET =0
511 FOR $=1 TO LEN d$ STEF 2: LET gi{VAl
(dH (F)I)+1r=g (VAL (d${(f))+1)+1z NEXT +
192 FOR F=1 TO 10¢ IF g(+)> THEN LET
e=f—-11 LET r=g(f)
&1E NEXT +
&H14 LET a%=8TR$ (&)
&20 LET h$="there are more "+as+"'s’
&0 RETURN
AH40 REM calculate median
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50 LET a$="What is the median of "+d%
660 LET a=d (1+INT {(dn/2)): LET as=5TR%$
(&)

AH70 LET h#$=as+" is micddle no."

H80 RETURN

LSO STOF

700 REM paint fence

710 FOR w=7 TO 223 STEF 24

TR0 FOR y=71 TO 127: LET r=16

o5 IF INKEEYS$S<>"" THEN LET i$=INKEYS$:
FAUSE 25: G0 T0 220

a0 INE 73 FPLOT =,y: DRAW ~,0r NEXT yi
MEXT

750 FRINT  INE 7:3A8T $5,28:"%": BEEF 1,1
O: REEF .4,20: BEEF .2,14: BEEF .73,10
760 GO TO 355



SEQUENCE
COUNTDOWN

24 SECS

469 13 18 24 ...

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

How to play

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

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

Programming hints

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

Program

10 REM sequence counbtdomwn

S0 REM 7

S0 REM

40 DIM 5(8): DIM F$H{(2553)

ot CLS

&0 B0 SURB 400

70 LET TE=0: LET CR=0

g0 CLS

8% FRINT AT 0,61 "SEQUENCE COUNTDOWNY

86 FPRINT AT Z,1:i"What is the next numb
er in the sequence?"

20 LET TE=TE+1

Loe IF TE=11 THEN GO T0O Z10

110 REM

120 REM work out sesguence

130 REM

140 LLET S(1)=0
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150 LET S(2)=INT (RMD®*Z)-+1

16O LET IC=INT (RND*»F)-+1

170 LET W=INT {(RMD*3

180 FOR I=3Z TO 8

190 IF W=0 THEN LET S(I)=2#8(T~1)~8 (]~
23+1C: LET M$="The interval increases by
"-89TRE (IC)+" sach tLime®

200 IF W=1 THEN LET S{(I)=S8({(I-1)+85(]-™)
+I0: LET M$="Each number is the sum of €
TE previous two plus "+5TR$ (I

210 IF W=2 THENM LET S(I)=S{(2)"{(I-1)2 L
ET Mé$="Each number is "+5TR$ S(2)+" +po t
he power af 1,2.3,4.5,6 and 7"

wad NEXT T

250 FOR I=1 TO 1% FPRINT ¢ NEXT I

240 REM

250 REM display seguence

240 REM

270 IF ©08) »2Zé6 THEN FRINT AT 8, 1i5TR$
(SG(2¥28" ":5TR$ (S(Z)):" "i&TR® (‘(4))'”
"EETRS (S(Z)ys " Y"iSThRs (a(&?)"" "I ETRS
(7Y )3 YMuwwuwe1sd LET LE=0

280 IF S5(8r<=246 THEN LET LE=1s FRINT C
FHR$ (&4+5(2)}§” "I CHRS (H4+S(F s YiCHR
& (&4+5{4)) 1 "I CHR% (4445 (524" "iCHR®
(G4+E (&)Y 8" Y"ICHRS (L4F5T172 058 e wonwe'd
290 REM

S0 REM input answer

10 REM

320 LET I=0

250 LET Is="": FOR &=1 TO I-i: LET I%=I
PR (A MNEXT &

260 REM

70 REM check answer

=80 REM

S50 INFUT D%

A00 IF LE=0 AND VAL (D$)-S{B)=0 THENM I
ME 23 FRINT 7 "g"2%s LET CR=CR+1s INE 42
GO TO 450

405 IF LE=0 THEN GO TO 440
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410 IF LE=1 AND DE=CHR$ {(&£4+8(82)) THEN

Ink 2y FRINT " "gv2v: LET CR=CR-+1z INE
4 GO TO 430

420 FRINT @ FRINT : PRINT "no the answe
- =B 8)

450 IF LE=1 THEN FRINT @ FRINT "Replac
¢ @ach letter by its position number e.g
w1l for A, 2 for B etc."

440 FPRIMT ¢ FRINT M%

4530 FRINMT @ FRINT "Fress ENTER to conti
rrue

440 INFUT B%

470 GO TO g

480 REM

490 REM SCORE SHEET

S0 REM

D10 CLS ¢ FRINT

GE0 PRINT "Number of sentences complete
d ="37TE

SE0 PRINMT @ PRINT “NMumber correct ="};CR

S50 LET IG=INT (CR*100/53

D6 FRINMT @ PRINT "Your I0 level (adapt
ability) ="3I0

S70 PRINT

=80 IF CR>=7 THEN FRINT "THIS IS5 (ClL_ASS
ED AS SUFPERIOR (UFFER 10%)": STOF

=2tl% IF CR=& THEN PRINT "THIS I5 CLASSE
D A5 GDOD (UPFER 20X ": STOF

G970 IF CR=3 THEN FRINT "THIS I5 CLASSE
AL FAIR (UFPER &0¥)": &STOM

595 8TOAF

GO0 FOR N=0O TOD 7

S10 READR Ko FORE USSR "F"+N,R

G0 DATA O0,0,1,2,4,136,80,3532

GHa0 NEXT N

&40 RETURM



ELEMENTARY
STATISTICS

Fuirzr Same 94 — Elementary Shtatistics

Hello.twhat is =owr name rGORCIN

are some Problams GORDON

Hee e

Lenotlh of misto2ram rectandle of marck =
whEre marks sre 2.2l 2c2.3.3, 2.4 = 1

Hos lenstkh i= rumber of scores with mark
E.trw aAa9:in

Lenoath of hFisztoSram rectangls of mark =2
wWhete mark=s atre 2,2.1.2.2:.3.4,3.4 = Z

Sorry s Hhe anzuer s =
=

a= there are T SCoOres

1 = 3 <

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

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

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

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

You will not be penalised for ‘passes’.

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

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

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

Programming hints

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

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

Program

L2 FEM elementary stats

20 REM 7

23 LET max=0

S0 DIM FOA)y: DIM D49): DIM N& (%)

40 DEF FN O0%(6G%, n)=06%(C TO n)

a0 LET S5%=" "

b LET wv=01 LET y=0

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

Score Y
HO0 FAFER 7= INE O FPRINT : PRINMT "QUIZ
GaME 4 ELEMENTARY STATIKSTICSY

70 FRINT : PRINT
B30 INFUT "Helle, what is yvour name?
"EA%a FRINT ¢ PRINT "Here are some p

roeblems for yvou  Yi A%
FO LET W=1: LET C=0z LET T=i1: LET I¢="
"3 LET F=0

100 LET P=F+1

110 GO SUR 252

120 PRINT 2 FRINT

125 CLS

150 FRINT AT S3,080%:" = "3 (0 SUER 612
1346 IF v=2 THEN LET p=p-1: GO TO Z00
142 IF A=0 AND I%<>"0" THEN GO TO 190
145 IF t#%=1% THEM &GO TO 170
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150 IF (ARTS (VAL (I%)—~m) =) AND Il -00
THEN GO TO 174

160 GO T 190

170 FAFER 7@ INE O FRINT AT 3,018 "VYeg,

congratul ations ": LET C=C+11
FRINT = IF as="bN0O S0OUND" THEN GO T 22
)

Lgo BeEkF 1,10 BEEFR .4,20: BEEF &, 14
REEF 2,16 GO TO 2320

190 IF T=1 THEN FRINT AT 13,048 "Mo, "iH
Hi", try again Y11 FAUSBE 0@ AU
Oz O LET T=2: G0 T0 130

200 FRINT "Sorry, the answer is = "§» F
RINT L% FRINT M$

210 PRINT AT 21,08 " £ 1

215 FOR j=1 TG 4: LET h=20: FOR k=20C T
{E0-d(j)) STEF —~1: FRINT AT h, j#& " 2?7277
Tha LET h=h-—-1s NEXT ks NEXT 3

watd INFUT "Do vou want more? Y/M"ii%
A0 IF T4<C:"" AND I$«<>"Y" AND 1i&<x"y" A
MDD L% x"n" AMD I4<HU"N" THEN GO TOD 230
250 IF I%="Y" [OR I1$="y" THEN LET T=1s
CLS ¢ GO TO 100

ol GO TO 670

moe REM QUESTIOMN

SHE0D LET =" [ ET MP=""s LET N&{l)=n "

LET NE{Z2)=" " | ET H=0: LET F(1}=01r LE
T F(2y=0 LET F{{Z)=02 LET F{4)=0s [.ET (5%
st e FOR O J=1 TO %

270 LET DOJy=INT (KEND#4): LET G$=G%+8TK
% (D(Jy)r+", s LET B={(&E+D{(J})

280 FOR E=0 T0 Z: IF D)=k THEN LET F
(E+1)=F (k+1)+1

2P0 NEXT E: MNEXT Js LET W=—W: LET GH=FN
(s, 18D

S00 LET Z%=" where values are "+i%

Sl IF W=1 THEN LET xX=0Q

20 IF (S/792)=INT (5/79) THEN GO0 TO =80
30 LET INC=9#INT (5/9)+%—g5

sS40 LET d(2y=d(Fi+1nc
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@ LET gd=FN o$(g$, 1&Y+", "4+5TR$ (d(9))
260 LET s=g+inc

70 UET Q%="Mean valug scored where val
ueEs are "+LOs

380 LET Mé="mean=total values scored
divided by number of scores"s: LET A=INT
(S/9)

IP0 LET L$=8TR$ {(A)+" as gum of (V+E%+"
A% o= "+BTRS (A)

400 IF W=1 THEN LET M$=""y G0 TO Si0
410 LET X=0: LET F&$=8TR#% INT {((RND®*4)):
LET A=F (VAL (F$)+1)

420 LET R$="Height of histogram rectang
(= 0f value "+P$+74%

450 LET H&%="Height is rnumber of scores
with wvalue "+P$+" 0

440 LET L#$=E5TR% (A): LET M$="as Lthere a
re "+8TR$ (AY+" scores of value "+F4: IF
A=0 THEN  LET M$="as there is 1 score o
+ wvalue "+Fs$

A4S0 LET NE(L)=""2 LET N$H{2)=4"

4&H0 FOR I=9 TO 1 STEF —-1: FOR kK=1 TD 44
470 IF F (R »=1 THEN LET N${ABS (INT (I
FAY+1))Y=NEARS (INT (I/5)+1) )+t

A0 IF F(EDCSI THEN  LET MSCINT (I/%)+1)
=NECINT (I/72)+1) 4+ "

450 NEXT ks NEXT i

S0 LET NS (1)=NE(1)+" 1 = i

4”

G310 RETURM

H12 REM KEYIN

H20 LET G==1: LET VF=21: LET HF=0D

&23 FRINT  PAFPER ©F INE 73487 1,050 "3
YeiMAXs 1 O

HE0 LET O$=INEEY$: IF 0O&<-"" THEN GO T
(0 &40

H32 LET y=y+l: IF y=B200 THEN LET p=p-
1 &GO TO &70

fMa4 GO TO &30

HA40 IF CODRDE o$=113 0OR CODE o%=B0 THEN
LET v=231 RETURN
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&80 IF CODE o%=67 THENM GO SUR 8000z FA
USE Qs GO TO &30
&H55 LET i$%=0%
HAEO RETLRN
&H&70 REM SCORE
&HB0 CL.S
700 FRINT “"NMumber of problems completed
= "R INT F -
710 PRINT = FRINT "dNMumbher correct = "il
NT L
740 IF CxMAX  THEN LET MAX=C
TEQ LLET FP=0r LET C=0
760 INFUT "again? (y/r) "ibs%: IF b$lx"Y"
ARD b$ 2"y THEM  NEW
770 GO TO 20
G000 INPUT ud: IF wus="7" THEN FRINT AT
21,05 ,,8 RETURN
g0l PRINMNT AT 21,08, ,348T 21,08VAL usy GO
TO €000
9995 REM



NAME THE GRAPH

a0 =22 =20 -

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

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

If you give up you will be told the answer, but don’t cheat.
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How to play
All graphs drawn are of the type
y=Ax’+Bx+C

Where A, B and C are constants (that is numbers that can
be positive or negative). For example, the equation might
be

y=-2x>+3x-5

and in this case A would be equal to -2, B equal to 3 and
C to -b.

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

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

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

WHAT, ENTER, IS, ENTER, IT then
RETURN

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

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

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

Program

1Q REM name the graph

20 REM 7T

S0 REM

40 OVER 1: RORDER 2@ PAFER S: INK 01 C
LS

oY REM

40 REM draw axnes

&1 REM

70 FOR +=0 T0O 7

80 READ ri» POKE USSR "p"++,.r

B3 READ e: FPOEE USSR "o"+f,a

S0 NEXT F

98 DAaTAa 30,0,16,128,146,128,146,128, 14,2
aidy Aty e 1 &, 01, 18,0

100 FOR =0 TO 21 STEF 1: PRINT AT =, Ol
"R MEXT

110 FOR ®=0 TO Z1 STEF 1: FRINT AT 11,x
gt BT w

120 REM

130 REM draw target graph

140 KEM

1390 LET a=INT (2#RND+1.1): LET d=INT (5
#END+2. 1)

160 LET c=INT (RND*20)

170 FOR H=1 TO (RND*4)+1: LET a=ax-1: L
ET d=d%*~1: LET c=c¥*¥~11z NEXT H

180 LET p=a: LET g=d: LET r=c

L2C INE O

125 LET AA=A: LET BE=D: LET CC=C

200 G0 SUR 1000

210 REM

220 REM input and draw guessed graph
250 REM
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240 LET g=0

245 LET G=6E+1r IF G=11 THEN CLS 2 FHIN

T "THE ANSWER WAS s"sas","sDi",":Cs"
RGAINT {(Y/MY)"e INFUT B%: IF RS>

Y AND Gkl M THERN  NEW

244 IF g=11 THEN RUN

250 IF g<»x1l THEN FRIMT AT O,03 OVER O3

"Guess "igil" Last guess = Yiaki'","sibsi",

“rcdr INMFUT As:BR&:CH: GO TO 270

255 PRINT AT ©,Ci OVER QF" Y=AX"Z+BX+U

GUESSsAsBICY

2460 INFUT atsbhdics

270 IR as="WHAT" AND BH="I58" AND C#%="IT

"OTHEN  LET g=l0: GO TO 245

>80 LET J=VAaL A%: LET E=VAL B$%$: LET L=V

Al O

205 |LET aA=J: LET BE=k: LET CC=sL

200 BO SUB 1000

=08 IF J=0 AND k=D AND L= THEN CLS =

FERINT "CORRECT": FOR F=0 TO IJ00: NEXT F:

GO TO 1 '

310 FRINT AT 0,03 OVER 0F" FLEASE WAIT

"y INE B: GO SUR 10O00:

TNE O

220 60 TO 250

1000 REM

1010 REM graph

1020 REM

1040 FOR x=0 TO 282 STEF 3
1050 LET y=(AA*X"2) /400+ (AA*BE*X) /10+CC+
833 '

1060 IF yv>r167 OR y<0O THEN NEXT x: GO TO
1100

1090 PLOT x.y

1095 NEXT x

1100 RETURN

997 PRINT (AA®X™E)



FRANCIS DRAKE
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Week Cargo Food Crew Balls Damge
10 90 g1 85 90 )

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

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Hints and changes you can make

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

= = 0 @ V7V 4 N A =1
g$(1) g$(2) g$(3) g$(4) g$(5) g$(6) g$(7) g$(8) g$(9)

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

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

130 FEM Framcis Drake Adventure Bame

wf) Rl Copyright () Goludinski L9EE

A0 BORDER Os FARFER 2s CLS » INE 7

a0 LET tLtie“iJ}H LET sea=2&70

5O DATA 53 " i.? w LGy 0, P Sk, 1 ﬂitf:n.. 20, 24,
11,254, &CH'Hﬁ,hSQ "TJ,JI.Z?;,E44,JME*ZﬁE,:E?.
2oL

o @0 SUBE title

72 60 S5UR sea

B0 DIM mB(17,32): DIM b2, 1}

PO BORDER 1= FAFER 1+ INE 43 LS

100 CLS

120 LET g#{l1)=CHR$ 131

130 LET g6 (2)=CHR% 140

140 LET g${3)=CHR% 14

130 LET g% {4)=0CHR% 1735

160 LET zi=RIN 111131110y LET 22=RIN 111
T110Gy LET z3=BIN 111110002 LET z4=RHIN 1
L1ROQOOCs LET 28=RBIN 11100000: LET zé&=RIN

11000000 LET z7=RIN 10000000

170 LET Li=RIN ©111111i1: LET 12=RIN 001
11111: LET 13=BIN QO011i1li1: LET 14=RIN O
xollll:s LET 1Z9=RIN QOO00111: LET lé&=REIN
DOOOOOL1: LET 17=FRIN Q0000001

180 DATA "a", 285,21, 22,23, 24, 25,26,27

120 DATA "b",17,16,15,14,13,12,11,258
200 DATA "c",255,11,12ﬂ13,14,1q,1& 17
2k DATA Y"dYe 27zt 2028428,z 2,51: 255
220 LET g% (2)=0CKR$ 145

230 FOR n=1 TO 4: READ p%

240 FOR =0 TOD 7
250 READ a: POEE USK p$+f,.=x
260 NEXT +
270 MEXT n
280 FOR i=0 TO 2: LET g#%{(E+i)=CHR% (144
+ides MEXT i
220 LET m3{l)=" S99997304500000079999%%
FRIPOOO M



00 LET m& (="
QOROEHROCOD

210 LET me(E)="
1750000 o

ER20 LET me(4)="
OOZO000 M

AA0 LET m3 (o ="
OOOO0O00D ¢

240 LET mbibd="
FOOOOO0O ¢

250 LET mE{g)y="
G7O2Ee0 0
370 LET
1] FEFR U

m&% (%)=t

G499 ¢

77
PRIPFFICOO0OQQNOOOTIFTIIY

RPRPIPRIOOOO0VOOOOOPYIYE
QORQ=EAONONGOODOOOTF 7950
T RED OO OO0 0T
OFPEOOZ0OOOODD00NN00OTYE
Q470000000 N0ONN0000G0O0 T ]
S AFO0 00200000000 0000000

DT OO0 0O0NOO0N0D0DQ0O0O0O0

BEO- LET

mBlLly="

QO709WI0EE20000000000

DOoLYRRR "

400 LET mEH(i2)=" 0002700000708 1 00000000
04999 Y

A10 LET m@(13)=" Q0000001 00000000000000
QOOQFY79

470 LET m$(14)=" 0000000067080000000000
OOO0499% 0

A7%0 LET s (15) =" 00000049998%0000000000
DOOODRRE ¢

440 LET m&{ls)y=" QO00046FFF9998000000000
QOO0 7 ¢

470 FOR d=1 TO i1é&:s FRINMT CHR% (&64+3)5°
we . FQOR O1=2 TO 31z LET p=Val (mEb(ir) (i
yr IF p=0 THEM FRINT " "i: GO TO 470

460 PRINT g% (p) s

471)
A0

NEXT
FRINT
420 NEXT
SO0 PAFRER

i

i
iz

T hdE

e FRINT AT ©,195".New

Slbio"i: FAPER 1: INM 4: FRINT "n": FAF
ER 1: INK 7: PRINT &T 14,253 "Lima”is INKE
1: FAFER 4: PRINT ".": INK 7: PAFER 1:

CETNT AT 12,2 P Javal!
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G20 INE 4x FAPER 1: FLOT 15,47: DRAW 24
D, 08 DRAW 0,128 DRAW 23,03 FLOT 15,47
DRAW O, 128: DRAW 13&6,0

522 PAFPER 7: INE ©s PRINT AT 16,058"Fran
cis Drake lett Flymouth in 1377 to sear
ch 4or a Narth—-West passage to the Facidf
L« He encountered stormy weather i1
r the Straite of Magellan and losttwo
ships. Then the wind dropped "

4O LET s$="

70 LET blanmk=17102 LET isert=32170: LET
ingtr=14%0: LET reef=1570: LET namships=
1750 LET ship=1850: LET trade=3Z110z LET
hostile=2Z140

770 DEF FN r{n)=INT (RND¥n+1)

780 LET al=0

Gy FOR $=0 TO 7

B10 READ a

820 FORKE USE "e"+f,a

B30 MNEXT f

g40 DATA RIN QOQO10000, BIN O10L1010, RIN
1011011, BIN 01010010, BIN Q1010111 ,BIN 1
Li11110,BIN O11131110,BIN GO0111110

860 LET n#%=CHRE 148

70 LET 1#="3": LET t#="8"1 LET d&="46":
LET wh="7Y

1020 LET m$s(15)=" QOQOOQOOALPFFRY 0000000
Dpeeak?7

1020 LET m$(14)=" Q00004699F99FB000000000
Deegeaed v

1oda FOR y=1 TO 16

1050 FOR »#=2 TO 31

1060 LET c=imbivy)) 0

1070 IF ceg="9" THEN GO TO 1120

1080 IF ce="0" THEM LET is=INT (7%RNMD):
GO SUR isert: GO TO 11320

1090 IF cH="g" THEN LET is=4: G0 SUR ig
ety GO TO 11320

1100 IF (x4 AND =215 AND v>7 AND w<14)
THEN LET digs=INT (Z2®ENMD+72: 60 SUR iszert
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s GO TO 1120

L1t LET 1s=10:2 GO LUE iset

1120 MEXT s NEXT v

LLEQ LET ca=100: LET su=100: LET cr=8%3:

LET ba={00: LET da=0y LET whk=l

L14n LET en=0

L1150 LET w=29: LET v=l&s LET =1l=29: LET

wi=16

L1460 IF wk=1 THEN PF&HPER 13 IME 7@ PRIMT
AT y—1,x+1ih%

1170 FARER &p INE O: PRINT AT 16, 08 "Weesk
Cargo Food Crew Balls Damg.

LE72 IF whk=1 THEN 60O SUR blank

1180 IF ==l AMD y=1& THEM FAFER 7: FPRIN

T aT 18,08 "You have swvived the unknown

ard now know you are the firgt +leet

commander to sail around  the world. iz
IF car=400 THEN PRINT "Arise Hir Franc
is"s 6O TO 2210

1190 IF »=1 AND y=146 THEM LET en=l

1200 IF (x=17 AND w=1) R {(«=18 AND y=)
R (w=19 AND y=4) THEM LET al=]

1210 IF 2<1% AND al=0 THERN G0 5URF klank
: FRINMT AT 13,24 "6 back to Mew Albion
1230 IF swud=0 THEN GO SUE blanmk: FRINT

AT 18,048 "Your food has been used up S0
viour crew mutinBies,and kills vo'te L

ET su=0r LET en=l

1230 IF cr<=0 THEN GO SUEB blank: FRINT

AT 18,05 "Your crew have all been kRilled
or have died of scurvy,typhus ordysente

y . You are stranded without them.:
LET cr=0: LET en=l

1240 IF dax»10 THEN G0 SUB blank: FRINT

AT 18,01 "Your ship has filled with water
and sunk": LET en=l

1250 IF ba<Q THEN LET ba=0

1270 IMNK D3 PAPER &: FRINT AT 17,03wkiAT
17, S93cat AT 17,11isus AT 17, 165criAT 17,2
libasAT 17,275da
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1E&72 IF en=1 THEM GO T0O 2210

1280 LET 1$=INKEY$: I i#%="" THEN &GO TD
1280

1220 GO SUR blank

1200 IF (w=1 AND id$=1%) 0OR {x=320 AOND 1%=

tHr OR {y=1 AND ig=u$) UR {(y=1&< AND i b=

) O (1#%< 0% AND 1i$<>ds AND i$<>I¢ AND

1% td)Y THEM GO TO 1280

L3100 IF is==1l% THEN IF m$iy) (x—1)<2"0" 4

MDD mE () =120 AND m$ (y) () >12" THE

M LET w=u—1

1320 IF 1%=t% AND (mFiy) (u+1)<>"2" AND m

BAy) (+L) MY AND mE (y) ) B10") THEN

LET we=x+1

1330 IF is=d$ AND (m${(y+1){(x)<:"3" AND m

Fly+H1)y ()G AND mE (y) ()< 3"1") THEN

LET y=y+1

1340 IF i$=us THEN IF (m&{y-1) {graxmin

AND m®B (=10 ("2 MDD m$ (y) () <23 T

MENM LET y=y-—1

15350 LET wk=wk-1

1560 IF da< >0 THEN LET da=da+i

1370 LET su=su-—1

15380 PAFER 1: INE 73 PRIMT AT vil-1,x1+13

il 11 n
n

L3390 FRINT AT y—1,x+1ih%

1400 IF wm=x1 AND v=vl AND wk<>1 THEN EBEE
EF 1.0: GO SUB reset: GO TO 1470

1410 IF mE{y) (x)="a" AND da<>0 THEN LET
da=0r GO SUR blank: FPRINT AT 18,03 "You

nave arrived at a port so You Can now
get yvour ship repaired”: 60 TO 147
£

1420 IF m3l(y) {x2="4" THEN GD SUB blanlk:
GO TO 1470

1430 IF mp (y) {x)="3" THEN GO SUB namshi
i

1440 IF mFl{y) {x2="4" THEN GO SUB ship
1450 IF m$ly) (x)="7" THEN GO SUR trade
1460 IF mei{y) {x2="8" THEN GO SUBR hostil
s
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1470 LET sl=xz LET yimy

L4530 GO TO 1170

1490 REM instr subroutine

1500 LET p=0

1510 IF LEN r$=0 0OR LEN c$>rLEN % THERN

HETURN

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

s IF r$ip TO p+LlEN ce-1)=c% THEN RET

LR

1240 NEXT p

1550 LET p=0

1560 RETURM

1370 REM reef subroutine

13280 LET w=INT (Z*RND)

L3900 IF =415 THEN LET e$="rpef": GO T0O
1410

14600 LET e$="rock"

16410 GO SUER bBlank

1620 IF w=0Q THEN FRINT 47T 18, 0: "There i

s a "ie$i” ahead.Tuwn around”s GO T

g 1700

1630 FRINT AT 18,048 "You bhave run aground
on o a "fesi'. Are vou going to throw car

go andguns overboard.,or put out an an

chor to windward!"

1640 FORKE 23658,0: INPUT r$: LET cE="ove

roboard”: GO SUR instr: IF p<>0 THEN  LET
rée=cEy GO TO 1&70

1650 LET ce="anchor": BO SUB instr: IF p

£33 THEN LET r4$=c$: GO TO 14670

1660 BEEF 1,0 GO TO 14640

1670 IF r4$="overboard" THEN GO SUB bhlan
ke LET ca=ca-FN r{Z0): B0 7O 1700

LGB0 LET wa=INT (2%KRNMD): GO SUB blank: 1

FwZ=0 THEN FRINT AT 18,0 "You have bro
kan free without anysignificant damage':
GO TO 1700 |

16920 FRINT AT 18,05 "Your ship.the Golden
Hind,is holed.Retwn to dry land at
onceor it will sink":1: LET da=da+l

1700 RETURN
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1712 REM blank subroutine

1720 FAFER 7@ FRINT AT 18, 0isbictictiosd;
L7500 TNK O

1740 RETURMN

1750 FKEM namship subrouline

1760 GO SUBR blank

L7700 IF RANDXQ.S THEN FRINT AT 18,06 "You
aee a Spanish galleon, the Cacatuego.h

Feoyouw going ta attack 1t ar i1gnore
it Bl T 17RO

1780 FRINT AT 18,08 "You see a Spanish ga
lleon, the Esprito S5anto.Are yvou going
to attack 1t or igrnore it": GO TO 1720
L7w0 FOKE 23658, 0 INFUT r$: LET c$="att

ack"s GO SUR instr: IF p>d THENM LET r$

=ode 30 TO 1820

1800 LET cf="ignore': GI SUR 1tnsetrz IF p

= THEM LET r%=c%: GO TO 1820

1210 BEEF 1,0: GO 70O 1790

LEZ20 IF rE="attack" AND bad=0 THEN GO 4

U blamke FRINT AT 18,08 "You draw alongs
ide the galleon and then find you have

mo cannonballs left.so the Ypanish win
the battle and lesave vou to die: LET e

r=le GO TO 1840

1BE0 IF r$="attack" THEN GO SUR blank:

FIRINT AT 18,0:3"You fight a fierce battle
and finally take command of the €3

alleon and transfer its cargo to the ho
d of your ship'": LET ca=ca+FN (20 LE
T ba=ha-FMN r (20)

1840 RETURN

1850 REM ship subroutins

1840 GO S5UB blank

1870 PRINT AT 18,0:i"You sese a Spanish ga
Lleon.Are vow gring to attack it or ig
rnareit”

1880 POKE 23658,0: INFUT r$: LET cf='att
ack": G0 SUR inste:s IF pd>0 THEM LET %
=c%s GO TO 1910

1890 LET cH="ignore"s GO SUB instr: IF p
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=0 THEN  LET r$=c%: G0 TO 1210

1700 BEERP L.0r GO TO 1880

1710 IF ré$="ignore" THEN RETURNM

1520 G0 SUB blanik

1950 FRINT AT 18,0: "Are you going to fir

g cannons atthe galleon,or set fire to s

ome old ships and let them drift to-ward

% 1t.or sneak up % board it"

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

mont: B0 SUR instre IF pd>0 THEN LET 4

=®y WO TO 1980

1950 LET c%="set Ffire": G0 BUB instri IF
p«x THEN LET rs$=cg%: GO TO 1980

1960 LET c$="sneak": GO SUER instr: IF p<
A0 THEN  LET r$=c%: GO TO 1280

1970 BEER 1,0: GO TO 1940

1280 60 5UEB blarnk

1990 IF r$dx"cannon' THEN GO TO 2020

2000 IF RNDZ0O.5 THEN PRIMNT AT 18,0:5i"You

r ship gets holed amd some aofyvour crew a

re shot.Return to devliand at once'": LET

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

M r{1l0): GO0 TO 2020

2010 FRINT AT 19,00 "4s vour ship is asmal
Ler and lower than the galleon,vou

manage to put 1t out of action and

boatrd 1t": LET ca=ca+FN r{20): LET su=szsu
FEN - {20 : LET bamba+FN - (20)

w20 IF rddset fire” THEN GO TO 2060
250 GO SUR blank

2040 IF RNMDRD>0O.S THEN FRINT AT 182,035"The
wind changes direction and the burning
ships towards youwr  ship setting the m:
zren mast alight.Retwn Lo port at on
ces LET da=da+1l: GO TO 20480

2050 PRINT AT 18,05 "The burning ships dr
1tt towards the gallecn setting it aligh
L. The captain suwrenders and you tran
sfer his cargo to yvour hold": LET ca=ca+t
FM F(20): LET su=sut+FN r (20 : LET ba=ba+
FMN - {20): GO TO 2040 :
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2040 IF r$d<x"sneak” THEN GO TO 2100
2070 GO SUR blank '

2080 IF REND>O.S THEM  FRINT AT 18,08 "The
v osee yvou approaching and opeEn fire, s
hootimg some of vows crew and damaging v
o ship. Return to port at once's LE
T ba=ba-FN r{20): LET da=da+l: LET cr=cr
e (10 GO TO 2100

2090 FPRINT AT 18,08 "They assume you ares
Hpanish as English ships have never bae
I this {far bhefore.so yvou board thegall
eon and capture ity LET ca=catFN (200
LET su=au+FN (200 LET bas=ba+FhN ¢ {(Z20)
2100 RETURN

2110 REM trade subroutine

D120 GO SUBR blank: FRINT AT 18, 0: "You bu
v cloves cheaply fram the islanders": LE
T ca=ca+FN r{20): LET sussu+tFN + (20)
21350 RETURN

2140 REM hostile subrouwtine

2130 60 SUB blank: PRINT AT 18,035 "Hostil
g islanders pelt you with stones killing
some of your crew':s LET cr=cr-FN r {20)
21460 RETURN

2170 REM i1sert subroutine

2180 IF is<3>10 THEN LET mEly) (x)=bBTR% 1
su G0 TO 2200

2190 LET m$iy) {(x2="a"

L2000 RETURN

2210 STOP

2550 FREM title subroutine

2560 CLE

2E70 FOR i=1 TO 93 PRINT @ MEXT 1

EoB0 FRINT M FRANCIS DRAEE": PRI
MT « PRINT " Adventure Game"
2590 FOR i=1 TO 8: PFRINT 3 MNEXT i

2600 INE & FRINT "  Copyright 7 G.ludin
ski 19283"3

2610 FOR i1=1 TO 33 RANDOMIZE USRKR 25294

MNEXT 1



2&A0
2HET70
26580
2HY0
2700
2710
2780

RETURN

REM sea subroutins
RESTORE

FOR 1i=3232946 TO 23318
READ ax FOKE i1.a
MEXT 1

RETURN

8b



WIRE MAZE

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

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

How to play

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

Control buttons are:

Red 1
Yellow 2
White 3

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

You continue for the arms, legs.

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

Programming hints

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

Program

10 REM wire maze
20 REM copyright (o) G.ludinshki 1982



88

SDIM w3
40 DIM (35D
D0 DIM w3
&0 DIM p%{10)
70 DIM as{l1d)
7o FAFER 7
g0 CLES

PO REM

100 REM draw roabot

110 REM

150 LET a=70: LET b=T50: LET =120 LET

d=125 GO SUR &8O

146 LET a=0= LET b=R00: LET ¢=273: LET
d=3%5: (G0 LHUR &BO
A%0 LET a=0: LET b=3F0: LET c=30: LET d
=150 G0 GUR &80

140 LET a=240: LET b=3550: LET c=3%9: LET

g=15012 G LUR &8O

170 LET a=7%: LET b=3%80: LET c=125: LET

=1 D0 GO SUR &BO

180 LET a=75: LET bB=200: LET c=1%5: LET

=150 GO SUR &8O

190 LET a=3%: LET b=130: LET cw=200s LET

cl=35e GO SUR &80

200 INKE 23 PAFER 7

220 REM decide which controls connect t
o which parts

=ED REHM

240 FOR i=1 TO =

250 LET w{i)=INT {(RMD#®I+1)

DGO IF {i=2 AND wiil)=w(l)) 0OR {i=3 AND
(Wwlid)=wi{2) OR wiid=w{l1))) THEN GO TQ 23
1

270 NEXT i1

SEO REM

2R REM draw wires

SO0 REM

TR0 LET =2 {(1)=3008 LET vw(1)=4600ys FLOT 40
100 DRAW 2 (1) /85-40,yv (1} /6-100

EEOD LET » (20=3200: LET vy (2)=400: PFPLOT 27
=75, 400 /b DRAW = (2) /8-275/5,y(2) /6-400/7
&
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FA0 LET x3)=300: LLET w{I2)=300: FLOT 40
S50r DRAW 3 (3) /5-40,y (3) /&-50

F50 LET wls=ls LET yvi=l

IE0 FOR i=1 TO &

400 LET stl=sxgl#-1s LET wl=vyl#®-1s LET e

w1l LET ys=yl

410 FLOT uidy/T.yi1)/76

4% FOR =1 T4 100

A0 [WJET dy=wedINT (RND®#Z0+107

a0 IF (e (L) +du) <300 0OF (o (d ) +adwd 1200
THERM LET ds=-—-wge G0 T 4350

A%50 LET Wi )= (1) 4ol

460 LET dy=ys*INT (RND*ZO+10)

470 IF (Cy{id+dydy <80 OR (v (i) +dy) 2960)

THEM LET yes=-yass GO TO 4450

A80 LET wiii=y {1 )ty

4%0 DRA&W de/3,dy /b

2S00 MEXT i

210 REM

Set REM diraw buttons

Snty REM

A0 LET a=p{i): LET b=y {1}z LET c=Z0: L

ET d=10z2 GO SUR &H80: LET a=w (i)+3s LET b

.-Iu

vi0iy+10: LET cw=10: LET d=10: GO SUR &80

S0 RRINT AT INT ((1OZ3E—y (1)) /46~1) , INT
( (1) /613w ii )

S&H0 MEXT 1

D70 KEM

HAD REM write questions

HED0 REM

&Hé( FOR is=1 TD 3z GO Suk 7320 NEXT i

&70 GO TO 8350

HE) REM block sub

&90 LET a=m=a/SD: LET b=b/é: LET c=c/52 LE
= /&

700 FLOT a.b: DRAW c,O: DRAW O,d: DRAKW

s DRAW O, —d

720 RETURN

T30 REM guesstion sub

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

750 IF i=02 THEN LET p#s="ARM "
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Féy IF d=3 THEN LET ps="LEG "
FTOOPRINT AT Z,0ip$i " =5 INE ©1a FRINT
Pl Mi s INE Z: FRINMT "2"i3« IME S FRINT ¢

=it B
i L3

g0 FRINT a7 4,08 " e FRINMT M

70 LET t=1

SO0 INPFUT adb: IF af{(1Y<"1" AMD a®{li<>
NROAND a$ (1) FnEY THERN  FRINT AT 4,08 "N
mGtar GO TO QOO0

Sl IF VAl (af)=wi{i) THEN PFRINT AT 4,0
P tves "a GO TO B40

a0 FRINT AT 4,03 "NoL.try again': 1IF £=]
THEN LET t=2: GO TO 00

BEO IF t=2 THEM PFRINT AT 4,08 "answer =
" iwlids " -

BEL PAUSE 400

40 RETURM



PATTERN PAIRS

T - =
.L.rmzw. i
| I'I.i L

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

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

How to play

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

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

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

Programming hints

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

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

Program

10 REM pattern pairs

20 REM copyright 7 G.ludinzki 19835

a0 BORDER 7: PAPER 73 INK O

40 LET testcard=&40

=0 DEF FN r({x)=INT (RMD#z+1)

A0 DEF EN wO)=INT ((&O52&6%*FERK 23674+
SLEFERK 2O473+FPEER EIE72) /50D

70 DEF FN 1 {(m,n)={(m+n+AES (m—n))/ 2

a0 DEF FN O =FM L(FN w{),FN Q)]

20 DIM ci2,9Y: DIM g(l16?

100 POKE 23562, 255

110 LET nu=0: LET cr=0Q

120 LET ti=FN t O

120 CLLS

140 LET nu=nu+l

150 LET pt=l

160 REM
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170 REM draw televisions

180 REM

120 LET w=3ér ILET h=27: FOR w=138 TO 54
BTER 40 FOR x=10 T 255 STEF 88

200 FPLOT x,ws: DRAW w+10C, 0: DRAW O,h2 DR
Al ~w—10,0: DRAW O, —h

210 FPLAOT »+5, v+3: DRAW w—10-8,0: DRAW O
«N—1Gy DRAW —w+l1B,0: DPRAW O, ~h+10

L0 FLOT s,ye: DRAW -5,%:s DRAW O,h: DRAW
Oy ot DRAW ~3,5: DRAW w+10,0¢ DRAW 3, -5
S50 NEXT

240 MNEXT v

FEQ REM

il REM generate testcards

270 BREM

waQ LET wil=FN r (2}

20 LET wie=FpMN (%) IF wi=wl THENM GO T
1 280

SO0 LET wE=STH$ Wwl+5TR% w3

210 LET vw#$=8TR% wIZ+S5TRE wl

Sl LET rd=INT (RND*47+11)

ey REM

240 REM draw testcards

ot REM

S260 G0 sUBR testcard

S0 REM

280 REM guestion

Z20 REM :

A0 IMED Or FRINT AT 1é&,0:8" Whioch tw
o are the same"

4L LET rE=""r LET i=03 LET 1ig=0

420 1IF INEKEY#$<>"" THEN GO TO 420

450 LET i$=INEEY®: IF (is="" (OR i1%s"1"
QR 1H62x"2") AND 12200 THEM LET i=i+l: GO
TO 4320

440 FRINT 1i%;

450 IF i1c=0 THENM LET ie=ic+lz: LET rE=r
d#+i%: GO TO 420

A&LD LET ri=r$+1 %

470 IF r$=wd OR r$=vF THEN PFRINT : FRI
MT "Yes,vyvou are right": RBEEF 2,12: LET «
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mpmpe+1le GO TO 490

A FRINT @ FRINT "No,"siwli" and "jw2: "
are the same": BEEF [,35: BEEF .5,4

490 FRINT 2 FRINT "Do vou want more (Y/
<3 "

0 ITNFUT %

W1l IF p&d 2" AND e "N THEN GO TO
1Z0

S20 RENM

g REM score sheetl

540 REM

sty GG

260 FRINT TAR 105 "Fattern pairs!

w70 FOR d=1 TO 7=z PRINT @ NEXT i

Get) FRINT ¢ PRINT "Tests completed = "j
FLL

w0 LLET tom=Fh t()-—-t1

GO0 FRINT @ PRINMT "Tests courrect = “"ior
HLO FPRINT 2 FRINT "Time taken = "§bLtmi"
seconds ™

a0 IF cra 0 THEM  FRINT 2 FPRINT "Time
per test = "3 INT (tm/cr )" seconds”

A&X0 G0 TO 800

&40 REM tesiticard subroutine

HS0 FOR g=5 TO 18 B8TEF 5

GEO FOR k=2 TO 322 STEF 11

H70 FRINT AT g-l,kipt: INE 2 PAPER S:
FRIMNT AT g-2, k+&58 "7Y

680 LET ce=pt+rd: LET gs=pt: IF pt=wl 0
F pt=w2 THEN LET cs=rd: LET ge=0

H&Y0 FOR t=] TO 2

Za0 FOR b=0 TO =

710 LET cg=cg+l: [F cerxbds THEN O LET e
il

720 LET gs=gs+l: IF gsxlé THEN LET gs=
1

30 INME VAL ((STR% cs) (1)) FAPER VAL |
(S5TR$ cs) (D)) FRINT AT g-t—-1,k+bhiCHR$ (
127 4+gs)

740 NEXT b



700 NEXT t
7650 INE O
770 NEXT k
FE0 NEXT g
TEO RETURN
SO0 REM ernd

FAFER

7

LET plt=pt+l
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WESTERN ADVENTURE
GAME
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1

Your rough, tough and ready desperado colleagues have
fled into the scrubland, dropping their guns and the loot.

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

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

How to play

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

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

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

Key in ‘shoot’ or ‘bribe’ then press the ENTER key.
Should you run out of bullets I'm afraid that a lynching is

your fate, as the posse were playing poker when you
robbed the bank, and the Sheriff had a Royal Flush.

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

Programming hints

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

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

Remember that

bu is number of bullets

mo is money

x is the random amount to increase/
decrease

Program

10 REM Western adventure game

20 REM copvright 7 G.ludinski 1983

20 BORDER &:@: FAFPER &2 INE O

40 LET x0=23: LET yO=17

S0 ILET blanmk=710: LET posse=S10: LET b
ullets=4610: LET money=&&60: LET gunshot=7
Ay

A0 LET g#=""2 FOR 1=1 TO %&: LET s$=sd
= M NEXT 1

70 FOKE 23D5462.235: REM switch off auto
matic key repeatl

80 CLS

7 REM

100 REM cactus and horse

110 REM

120 FOR n=1 TO Z: READ p%

130 FOR =0 70 7

140 READ a: POKE USK pHs+f,a

150 NEXT +

140 MNEXT n

170 DATA "a",BIN 11011011,RIN 11011011,
BIN 11011611q255.2554BIM DOO11000, BIN QO
11000, BIN CGOO11000

180 DATA "h",0,0,BIN O1100000,HIN OL110
QOOL,BIN 01011111, BIN 00011111, BHIN 000100
oLl.BIN QO01000]1
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190 INK 4: FOR i=1 TO 190: PRINT CHR% 1
443" Mg MEXT i

200 INE O FRINT AT 1,1:0HR$ 145

210 REM

220 REM gunshot noise

230 REM

=40 60 SUR gunshot

230 REM

260 REM draw bank

B0 REM

280 FAFPER 2@ INE 7: FPRINT AT 15,273"

Ya FRINT AT 16,275 "BANK": PRINT AT 17,2
7i" " PAFER &: IMNK O

BP0 REM

00 REM

Z10 LET bu=%: LET mo=5: LET di=1

220 G0 SUR blank: FRINT AT 12,08dis") M
oney = "imoi" Bullets = "ijhu

JEQOIF bua=02 THEM RANDOMIZE UBR 323003
FRINT "You gel shobt.Youw have travelled
"3dis" yds.": GO TO 780

S40 IF »Q=1 AND yO=1 THEN GO TO 780
ey LET w=INT (RMD*ES+2)

260 LET ts=INKEY$: IF t#$="" THEN GO TO
E60

270 IF CODE t%53% OR CODE t$:54 THEN R
EEFP 1,0: GO TO 360

FHEOOTIF te="5" AND xOQ< >0 THEN LET xO=x0
w.i

390 IF t%="8" AND xOCx31 THEN LET xO=y
O+

400 IF tH="&" AND yO{x17 THEN LET yO=y
O+1

410 IF te="7" AND yO<>0 THENM LET yO=yi)
mer, )

420 FRINT AT yO, x5 " 7S

470 LET di=di+]

440 LET w=INT (RMD¥4+1)

450 IME O

460 IF w=1 THEN GO SUBR posse

470 IF w=2 THEN GO SUR bullets
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4690 IF w=D THEN GO SUR money

490 GO TO 320

D REM

=10 REM possg subroutineg

o0 FRINT AT 20,03 "You mest one of the
sherilif+7 s posse. Do you shoot or bribe

S0 IMFUT 1%

540 IF i$<>»"shoot” ANMD 1% :"hribe™ AND
G »UEHOOT" AMD i%< >"ERIBE" THEN BREF 1
L GO TO SIG

o0 IF (ig=""hribe" 0OR 1$="ERIBE") AND m
go=0 THEMN EBEEF 1,0: GO T0O 530

&0 IF i%="choot" QR i$="SHO0T" THEN R
SGNDOMIZE USR 32200: LET bu=bu—x

=70 IF i$="bribe" OR i$="BRIBE" THEN L
ET mo=mo—H

=500 IF bucQ THEM LET bu=Q

=G0 IF mod<0 THEN LET mo=Q

HOO RETURN

810 REM bullets subrouting

LH20 PRINT AT 20,03"You find "ixi" bulle
ts that vour garng has left behind-—-ENT
ER

T LET bus=bu-y

&HA4O0 INFUT %

H50 RETURN

660 REM money subroutine

A70 PRINT AT 20,0:"Yow +ind "ixni" bags
af money that your gang have left bebhi
nd-ENTER"

&HBO LET mo=mo+x

AP0 INFUT t&

700 RETURN

710 REM blank subroutine

720 PRINT AT 192,05 s%i

730 RETURN

740 REM gunshot neise subroutine
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7h0 FOR 1=F32Z200 T0O 32318: READ a: FOEL
1.as NEXT i

7 RETURM
770 DATA 335

3 L | [ e -
{E.] |

n sy P u —“:.:';!' 1?55 1“,3: i

S 1D, A 126,246, 14,211,285
g 0, 24, 1 é
780 FEEM end

] d:;-‘-q“:]‘ "



FRACTION CAR CHASE

guess oo, = 9

-

l‘ &7 B
i
!

i quess the fraction

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

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

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

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

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

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

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

Programming hints

To make the game easier, reduce the range of fractions
allowed. This is done by reducing the tens in line 25b. To
make it more difficult you may increase these numbersto
maximum values of 99 each.

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

300.

Progam

10 REM car chase
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e REM Y
S0 DEF OFN dé{is,mi=1i%{ T n)
40 DEF FN ef(id,n)=1i%{n TO )
50 FAFER &3 CLS : GO TO 130
&0 DEF FN b (nd.n.a)=ndin TO a)
70 LET tf=0Q
20 FOR 1=0 TO 7
QO LET tf=tfx{21r=*VaL FN b${n$,8-1,1)
100 NEXT 1
110 IF t=1 THEN GO TO 120
130 FOR m=0 TO 7: READ r: PFPOEE UBR "p"+
My
140 NEXT m
145 DATA 0,0,126, 46, 255,255, 255, &6
150 FAFER &1 INK O: CLE 1 LET max=10: L
ET min=0: LET a$="7"; LET mE="0": LET %
st e L ET wS="1"s LET z®H=" "
160 REM draw arch
170 REM
190 IMK 4: LET u=47: FOR y=47 TO 139: L
ET r=40
200 PLOT x,.v: DRAW r,0: NEXT yr IF y=135
7 THEN GO TO 210
210 LET x=183%: FOR v=47 T0O 189z LET r=4
()
220 PLOT m,y: DRAW r,08 NEXT yi IF y=13
2 THEN GO TO 230
270 LET »=87: FOR y=127 TO 159 LET r=9%
{2
240 FPLOT M,v: DRAW r,0: NEXT ye: IF y=13
T OTHEN GO T 230
250 REM think of a fraction
sme | BT f=INT (RND#*%)+1: LET g=INT (RND
#9) +1
240 GO SUB 820
270 IF f/grl OR F/g=INT ({/g) OR g/f=IN
T (g/f)y THEN GO TO Z55
280 IF g<f THENM LET h=g: LET g=Ffz LET
+=h
290 FAPER &: INKE O PRINT AT 15, 1b6ia®
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Z00 FOR t=1 TG <
F10 REM @ PAFPER &: INE 1: FPRINT AT 17,0
s TRE Q0
TEQO PRINT PAFER &3 INE OQ3AT 21,05 "Gues
=z the fraction. Use / "

AE0 OINFUT id%: IF 1$="" THEN GO TO 330

=40 REM check entry

245 IF LEN i$<x3 THEN G0 TG 400

250 FOR i=1 T0 3=

EH0 LET c®=FN b${i%,1,1)

370 IF i=2 AMD c%<>x"/" THEN GO TO 400

A7S OIF (i=1 OR i=3) AND (CODE c%<49 0OR
CODE c$xm7 )y THEM GO TO 400

280 NEXT i

F0 LET k$=FN d#& (i, 1)1 LET d$=FN ed{ib
e GO TO 420

400 BEEF .3,10: BEEF .5,235: BEEF 7,.4:
FRINT AT 21,03 "ERROR, WROMNG FORMAT USE
"ashv"t" "y FAUSE 100: 60 TO E20

420 REM

4750 REM display fraction between arch

440 REM

450 IMKE Oz PRINT AT 8, 1&ik$: FRINMT AT ¢
L1 e AT 10, 165d%

A&HC INE Qr PRINT  FAFER &5 INE LiAT G, 1
21 VGuess it

470 IF k$=5TR% (f) AND de=8TR$ (g) THEN

FERINT  INK O3 FPAPER &3AT 1,108"That’s
Fight”s GO SUR 720: GO TO &00

420 LET v=VaL (i%)

S10 IF waf/g THEN FRINT FAFER &f INKE
11AT 1,128 "Too small": LET p$=a%: LET o%
= My [ET wu$%=" ": GO SUR 790

520 IF vrf/g THEN FRINT FAFER &3 INEK
15AT 1,125"Toa big ": LET p$=" ": LET o
=t " LFT us=ak: GO SUR 790

S5m0 IF vimax AND virf/qg THEN LET man=wv:z

LET u$=ks$: LET z#=d$: GO T4 570

=S40 IF wirminm AND v<f/g THEN LET min=wv:

LET mbé=k$: LET b#=d$
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GBEO OINE Q¢ FAFER 43 FPRINT AT 11,88" "ié&
T 11.8im$

&0 FRINT AT 12, 73"——"5iAT 13,8ib%: O
T &350

570 PRINMT  FAFPER 43 INE O8AT 11,255x%
=mEO FRINT - FAFER 45 INE ORGT 12,23458"——-
"RAT 15,2551z

70 GO0 TO &350

A00 PRINT INE ©Of FAFER &8AT Z0,0iTAR 3
2y PRINMNT AT 21,058 "You escaped — Fhew!

"r GO TO FOO

Glo INFUT "Another guess? Y/N"ir$

HR0 IF rd="n" AND r$="N" THEN GO TG &89
)

S0 NEXT t

&Ho REM

HHD REM end of guesses

&70 REM

ABO PRINT  INE 53 FAFER L1AT 20,08 TAR 3
e PRINT AT 21,03 "The juggernaut closes
i
HP0 FPRINT "The fraction is  "s+st'/Migi”

700 INFUT '"Do vou want more™ Y/N"ir#
710 IF vr&<="n" AND r$<="N" THEN GO TO
1 A

J20 L TO 870

7E0O BTOR

720 REM car

00 PRINT  INE &3 FAFER 43AT 1Z52,8ip#k: F
RINT FAFER 63AT 135, 1650%i: PRINT  INKE &
o FAPER 43 AT 19,2958u%

H10 RETURN

8520 REM reduce

HE0 FOR i1=2 TO @

840 IF $£/7i=INT (£/1i) AND g/i=INT (g/1i)
THEN LET $=+4/13: LET g=g/is: 0O TO 840
B850 NEXT 1

860 RETURN

870 STOF



BAR CHARTER

68
?Hor'gag. lﬁ‘ Gas E|ec. Ph!ne Car Miso.

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

of printing out the bar chart on your printer or saving as
SCREENS.

How to use it

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

Program

10 REM

20 REM 7

=0 REM

40 BORDER &: FAFER 62 INK 1z CLS

42 DIM Y(32): DIM AS(31)

4% LET X=1é: FOR F=1 TO 19z LET YA{F)=0
MEXT F

=0 REM

&0 REM INFUT LABELS

70 REM

g0 INFUT "WHAT ARE THE LARELSY

!l;ﬁﬂ;

100 FRINT AT 20,1:A%
112 FRINT AT 21,Xs""
115 FOR F=0 TO 19: PRINT AT F,03"-"s NE
XT F

120 REM KEY IN DATA

120 REM

135 FAUSE 25

140 LET B3=IMEEY$: IF Bée="" THEMN GO TO
140

150 IF CODE B$=53 0OR CODE B#=346 THEN O
(3 SUR S00: GO TO 120

160 IF CODE B4« X585 THEN GO TO 180

165 LET Y=Y (X)+1: IF Y(X)>»19 THEN L
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ET Y{(X)=¥Y(X)=1s FRINT AT 21.0i OVER 1;"C
OLUMN TOO HIGH ": PAUSE 90: PAUSE 10: GO
TO 120

170 GO SUBR &0 GO TO 120

180 IF CODE B$<>54 THEN GO 70 210

190 LET Y(X)=¥Y(X)—1: IF Y{X)<O THEN LE
T ¥Y{Xy=¥Y{X)+1: GO TO 120

200 G0 SuUbR &00r GO TO 120

w10 IF QODRE B$s=90 THEN COFY : GO TO 11X
{]

220 IF CODE B$=7% THEN GO S5UR 700: GO
T 120

230 IF CODRDE B$=75 THEN INFUT "INFUT K&
MEs "1 0% GAVE CHBCREENEG @ GO TO 120

240 GO T 120

497 REM

498 REM MOVE ARROW

497 REM

=00 IF CODE R$=53 AND X=1 THEM RETURN
=10 [F CODE BE$=54 AMD X=31 THEN RETURN
=0 TF CORE B$=53 THEM LET X=x-1

=0 IF CODRE B4=54 THEN  LET X=X-+1

5S40 FRINT AT 21,08 ..

=en PRIMT AT 21, X: FLASH 1377

mEE PAUSE 10 FAUBE 10

S60 RETURN

&HD0 REM

510 REM DRAW COLUMN

&Z20 REM

£FZ0 FOR F=19 TO 20-Y(X) STEF -1z PFRINT
AT FaXs"?"s NEXT F

&H40 FOR F={19=Y (X)) TO © STEF —-1: FRINT
AT F,Xs8" "z NEXT F: RETURN

H50 PRIMT AT E, X5 "LY

H&E0 NEXT E

&70 RETURN

700 REM

710 REM GIVE COLUMN HEIGHT

70 REM
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7RO FRINT AT 21,05 "HEIGHT 0OF """ia% (X) s
1oy ”:“;Y(X);" UNITS {HI'T'-HHC!IH}II:
740 FPAUSE Ox RETURNMN
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This is a brainteaser you have probably come across in
puzzle magazines, but that doesn’t make it any easier.

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

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

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

Programming hints

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

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

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



Program

10
20
S0
a3
it
&)
70

REM
REM
LS
DIM
DIM
DIM
LET
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WORD SEARCH
CORPYRIGHT (C) G.LUDINSEI 1983

Le(24,18): DIM CH(20, 14)
E$(Q0): DIM D% (4)

Fe (202

W= "F I SHMEATCAKESQUFFEASSALTCHO

FOORNWINEBEERL IMERRANBEANVEALROLLHARKEF TE
EROCESFAMMAL TROLLMINTLAMEFOREBEEFTARTCAN
ENUTESETUNARICESARISAGOLOAFGAMEHERBFEARMI L.
ELARDUHIFSTENOATSFATESAGEMACECRABMASHT L.
AFITHRFEELSOYALEERDUCKEDILLYGLEBRALMEUETSOD

o
g0
G0
100
1140
130
130
140
1&0
1&0
170
180
170
200
210

220

LET R=INT

230

LET C=INT

LET
RE
REM
REM
LS
LET
FOR
FOR
BT
LET

F&E(1)=CHR$ (240)

GENERATE LETTERS

Eg="0; LET CR=0
I=1 TO 14

J=1 TO 20

L (J, T)="

C# (J, I)=CHRS (O)

MEXT J
NEAT 1

~OR
LET
LET

LET

I=1 TO 20

De=INT (RMND*Z+1)

R=INT (RND*10Q+1): IF D=2 THEN
(RMND*14-4+1)

C=INT {(RND#1&+1): IF D=1 THEN
(END*20+1)

240 LET ID=4#INT (RMND*37)+1

250 FOR =0 TO I-1:z IF ID=CODE (F®(Q+1)
) THEN &GO TO 240

260 NEXT @O

270 LET P& (I)=CHR% (ID)

280 LET D#&=WH(ID TO ID+3)

290 IF D=1 AMD L&(C,FRy=" " AND L%(LC,R+l
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y= " AND L& (C,R+2)y=" " AND L#%{(C,R+3)="
OTHEN  FOR K= TO Zr LET LS (0, Kk =Dd (|
+1)e LET CH(CoR+E)=CHR% (1): NEXT K: GO
T 550

LS00 IF D=2 AND L$dC,REy=" " 4OND L& {(C+1,.RK
y=" AND LS (C+Z,R)=" " AND L$(C+3E,R)="
"OTHEN  FOR FE=Q TO Z: LET L% (C+k, R)=D% (K
+1)2 LET CH(C+E,R)=CHR% (I): NEXT kK: GO
TO 3IZ0

Sl IF D=3 AND L$(C,R)=" " AND L$B{C+1,M
+1)=" " AND LB{(C+2,R+2)=" " AND L% (C+3%,R
+Zy=" " THEN FOR E=0 TO Z: LET L$ (4K, R
) =DE% (1) 0 LET O (O, R+ =CHR% (I)z M
EXT ks GO TO 33

S0 60 TO 210

20 LET E3(I#4-3 TO I+*4)=D%

Z40 NEXT I

50 REM

A0 REM DISFLAY LETTERS

270 FEM

80 FOR I=I TO 14

T90 FOR J=1 TO 20

400 IF LedJ, I»=" " THEN PFRINT AT I,Jd:5C
Mg (65+INT (RMD*2&)) 5 GO TO 420

410 FPRINT AT I,.J:L${J,1)35

420 NEXT J

A50 NEXT I

440 REM

450 REM CHECE ANSWER

440 REZM

A70 FOR N=1 TO 24

480 FRINT &T 19,05 "WHAT FOOD AND DRIME
WORDS CAN YOU FIND"

SO0 INFUT I$

G505 FRINT AT 19,053 "

=10 IF Is="NEXT" THEN GO T0O 120

=20 FOR M=1 TO 77 STEF 4

=0 IR I xESM TO M+3) THENM GO TO 610
540 PRINT AT 10,23 "CORRECT"1AT 12,2951
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L.ET CR=CR+1: PRINT AT 5,233 "SCORE: "3

-

$|r
L

A

TI..-:: T

mm0 FOR I=1 TO 14

aE0 FOR O J=1 T0O 20

70 IF CH4d,I1y=CHR$% ((M+3)/4) THEN PRI
MT AT I,J8" "3

w0 NEXT J

S0 NEXT I

595 LET E$(M TO M+3I)y=" 2

&HOO GO TO &30

&H10 MNMEXT M

G20 PRINT AT 16,233 "WRONG "i1AT 12,283 "

25 GO TO 480

H30 MEXT N

&a40 5TOR

i



DECISIVE HERO

ldershot
racknell
amherley
orking
ghan
arnhan
uildford
enley

A
B
c
P
E
F
L
H

e N W WS WA
B~ 2 N 3R W eW
N N M= A kW

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

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

How to play

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

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

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

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

Skill rating

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

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

If you wish to increase the time allowed to guess the

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

Program

10 REM Decisive hero

20 REM Copyright 7 O.luadinski 1983

IO DIM a% (3,12 DIM <12z DIM y (12D
DIM n{3,8Y: DIM «(Byz DIM t%(8,10): DIM
t(8): DIM wiGd)

40 PFOKE 232639,0

=0 LET shapes=1190: LET train=840: LET
smoke=810: LET 1ig=10350

&O CLS

7O LET =%="

80 REHM

20 REM store town names and trin shape
Lo FRER

110 G0 SUR shapes

120 FOR i=1 TO 8: READ tH(id:z NEXT i
150 LET ag{i)=" 227 277 "+CHR% 1&0+0CHRS
1&,24_"?“

140 LET as{2)=" 227 277 "+CHR$ 144+0CHRS
147+"720

150 LET as (Z)y=" 29272700700

160 REM

170 REM store positions of smoke

180 REM

190 FOR 1=1 TO =
200 LET 2w (i)=12-1
210 LET y(i)=2-1
220 NEXT 1
230 FOR i=3 TO 12

240 LET w(i)=2
2590 LET »{(i1)=13-1

260 NEXT i
D70 LET te=0: LET er=0:1 LET cr=Q



280
290
B0
210
ety
D30

S48
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EERA]

REM the action starts here

Fei=iv

1.5

LET te=te+]

REM

RiM store lists of numbers and thei

" SUMm

S50
RTSLR
370
LTS
S0
A
410
420
470
440
B 536

list

450
470
483y
490

M

FOR k=1 70 7z LET & (k)=0: NEXT
FOR i=1 T0 8

FOR 1i=1 TO 3

LET i, 3)=INT {(RND%9+1)

LET s(i)=ag{i)+n{i, j)

MEXT i

NEXT 4

FOR i=1 TO 8: LET td{iY=iz NEXT i
R

REM bubble sort of the sums of each

REM

FOR 3=1 TG 7

FOR i=1 TO 7

TF s(i)<s(i+1) THEN LET tp=si{i): L

ET s(i)=s(i+l): LET sli+l)=tps LET tp=t(

-
S00
il R
T
o
S50
e
o

LET tlid)=t(i+1)z LET t(i+1)=tp

MEXT 1

MEXT

REM

REM check for any duplicates

REM

LET twn=3: FOR i=4 TO 8

IF a(i)=g(1) 0OR s{il=s(2) OR s(i)=5

(3 THEN LET twn==i

70
=80
S70
&OD
610
NT =

MEXT i

REM

REM display problem
REM

FRINT =« FRINT 2 PRINT z FRINT ¢ PRI
FRINT
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&0
It e, o

T AT
&HA0
&SI

2 TO
L&)
&7T0
GEQ
LD
00
710

20

FRINT
TME & FRINT #22ga IME Q= BRINT " "
FRIMT « FRINT » PRINT

FOR ji=1 70 &

FRINMT e&8{ T0O &)ats(3) (1ys" "its{3){
);u u;

FOR 1=1 TO 3

FPRIMT STR% (n{i,3r)s" "j

NEXT i

FRIMT

MEXT

FRINT

LET cril=0: LET iw=0: LET w{il)=0D: LE

T w(2)=0y LET w(3)=0

7350
740
750
£
760
or e
270
FACIN
750
300
8510
e pa
8350
240
as0

=
ud

B&0
870
H80
890
GO0
{wil)
>CHR$
ix=1i
T 9
210
Q20

FRINT AT 9,01: G0 SUE train
REEF 2,-4: BEEF 1,-10
FOR h=1 TO 10: LET z#=INEEY$: NEXT

FERINT AT 21,048 "Fress o to continue
to end”: INFUT o%
IF c#="c® THENM GO TO 510

GO SUE ig
50 TO 1450
REM

FREM smokse subroutine

FRINT AT y{i),x{i)+1iCHRS 14%;
RETURN

REM train subroutine

BEEF 0.5,3&56.3: BEEP 0,0: BEEF 1,346,

FOR 1=1 TO 18

LET i4%=INFKEYS

IF is="" THEN G0 TO 230

FOR j=1 TO twn

IE is=CHR$ (2&+L{(3)) AND i%$< 2OCHR%

+94) AND i$s OHRS (Re+w(2)) AMD 1%
{(PhH+w (3)) THEN LET criscri+il: LET

w+ls: LET wi(ix)=t{(j): BEEF .2Z,13: GO

20

NEXT 3

LET asr=er+l
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0 OIF cri=3% THEM LET cr=cr-+1: GO TO 1
RS
P40 IME 1: FRINT AT ZT,13ab(1) AT 4,15a%
(2):AT S, 15a%(l)
QB0 LET i==ls INE Q: GO 5UB soolke
60 FOR i=2 TO =
70 INE 0w G0 SUR smoke
80 LET i=i-1= IpNK 7: GO SUR smoke
220 LET i=i+1l: INK D= GO SUR smoke
1000 MEXT 1
1010 LET i=i-1z INK 7: (B0 S5UEB smolker INE
]
1020 NEXT 1
1030 BEEF 9.95,%34.5: BEEF 0,9: BEEF 1,736.

o
.

1040 RETURN

1050 REM I0Q subroutine

1060 CLLS

1070 FRINT @ FRINT "NMumber of tests comp
leted = "ite

1080 FRINT = FRIMT "Number of tests corr
ect = "ior

1090 PRINMNT 3 PRIMT "Number of incaorrect
answers = Nier

1100 LET sc=INT {{{er*2)+{{(te-cr)*10Q)) /L
el

1110 PRINT

1120 IF se<8 THEN FPRINT "This is classe
d as SUFERIOR (upper 107%)": GO TO 11
o)

1130 IF sca7 THENM PRINT "This is classe
d as GBOOD (upper 30 ": GO TO 1150

1140 IF sc<® THEN FRINT "This classed a
s FAIR (upper &042"

1150 IF sc=0 THEN LET iqu=150: GO TO 11
70

1160 LET iqu=INT (760/sc): IF iguxldo TH
EN  LET 1igu=130

1170 PRINT @ PFPRINT "Your I.6G. level {(dec
isiveness) ="ilqguw
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1180 RETURN

1190 REM shapes subroutine

1200 RESTORE

1210 REM DATA 255,129,129, 129,129,129, 1
29, 255

1220 LET en=RIN QlO000010: LET gn=BEBIN 111
111t1: LET el=RIN QOO0O0L100: LET eZ=RIN [
Q110000

12320 DATA D, 2,an,gn.el,el,el, el

1240 FOR i=0 TOQ 7

1250 READ row: FOEE USSR "E"+i,row

12460 NMEXT i

1270 DATA el,el.el, el gn,gn,gn,gn

1280 FOR i=0 TO 7

1290 READ row: FOKE USSR "A"+1,row

1200 NEXT 1

1310 RDATA Q,0,BIN 11110000, BIN 11110000,
Bl e, e, 2

1320 FOR 1=0 T0 7

13320 READ row: FOFE USR "S"+1i.row

1340 NEXT i

1350 DATA el,el.ed.ed . gri.gn,gr, gn

1260 FOR i=0 TO 7

1370 READ row: FOEE USK "D"+i, row

L3280 MNEXT 1

1370 DATA EBIN 011131110,gn.gn.gn,.gn,.on, g
rn,BIN 01111110

1400 FOR 1i=0 TOQ 7

1410 READ row: PORE USE "FV+i,row

1420 NEXT i

1430 RETURN

1440 DATA "Aldershot ", "Bracknell ","Cam
herley ", "Dorking ", "Egham e MFarn
ham "LUGul ldford ", "Henley "

1450 REM &nd



WHO DUNNIT

> murder =

Dl 1 ' M~ O1d
" 4

Lager‘. Mr- S now
u

Looking through the window you see him standing in his
study. Then you hear a gun shot and he falls to the
ground. You walk into the house and go into his study.

There are four men there. You know their names. You
find a note which he must have written before he died.
This is a clue to the murderer. You must decide which of
the four men is the murderer before they slip out the
room.

How to play

The victim’s note is by the man lying down. You must
work out which of the names of the other men has some
connection with this word. For example, in the screen



124

shown above, Mr Lager is the murderer as Lager and
Cider are both drinks. Alternatively words that are related
may have the same or opposite meanings. For example,
Big and Large, also Hot and Cold are related.

Key in the number below the suspected murderer, (3 in
this case) before the four men disappear off the screen.

If you are right, you hear police sirens as the police cars
approach. If you are wrong or too late, you do not. The
score is given on the top line. Press RETURN to play
again,

Programming hints

If you want to add more words to the game, add some
more DATA statements at the end of the program. Putin
sets of three words that are related. Read the other words
inlines 740 to 760 for ideas. Make sure that each setis not
related to the other words in those lines. When you have
added the extra words, count up the total number of sets
of words from line 740 and assign itto TT in line 310.

Program

10 REM WHODUNMIT

20 REM CORYRIGHT (L) G.LUDINSEI 1983

0 CLS

40 DIM WH(Z0,2,10): DIM N{E): DIM X (42

DIM Y{(4): DIM FP$(2,10): DIM G2, 10)

4% DIM vE (5)

47 DIM T#(20): DIM Z%(20)

48 DIM Us (207

S0 LET X (1)y=02 LET Y{(1)=7: LET X{(2)=10
: LET Y(2ry=7: LET X(Z)y=0r [LET Y{Z)=1421 L
ET X{4)=10: LET Y {(4)=14

L0 LET 8C=0: LET TUWU=0

O GO TO 200



125

REM SHARES OF MEM

REM

RESTORE @O0

FOIR N=0 TO 7: READ D: FOEE USSR "a'+
MEXT n

EOR =0 TO 7: READ o FORE USSR "bh'=+
NEXT n

FOR m=0Q TO 7: REAL o FOEE UBR e+
NEXT n

FOR n=0 TO 7: READ d=: FPOEE UR "d"-+
MEXT n

LET ws=CHR%: 14&6+CHR® 147

LET hl=0: LET rd=1: LET ve=Z: LET w

FAFER B1: INKE wh
REM

REM Read woards
RE&STORE

REM

LET Lh=20

FOR J=1 TQ TT

READ T$: LET WH(J,1)=TH: READ TH: L

ET Wh(J,2)=Ts: READ TéH: LET W (J,3)=T%

mA0
EH0
RV
20
A20

MEXT J

REM

REM UFRIGHT MAN AND GUN SHOT

REM

CLS : FAFER BlL: INK WH: PRINT AT &0

,O03CHRS 144:AT 21,0:CHR$ 145

410

REM

4720 FOR I=1 TG 4

4350

LET NM(I)=INT {(RND*TT)+1

440 MEXT 1

450
(43

IF N(1Y=N{2) OR N{1)=hN{Z) OR N{1)=N

OR N(2)=N{3) 0OF M(2)=N{4) OR MC3)=N{

4) THENM GO TO 370

450
477
450
4960
00
WA

EM

REM DRAW FEOFLE AND NAMES
REM

LET TU=TuU+1

LET SN=InNT (RMD=®x4+1)

FOR I=1 T0O &
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DA LET PRI =W (N(2#I)Y =1, INT (REND*3)
+1oe LET GH{I)=WENIZ2%I), INT (RND#*3Z+1))
GA0 INE WHr: FRINT AT 71,05 CHR%® 1345AT
FeiAl, O CHRS 14852 INE YE: FRINT " MR "3
FeiIxie INE WH: FRINT AT 7#I1,104CHRS 144
R 3T 7#i4+1l, 103 CHRE 1455 INK YE: FPRINT v
MR YRCE%R CT)

A0 FPRINT AT (7*I)+3,052#1-13A4T (741)+3
o 1008 2% ]

iy NEXT I

560 LET Z#=W$ (N(SN), INT (RND¥Z+1)): IF
Zh=rEd (1) OR Z$=F¢(2) OR Z4=04%(1) 0OR Z&=(
S () THENM GO 70O S&60

w0 LET Utz Mag-Fgmaen ©

odn FRINT AT Z21,08" "3

w20 IMED WH: PRINT AT 20,0:1V$:: FAFER WH
s INKE WH: FRINT AT 19, 103U%:5: INK RD: PR
INT AT 20,1050H5: INE WH: FPRINT AT 21,10
idr FAFER EL

&HOO LLET k=1

AL LLET f£=0

11 LET 1%=INKEYS: IF idr=21" AOND ig<="
4% THEN GO TO &20

Al LET 4=+¢+1:z IF +<>40 THEN £0D T0O &11
GlT PRINT AT ykY,w (k353" "3AT vwk)+1,5¢(
l:f} ; H 11

18 LET k=k+l: LET is="0": IF k<% THEN
GO TGO &10

S REM

H50 REM FOLICE SIREN

HA40 REM

&S0 IR VAl (I$)=58N THEN FOR k=1 T0O 4:
HEEF .5,11: BEEF .5.7: MEXT K2 LET SC=%0C
- 1

HED REM

H70 REM SCORE

580 REM

L0 INE W FRINMT AT 1,0:35C0: " SOLVED "4
Tz IF TUX>1 THEMN FPRINT " MURDERS": GO
TO 700
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G495 PRINT " MURDER"

JO0 INK WH: FRINT AT 2,05 "FRESS ENTER":

IMFUT Re&: GO TO 290

710 REM

) REM DATH

FEO REM

740 DATA "BIG", "SHMALLY, "LARGE", "FAT","T
HIN, "FLUMP" , "CQUIET", "LOUD", "NOISY", "WET
"y "DRY", "DAMP Y

750 DATA "HOT", "COLD", "RakM", "ar ,"Z", A
LFHAY, "GAAD", YRAD", "MICE", "MAD", "CRAZY",
TERANEY  TRULLY  "EHINY Y, "MATT" , "BEE", "HEAR
"L UFEELY, "OLDY, "YOUNG", "AGED", "LAUGH", "I
RY™, PWEEFEY, TEIDY, "OHILDY, YADULTY, "aM™, "F
M, UNOON", "BIRD", "FOWL", "BEAST", "SMOW",
TEE"  "BLEETY MREER", "LABGERY , " EIDER"

&0 DATA "KINGY, "QGUEENY " JACK", "GIVEY,®
TarE", "BRASF" , "BBC" , "ITV" , "CHAY , "TLE", "W
ELLYy "BICK", "GYM", "FPT", "FE", "RED" , "AMBER
B 7 IEGREENH i IILBI{E‘DH 2 FF SQIVIE” i IIF:UNH 5 E!‘E'\l,"Ej‘ll :! Lk} I L] q
HQYE"

00 DATA BIN QOO10000,BIN 00111000,BIN
OT1IQ00,BIN QOO10000, BIN 01111100, BIN O
1111100,BIN 013111100, BIN 01111100

P10 DATA BIN OL1111100,BIN 01111100, 8IM
00111000, BIN OO111000, BIN 00111000, BIN O
G111000, BIN QO111000,HIN Q0111000

20 DATA O,0,0,0,BIM Q0001111 ,HIN 01011
111,253,233

90 DATA 0,0,0,0,BIN 11000001,255,255,2

prigl iy
i



BUSINESS PROGRAMMING
on your
SPECTRUM

This book is designed for
Sales and Marketing Managers
who have asked themselves the question
“How could I use our home computer
to help me with my day to day work
without having to spend a fortune on software?
Could [ write my own programs
to handle sales forecasts,
customer record cards, graphs
and reduce my paper work load?”
The answeris YES
This book will show how it can be done.
Using Spectrum basic
the user will be shown
how to program,
build own files systems using examples,
design a “Data Base”
which will form the core
for countless record systems.

Available from good bookshops £6.95
or direct from

PHOENIX PUBLISHING ASSOCIATES
14, VERNON ROAD,
BUSHEY, HERTS.

£6.95p plus 55p p/p.
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BRAINTEASERS
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SPECTRUM 4

PROGRAMS TO PUZZLE AND AMUSE

Here at last is a collection of programs
worthy of the title Brainteasers’ and worthy of
the computers for whichthey are designed.
Built arounid a competition element you will be
asked questions reguiring lagic, general knowledde
and mathermatical skills in your answvers.

Onlv VOUr QUICK powers of AUMeracy can save
the lady an the railway track; escape with the
takings from the bank; break open & safe,

Only your powers of deduction can sofve the Whodunnit?
Work out the wiring on thc robot; catch the car thief.

Allof the programs will exploit the graphic capatilities
your machine and, if you can face Up to It,
many of the programs will contain an
IO rating at the end of the program.

THE AUTHOR

Genevieve Ludinski is a widely experienced
programmier and technical author and has her own
software company specialising in
educational material.
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