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Introduction

Everybody knows that computers are used for all kinds of serious purposes —
financial calculations, business applications and text processing, for instance.
They can, however, help us in another way. As the proverb says ‘All work and
no play makes Jack a dull boy’ and it’s certainly true that we all need some-
thing to keep the cogwheels of our mind turning when we are not considering
the ‘important’ things in life. So we read books, do hobbies, and play games.

Bruegel’s wonderful painting ‘Children at Play’ shows us that this has been
true for centuries, if not forever.

This book aims to provide something for everybody from 6 to 96. There
are games to play on your own, and others to play with your family and
friends. You will find fast action games to test your reflexes and your ability to
control many moving objects on the screen; puzzles and brainteasers to get you
thinking; board games where you pit your wits against the computer; and, of
course, some wonderful arcade-type games which combine aspects of all of
these. There are also some very intriguing games which are in a class of their
own.

A number of the games have been devised to give interesting and worth-
while results from relatively short listings that will not take much time to enter.

Looking again at ‘Children at Play’ a thought springs to mind. If Bruegel
were alive today, would his painting look something like this . . .
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Zombies in the Swamp

Watch out! There are zombies about, and you have to cross the swamp where
they live. To do this you must walk across on rafts.
At the start of the game the swamp looks like this:

WAY OUT
4

SWAMP

Iy

here you are,
standing on a raft

You are at one corner, and you must reach the diagonally opposite corner to
escape. To put a raft next to the one you are standing on, enter T and the
computer asks

THROW TO THE?
Enter N for north, S for south, E for east, or W for west, and a raft will appear
in the appropriate position (north is at the top of the screen). To move, enter M

and the computer will ask

MOVE TO THE?



Again, enter N, S, E, or W as appropriate, to step onto the raft.

So far so good, but beware! From time to time one of those zombies will
emerge from the swamp and run across the rafts you have positioned. If you
are in its way it will catch you. Luckily, zombies can’t see very well so they
often fall off the rafts back into the swamp.

To succeed in this exciting game you must develop your own strategy. The
longer and more complicated your path the less likely the zombies are to catch
you, but, on the other hand, it will take you longer to get across the swamp,
giving time for more zombies to appear.

Oh no! Here come those terrifying zombies again. You had better just
hope they don’t catch you.

TE REM ik
L!IH -Hx

4
4 REM ### et -.-:\mm:md #4d
GET #2,0i1CF=CHRFCD
1d FOR [=1 TO LEMC
IF CHF=CExC 1,12 WHEH RETLURN




MERT GOm0 Zee

REF) ### GET direcrion $###
CSEF="NESH" 1 GOSUE Zug

A L= 1=2 - =3 nly=C =3 - [=]1 7
BR=FEHE =P

5 .(F ("r’\""ﬂ/‘x}"‘ V""'LI“Il ps "'l fHEN RETU"‘N
FPOSITION 8,235

TORE Y PO
EE FPOF s GE0TO
2 REF ##3 UTS COmmand ##
FUwITlUN H,za

& Ltf—”TH
UM hUTU FUU,.
REM #dt$# Lhrow ##4#

FOSITION 8,23

T o#E;"THROW TO THE 7 g
GUSUE $EESHO K.Y =1

IF X&Y>8 THEN TH=FLF:GUSUE 1764
3 RETURM

S REN #HE move S

)
-
—_— —
—— 3
\—/\1%
e

AT

h 'W// W \
V& 3
gé%ﬁ%%gé:ﬁz;fﬂ' hA_ﬂ‘::ni) :



SITION @,.22
#E; U F0UE TO THE 7 LF
- T Li .._A ‘
g THEM POSITION @227 #
wanpLAELY  HERIN 7 #

HH W= THEN FLOSITION BH.22:7 #

5 e HEN P HEAIN 7 “iG
L

B os=FEiY=PY s TE=FLEIGOSUE 1706

[1 '_- IT- o L

FELssy=Lys TE=FLEIGOSLUE 1708
'IHH

N

b
i3
i

= direction #H
I 1280, 1466

11 THEH SE@
=1 0R SHGZR-0Y . 254+

»+Dﬁ,$”+U'
F 2oty » SY-0s
it IHEN 1REE
RETURMN

REP ### swamp sh=ad #4#4#

Hn RHOG & g3, S G0sUE 1368, 1480, 15680

SO Za+E . 20N 2=—1 THEN Sed

lble mov'e 4

T
1T

SERELE] HNU&HJ$4+B.J GOSUE 12684, 1488, 158
i
1 IF_[=-Li AND Or=-LY OR SHOZEH0R .2
1 THEM Dx=Lz:0yY=LY
A RETURM
= htﬂ ik *umblp" TUP b
=715l ITH 11EH

< 2 HHDC 2Y=PY THEM POSITION 8.
L gcn hawve Jjust been  eateniCHALD
7 170 12aE

D e e ] K L e e R L AW R

?"é“'!f—_ui bU UE ITUU
1178 G070 1118



RET ### a3ain #i4
: =2 :'!"IZI #n‘_!-\
4 THEM RUMN
S HIEHD

’ Lu"U U?——I RETLIRM =REI north

Os=—1:0%=@:RETURN :RE[l west
(==K U“-l RETURN =REM south
OE=1:0Y=E0:RETURN :REI £33
REM ### prant fisld
L FHF 1=6 70O &

P

: — AL THE-EHITT BEGTE
Ht”l IiRETURH
REFL fhHdbs 3 PEOSUam $3EEE
EEUE 1mn htn l“ltldllht #
: #
Tugsh

118 REN Zomb =3 #




Galactic Monsters

There it is, registering on the x-y-Gz radar. At last, you are approaching the

Milky Way. In just 2.56 protoseconds you will be safe in your home galaxy!
' But there is danger here, and as captain of your ship, you know very well
what it is. You keep a watchful eye on the XRé6-screen. No alert yet. The
tension is unbearable ... 2.5 protoseconds ... 2.0 protoseconds ... 1.5
protoseconds . . . oh no! There it is —

THE VAN ALLEN SQUARE STONE BELT

There are a number of these notorious belts, and in them lurk the dreaded
Galactic monsters. No weapon can defend you against these vengeful creatures;
all you can do is avoid them.

Once the program is started and you see a VAN ALLEN SQUARE
STONE BELT then you can move yourself by pressing:

to move one SQUARE upward

+ to move one SQUARE to the left
* to move one SQUARE to the right
to move one SQUARE downward

Those terrible Galactic monsters will approach closer and closer. Your only
hope for survival is to avoid them! If you cross a VAN ALLEN SQUARE
STONE BELT a second time, the monsters will become more aggressive. Some-
how, they seem to anticipate your every move. If they manage to attack you
five times, you and your ship are totally destroyed.

Good luck, captain . . . only a few protoseconds to go, and you are home
free!






UH.IH 1}1:1}‘1:1}“ Hals—1,1
- e O o I 1:"1 “ M “rl:”} 1
3 Salactic monsSLeErs

[HEM [r'=-1:
THEM [r=13GE0T0 20
THEM D=6
THEN L=

TOREFUHY;

5 8 PR DY

SITION BFsYFP:Y

UMD B 8.8

IRH

ﬁhﬂ ### NOVEe 23L1ICTIC MONSLErS $#H#
FUR T=@ TO 14
FOSITION [ asie 1287 #E: #" 5

IF RNDC @< PR THEN GUsUE S GO0 994

SUE BEE

TION ST a0 T aey #0035

L =R W |

IR
1 3 nowve mDﬂ LE TO plade
“"_FNLI‘ HaxE, 8 THEM =07 =1 %
JbE “ "‘.H

SR TR T 2 R RETURN
B S MO LEr Fangom  #4E
O H=IHTC RMHOC A 359 1
=H0T A=A AND BT =15 —CH=1 HMD

=7 T H=E HRD PO T 311 a—CH=2 HHD



th ### ST En B MONELEr T

L Ta THEM Foi
BRSNS T Pt = = P 6

LG 1 238,515

_UUHLI 1 JE"}";‘JE‘

PO WS T R

CoH=E T IBEIMEST HEIRETURN

T ##HE 0300 progaran #EEEs

2 1EESRER atalize #

=1 ju 11

TIOM SATE7T 35 SHHHEEMEES 5

ECE = A

l hl:H -*1”

Tl monsTeEr
7};1_1.[-,];“ E3LEN
fHEH 14

0 .,
m

e P UoUr
S1T10UN Ea.0
5000 YoU WENT 33300 5
“E GET #2sKEY
THEM RN
THEM 1114
THEM 1111




Keyboard Memory

This game uses the computer keyboard to test your memory. Eighteen of the
keys each conceal a character, in the same way that a playing card, lying face
down, hides its value. There are nine different characters, each hidden by two
keys.

The symbols of the keys you must concentrate on are shown on the screen.

Ol BT RS Ty
A S D F G H

2K v . B N

Press a key and the character it is hiding will be shown on the screen: press
two, one after the other, and if they are both hiding the same character their
symbols will disappear from the screen after you have pressed any other key.

Your first few attempts will obviously be guesses but by memorizing the
positions of the characters they show you should soon be able to work out
where the pairs are.

18 REM Eedboatd  fEmory 3
28 ODIF FEYFO 18P LOF 180, EEYPICE 18 0, KEF
(1 2HSKS 1200

ZHOOFEN #2,9,8. K

Fd GRAFHICS 12 POKE FOE.2268

SEOSETCOLOR B .8

EMGOTD S

99 REM it al e 3y

10



KE': RE TLIRN

i displad K =

IR =@ TO

Jd=1 TU B

BT BEGHEYECLLU 0 Y5

| JINESRT 1iRETURH

TRPUL a3nd Show card 3ok

ME=E TO1

B2 LKEY T KEF=SUHRSC KEY+32 2

FOR I=1 700 18

A IF KEF=KE'YFC 1,10 AND CNK=@ OR 1< >RSK
33 THEN i

T

IUN FoZF i+

l'-'i:l l

(I R s o ol SR R =

-
i (T

TION ASKOHK =1 2 ASKONK-2 2
SKEYFICHC 1.1 2

v i

21515
l: IH

EPYEIHY L1.60)

IF KEYFICFCKL AK REYPICECKZSKZ > TH
EH UUNU U180, 18,15 GOSUE Vo8 RETURN
g2@ DONE=D0ONE+1
B KEWSOK1 LKL 3=" “IKEYSCKZ,KZ2 =" *©

1



A SOUND B.48,10,15
GUSUE 7on
Eiy IF UONE=3 THEN ¥ * [Done .
turn- VRESOUND @18, 18, 15: GOSUE
Eol RE TURN
0 REM waiv o
PR FOR W=1 TO 2ZBAsNEXT MW
Fle SOUND @,.8,0,8
?zﬁ RETURN

18 KEM initialize
JBBIREM display keds

E 4@l REF 1hpUL and show
£33l GOSUE sB@:REN Check

oS98 GUTU 14

‘EB
\‘

¥ 3

¥

12



Las Vegas a Go Go

Have you ever watched someone pumping coin after coin into a one-armed
bandit, and found yourself wondering what the fascination was? You will soon
find out when this program turns your computer into a fabulous Las Vegas-
style fruit machine. All the playing instructions you need will appear on the
screen. At certain points you will be presented with a list of options, for
instance

INSERT, HOLD, PLAY, OR END

Enter your choice by typing the first letter of the option you want, for instance
P keeps your machine playing. The reels are numbered 1, 2, and 3. If you want
to hold one or more reels, type in the appropriate number or numbers after you
have entered H.

Lights will flash and music play as the wheels whiz around. Have you won
this time? Never mind, you are sure to hit the jackpot sooner . . . or later!




REPM si### Las ve3as a 2090 #HE4s
SETCULOR 1,8,823ETCOLOR 2,7,14
SETCOLOR 4-12,4:POKE 82,81 FUKE 752»1
OFPEN #2488, "

GOTO 299E

99 REM $# initial i=e

188 REM ## screen {4

118 DL=FEEKC 568 MH+Z56XFEEKL 561 »+3

128 POKE DL,71:FOKE DL+3,6:FOKE DL+4,7
13@ FUKE UL+5:B PDNE OL+25,7

i4a - \CLtHh}U$ las vegas a

—
=

[ S AN
[ o

=J3”
U3
[H]L[uUUtJ COULETEL.
Ay CHIE 0¥ @YD efyYd

ELAY ELTIE
o R W
6 el E & e
7 n R OEE BER @ w
I ELJICLU CHIE GLJ3 CH
- L[dj CHIECHIE & @

i

CZICOUIEECT C23e0
= CHIE ECJ3 CHIE =EJ3

L CHIE i
LD CHIE &
i @
B @
B @
B F
& e
3 @
i CHIE LI
3z v - E E

IE@ REM ## text-surings ##

Gl DIF B$C48,RI$C1 2. INSCT D

358 DIM S1$C1R0,529C 180,534 18

368 REM #4# wheel figures § values #4#

14



@ OIM WFEC132-RC2-13 2004 3,HUC3)
ol FOR u=1 70 13

B READ R1$:R1.RZ:HF$(UI=R1%¥

48 RC@,U=aiRC1,U)=R1:R(2,V=R2
418 NEXT U
430 DATA X,8,40,%,7,38,0,1,5,25,0:1.3.209
443 DATH C.3-3,20.[P3,2,18,053,2,10,E,8,

459 REF ## samble pos, & values ##

450 DIf GPC4,1),GU¢4)

470 FOR I=1 TO 4:RERD R1.,R2

480 GP(L,8=R1:GP(1.1 =Rz

494 NEXT 1

B OHTH 33,3,35,5,33,7,308,5

513 REM ## holds, nokold #4#

520 DI HF$C3)-NH$C 1 )i HF$=* “INH$="& &

G338 REF 34 JoKers

S48 OIF JPC4 22 dFFC40,d004)

S5@ FOR JO=1 TO 4:=JCCJ0)=8

S6@ READ R1-R1%:JdPCJ0=R1:JF$CJ0=K13$
S8 NEXT JOsNJ=4

S8 OATH 15,3,16,K:,20,9:21 50

5 2N
g,
<>

SOl REM ## Jackpov

6@ OIF JAC13)

E1@ FOR U=1 TO 13:JACU=@iNERT U
B2 JACS =11 JHCB 3=12 JAC 7 =1

B38 REN ## points 3

B4@ POSITION 1,127 “CREDIT:=@%;
638 POSITION 1,1127 ¥——@——= 1¥%;

15



FOR U—l; TOOS STEF -1
oI O SR HFECULUIGGHFECULU 3 - = Y5R

e PU SITI0OM Ld;¢4—U-; HFECU U 2 HFECULUD
FOULINGY = YER(Z.U 05
IF JRcty THEM T "+d%;
MEST U
1 RETURM
EIFT dHHE wat $HRE
FUOR MWk=1 TO MENEST MWH:RETURN
Ef i et input, prrint S3FE
FoW=E T i STER 2
'r“ iHD E‘}H: 1&11: '-"-IL
W IF PEEKEC PB4 3¢ >255 THEN_GET #2,IN: INS$
F( APOSITION f{:‘r'= T S35 S0UND B,8,
INEXT WIPOF :RETURN
AT WERETURN
REF 4 blink S1%-52% and get
| Ut dnd tﬁd witk S? ###

ITION Be%
1828 GOTO 1668
1899 REM #4#4 add inorement to money #
1188 FOR AD=SGNC IM2 TO IN STER SGNCIND
1118 SOUND B,3218-30%56NC IN 230, 18,15
1128 FOSITION Sx1:7% FO+HADS

1126 IF F0+AD< 18 THEN + 5

1146 FOR HW=1 TO S:SOUND 1,58-S%M-168,10
11583 NEXT Ha2SOUND 1.8.8,8

1168 NEXT Al: FO=fo+ IN: SO0UND v.8.8.0
1178 RETURN

199 REN $#4E remove double e

A DO=@: POSITION ZE.8:7 © ]
18 FOR JO=1 TO 4:POSITION JPCJO).E

[ T 0 J0 e JU 2 JECJU0 =8

z NEXT iz Nd=4: RETURN

1299 REFM ### Print b$ at bottom
1303 POSITION @.21:7 “<ESC>SHIFT><BRCK
1318 POSITION INTC1B—LENCB$)/23-21

1328 ¥ BF::RETURN

1399 REF ### Jackpot ###

s bc$,-bUHUB HUU

16



1408 JR=1:JC=15:POSITION 9,11:7 “@*“;
1418 FOR TI=1 TO 18:FOSITION du,
1428 7 “EJHCIE o]
1438 POSITION 24,1

1448 FOR C=1 TO JC=27 “i»;

1458 SOUND B-150-18XTI-2¥C,10,15
1468 NEXT CiNEXRT TI:SOUND 49.d,d.8
1478 RETURN

1499 REIM ### adapt variables ###
1508 L=C NOT HEXXWI:WI=a

1518 FOR HO=1 TO 2:HF$CHO-HO =NH$
1520 POSITION 12+43%H0-12:7 NH$;
1538 NEXT HO

1544 IF OO THEN 1628

1554 FOR JO=1 TO 4

1566 IF JCCJdO>=8 THEN 1618

1578 JCC 0 =dCC J-1

1588 1IF JCCJOo>3 THEM 1616

15968 NJ=NJ+1

16A@ POSITION JPCJ02.6:7 JF$CJ0LJ005
1618 NERT JO:GOTO 1638
1628 DC=0C-1:1F DC=8 THEN GOSUB 1288
16368 IF  NOT JH THENM RETURMN
1648 JC=JC-1:S0UND 8,258,18515
1658 W=1@:G0SUE el
1ee@ POSITION JC+24,1:% * “;
1678 IF JC=@ THEN JH=U POSITION 2@1,1:27 *
FPPOSITION 9.11:7 * Y52
16508 SOUND 8,8,8,8: RETURN
1639 REI ### not enough moned

s HBE=1:G0SUB 1268
IKIU JH=@ =PU ITION z@.1:27 ©

'5:REM 13 spaces,

17



1728 B$="INSERT OR END*:GUSUB 130
1738 S1$="INSERT (1 )*:52$="@INSERT (] xz*
1740 Sag=" “z¥=1@:Y=1:U0L=15
1750 GOSUE 10@@: IF IN$="F* THEN 1758
1768 RETURN
1799 REM ### hold POSSible ###
1698 B$="INSERT HOLD PLAY END*
1516 GOSUB 138@:X=15:Y=12:U0L=4
S1$="F EESCHIFIESCIFIE @<ESC LK)
SEXIE BY 1 525 HSESCOLXIKESCOLXMLEST
LR ESCHCEIHY
1538 FOR HO=1 TO 3z [=3%H0-2
1548 S1%¢ 1.1 3=HF $CHOLHO D2 NEXT HO
1856 S3$=51$:G0SUB 1088z HO=IN-48
1866 1F HO<1 OR HO>3E THEN RETURN
1578 NH=NH+12 IF_ HF$C HOHO D=NHS  THEN HF$<
HO L HO =" EHEY : GOTO 1838

12958 HF$C HOLHO D=NHS: GOTO 1930
1899 REFI ### no kold #44
1908 BF="INSERT, FPLAY OR END*
IHIU GUSUE 13X
VG ZUirarar THReISEg=E @d
%0 N=17Y=19: UOL=2: GOSUE 1000

1 RETURN
REI" # what 1o 4o with winnings e
3 B$=““:1F NMOT HE THEN B$=“HOLD *
A B$CLENG B 341 )="GRHMELE COLLECT®

A4 GOSUE 13848
Sl$=n AA:S—EFM' 7|?"'c\é$="l-1' [_:il
1 ®¥=17:y=19:00L=2: G0SUE 19@a
RETURN
4 REF ### SPin 9amble wheels ###
A NT=NT+1: HO=@
2118 FOR MWO=1 TO 2:IF HrikHD,HU)=NH$ THE
N FOSITION 1@+4xMD,9:7 * SNEXT WO
2128 FUR HO=1 TO 3
2138 S0UND B, 183+248M0, 12518
gli@ IF HF$CWO-MWO < >NHE THEN HD=1:GUT0 2

S158 FI=IM0RNOCE DR8] 3
2168 IF FIKS THEN UCHDD=F1:G0TO 21929
2178 UCHDD=S+ F [ 37 (P L2184 FI 213040 F 1 >

18



234 CF1 ob}+'FI>4q)+fF1/b MHOF] #EF 2

FUR W=1 TO 5

21398 IF W=HLD THEN

H FUR MS=WO TOo 2

B IF HFFCHWS WS =NHF THEN I=INTC 13%RND

+1) FOSITION 18+33HS,9:7 WFFC 1.1 25

NEXT MSEHEXT MaSUOUND 1,18@8,18,15

FOSITION 18+43%H0,9

T OMWFFCUC WO AU ) 3

NERT HD:W=3@: 5 =

SOUND H,6,8 .82 5

RE TURMN

REF 43 take care of gokers #iH

JiG=H

B OFOR HU=1 TU Z:U=u i)

IF Ux4 THEW FUsL:GEOTO 23648

JH=Ml JE=dG+1E [F JECU 2E THEN 2364
POSITIUN JPCUI,EET 5 95

A JCC L =2 MU=Nd—1

NEXT ML

IF' MUOT O THEM LIUA\ NJ=@2: [F [0 THE

SePOSLTION Ze,8:7% Yaoucle [HI";

RE FURM

REF ### compuLe Winfiings ##%

Hu=1Z2:0M J5 GOTU 2930,2416,2478

IF MOT Ul AND Fuzl@x THEN Hu=rFy

GOTU 2974

UG 1=t S g =g 1 )

IF UH AND W a—1 25 200 U1 3 THEN 237

NG 1 ,8,8,8

U p=100 003 =15

HUSLI T =250 L0 I T 3500 =1 23 )
FUR MO=1 7O HIUC W0 =2 W0 s

IF UKD 325 THEN HUC KD =HU

HEAT MWL

IF HUG T a=HUG 2 .
HU(_‘J + THEMN G 1344

21 FUR HO=1 10 [=HI+CHUC WO =133
W ONEST WO IF JH THEN HI=183M]
SEEE NSSOHUC D 3SHUG Z R HUG 2 SSHU B si =N
[HRCNHS,HUC = 3

o IF UL THEM WIsWI+Ml

HMLE HUG 2 3=HUC 3 > [ND

19



2558 RETURN

2599 REM #4E oamble ##4

Z2BA0 NG=NG+HL: W=126UC L =281 GUC 2 =1

2618 GUCEI=INTC3RMIAZ 2 GUC4 )=INTCHIZ2)

26268 BF="STOP": GOSUE 12684

ZEIZG POSITION 1@.1:7 ¢ FEHIBLER" 5

2648 FOR Ll=2 TO S:FPOSITION 29,017 “&
EYFENEXT LIZREM 18 inv—spaces,

2658 R=R+1:1F F>4 THEN R=1

Zeed POSITION GP(R-B2.GF(R-13:7 GUCR);::S

OUND @,08+18¥R 18,15

ZE7E IF PEEKC 764 < >255 AND IN$<>"S5" THEN

GET #2,IN: INS=CHR¥C IN2»

2688 IF IN$L>"S" THEN Z7ow

2698 W=( 1+RNDC 3 2 ks GUSUE 580

Z7o8 IF W<zBm THEN PUSITION GP{R.-B3.GFP(R

s1l087 4@ ' :GOTO Z65v

2718 FOR LI=2 TO B:POSITION 29,L1:=7 *
“3INEXT LI:REM 16 spaces,

Zfed POSITION 19-1:27 & “;

2738 SOUND 8.8,8,8

2743 GH=GW+EUC R >—H I s HI=GU( R >: RETURN

2799 REF #H end of game

2808 GRAFHICS a:POKE 82,2

%8}9 7 OWESCH=IKESC < THEMAMOUNT OF FMONE

828 ?“"§%85>[=]<ES£><TRB>PUL in

2836_?““§E§C>[=J{ESC><TRB}GOL back

- r

Led4a T “ﬁFSgi}[=]{'EEIZ><TF&B>ﬂaX at one tim
e : i ; u '|'I-,'

2858 7 “{ESC[=IKESC><{THB>won by gamblin
=l HER I ]

Zeea v "éESﬂ)[=](ESC><TF&B}Wf‘ of hold
s 3 M

%8?@ G ";ESE)[=](ESC}<TﬂB)NUﬂbEP of gamb
es ! H;NG
2558 7 “{ESCY=3{ESC><{TRE>Number of turn

s & YN

2398 END

2899 REM #48#% main progran ##8E
2990 GUSUB 1B@:REM initialize #
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18 GOSUE 158@:REM adapt 2
IF FICCFIFT THEN FIF=M0
A ON ZKHE+C 0> 21 GOSUE 1700,1800,17

DRt INE="1" w2t ING=VF 2+ 3EC INS=IE"

A ON CH GOTO Z873,3800 2800 GOTO 2928
NI—lel IN=4:1 C- m 1148

1s

i l_LB .«:1‘1@ FzEN Joker‘s
0 GOSUE 2488:REF winnings
B4A HE=HD OR MO<zZ
@ IF WIxLW THEN 3119
IF  HOT HO THEN 291@
FOSITION 12.1:7 “YOU LOST";
SOUND 3,258,18515
1 =201 GOSUE Sam: SOUIND @,9,9,4
A GOTO 2918
OSITION 12-1:2°7 “WON: ]
ITION 1E:1:27 WIs

OF Ou=WI+1 TO 2 STEP -1
SOUND @.0U,18,15
W=1d: GOSUE Sl
NEST O
ISUBR 2@ad: REF 92t instrruction #
CA=C IN$="H" AND NOT HE »+2%C IN$="G"
IN$="C"2
10N CA GOTO 2310,3218,2280: 60T 2178
HE=1: IN=WI:E0SUE 1198: 60TO 2918
GOSUE Z60@: REM camble #
HO=—1:LW=a: 0T0O 3344

#
#
#
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Parrot

PARROT is a very simple competition game. Play it on a rainy day with a friend
(especially after your friend has had a few beers!).
At the start of the game, your computer impertinently asks you:
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ARE YOU READY PARROT?

Yes, he is calling you a parrot! Press any key and the computer immediately
displays a letter. You must enter the same letter as fast as you can. Since you
copy each letter, you really are a parrot! The game is repeated for about 10
seconds, and then the computer shows your score.

How good are you as a parrot? Have a competition with your friends and
try to win the title of ‘Super-Duper Parrot’. (My record is 19 — I teach
parrots!)

18 REFM #eHEr parrol 3 e
20 DM K$C10

OFEN #2,9,8,9K: *

OL=FEEK( & EEKC 5K

F“ht DL+1

i = LHIE
3i~E YJou e ad'—l par‘r‘-: B
ESC > TREXESC T

L FUhE 19,85 POKE 26
118 ==IMTCES+H2ERRN
128 FOSITION 22,1837 :

138 FUR W=1 TO z@:nNERT H-tUUNU H;U:U i
148 IF FPEEKC 28 MHZ5E3PEEKC 130688 THEN =21

lHtN 194
P

IF G{>% THEM uUUHU a2, 18, 150 60TO

SOUND #,20,13,15
FSCSHIFT »<BRCK S
2, 186070 118

FUREPLSITION &
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Zam F ot “{ESCH=RKESCHTRBXSCOore ¢ %505
#on 14 sec,®

218 FOR W=1g@ TO @ STEP -1

228 S0UND B.M.10,15: NEXT WeSOUND @,u,8,8
23 7T “SESCR=IKESC<{ THE>O You want to
play again Y;

248 INFUT x$:IF %${>*N" THEN RUN

258 GRAPHICS @:POKE SZ,8:END
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Kentucky Derby

Ladies and gentlemen, they are off! Red Arrow is off to a good start . ..

Blondish Boy is giving his jockey some trouble . .. and there’s the famous
Spanish Lady, on the inside track. This is really first class excitement, and
we’ve only just begun! Coming round the first bend . . . Mickey Finn has taken

over the lead, hard-pressed by Speedy Gonzales . .

The Kentucky Derby is a horse-racing game. There are not as many horses
in our Kentucky Derby as there are in the real race — in fact, there are only
three — but they have to run 10 gruelling laps (with computer horse-racing
anything is possible)! At the start of the game the odds are given for each
horse. Now you can place your bets. As long as you have money you can bet
again and again — these horses never get tired.

After the RUN command we see:

YOU HAVE . .. ..

HOW MUCH DO YOU BET ON HORSE 1
HORSE: 1 2 3

obbs : 2 2 3

BET :

(odds may vary from race to race).
When you have run out of money, your computer cheekily tells you:
YOU’'RE LIVING ABOVE YOUR MEANS

Immediately after you enter all your bets the screen displays the racetrack, with
horses at the starting gates. The odds and bets are displayed in the lower part

25



of the screen.

I put my money on the bobtailed nag
Somebody bet on the bay

LE REFT bbbt Kentucky Jerbd ##40s
26 LI RS S a,x 0,00 30

2 0L D3P s s inda,md)

G UFEN #h s, K

S8 G0TO 1289

944 REF awn it al 1 Ze #h

1868 UM [=1:UUPG=2: xlMHx=19.5

118 ROUNDS=18: CREDIT=189: xH=18

128 xH1=xH-2 AHZ=XH-B. 8 R H3=XH+8. &
138 RETURN

199 REM ### 1m0 TialiZze horses s

288 WINHER=H

218 FOR K=1 T0 4

228 AUK =@ Rk =we QK =8

238 PCK =0 INTCSERNDCE 241 375

248 UK =K RDUHURING TOK 3=28K

258 NEXT K

268 RETURN

93 REM ### make bels #H%

FTOT=¢

FUR I=1 TO Z:pC L = [ p=UfiIN 27D PTO
TUTHPL I 22 NEH 1

FUR K=1 TU 3:PCK=INTCPTOTAPOK 2 28 NEX

P 1o 15

CRIECSERE T TS

GRAPHICS 2+16 ICOLUR 1,%.b
SETCOLUR 2,13,6:SETCOLOR 3,12.16
POSITION @53

T #5; “I2HORSE:LL ¥]
T WG UEODDS fEMiT #E;
FPUSITION ¥,8

© #65;5"LJJ]d kentucky derby CJJd*5

T o#EiE YOU CHN BETE®;

B FOR [=1 TU 3:POSITIOM 6+4X1,109:7 #b5;
P'I,.-Nt»1 i\

- O N O Ch B

Ja fo Gt et Col Col Gad B Gey —1Ce ==e: Gud [
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328 POSITION B.6

438 7 #6;5 “HOM iUCH DU ?UU BET*

G4 T #6550 HUHot K

458 FOR J=1 TU 3:P EEITIUN B3

468 T #5;" YUOU HAUE *CREDIT:*$ “

478 T 65 §

"3iREN 35 spaces,
G0 L=0: 1CJ =@ FOSITION 5,717 #6555
498 FUSITION 13,737 #65*

SeE POSITION 13,7
219 GET #2,48 1IF x=155 THEM 559
Sz@ X=R—48:1F x<@ UR X>1@ THEN Siaé

533 7 #5;CHRECR+H1B 25
S | ( 1R E0TO S1E
554 IF CREDIT<ICJs THEN PUSITION £ 4:. #

0L RE LIVIMG ABOUVE YOUR FEAMS

FEH #i## Charnae ChatracLersel ##d

RESTURE : TUP=PEEKX 186 »-8
FOKE 284,TOP:POKE zB6.224
FOR ==1536 TO 1555

RERD UsPOKE X,V

O T Lo Lhoen
Tl g = G G0 0 = T

V& D S S

B MEXT X

€50 Q=USHRC 1336 2

B68 UHTH 194,162,4,160,8,177,205,145
E7FE DATH 283,288,288, 249, 238, 206, 230
688 DATH 284,202,288 ,242,96

E9E RAMSET=TOP%256

Fo@B FOR 1=53 T0 63

718 FOR A=RAMSET+IX8 TO RAMSET+IXG+7
728 READ UVIFOKE X,UTHEXT XaiNEXT 1

OATH 3,7,7,132,124,124,58,130
OHATH 4,7 212.68,255,208.64,96
DHTA 4,7 ,6,68,68,38,68,129

OATH GB,60,62,126,126,127 »295,25
DATAH 8,8,0,8,0,8,8,235

FUOKE ¢56,TOF:RETURN

REM #H# nitialize screen ###

I Bt N
.Ulé Cl
= E

g

(i

2l
o0 =
b
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FOSITION 6,1

FOR K=1 TO 3

©#EK iy
#E'“LLNNNNNNNNNNJ ESCAHLCBHCK S 3HMM

NN]L

FOSITION 2,TCK»—127 #b;H(KfJ

POSITION $CK2.TCKIZT #65"@LIE0

NEXT K2 HETURN

REFl ### horse race i

FOR B=1 TO 3:500UND ©,9.9,8

IF Do THEN 1116

POSITION #CG2sToi)

IF SC05=8 THEN 7 #65"@INIE"

IF SCis THEM 7 #63°

IF Se@i=1 THEN SCOO=8:60T0 1888

14 UG

L AU ERRNDC @ o U= B )
* THEN T¢ B 3=T¢ 0 +12 5C6 3=82 60

S II- CEHICEOE 22 AND CECR M EHS > THEN 19
THEM 1839
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Ff&)—EHQ? R G a=ROE a+1
7l 12127 #ERCE);
1638 1F HLMJ\RUUHU; THEN GUTO 1854
1838 (K@ r=121F HINMER=8 THEM HIMMER=U
GOTO 1829
IF #C0 < xH2 THEM SCo=1:60T0 1439
SOR=RITOR =T -1
o A = UNU 9124@116113
1896 fU'ITlUN HOB I,TOR
1idd 7 HE;CHRSCZSI+H5CE 2 05
1114
1129 SOUMD 8,9,8.8: RETURN
1199 ﬁtﬂ bt M3 N Program  $EEE
1208 GOSL 1B@3:REFM imtialize
1218 : ZEEREM it aliZe harses
22 GDSUB 38@: REM make bets
SOUND B.268,18,15
GOSUB BEE:REN characterset
A GOSUE 8@d:REM rutial i Zze screen
U e 1 I 2 0 3 003

‘W GOSUE 9@@: REFM morse race
298 IF Dol +D 2 0 23 THEN 12649
CREDI T=CREDI T+ HINNER 2% 1C HINNER »
B POSITION 8.3

% ”~"Lhorsp Y EWIMNER: "2 wins  1F

OIT THEW SOUND U.IUU;IU;I 1 U

T 933 NEXT W:SOUND v,49,8,8:50T0 1

1818 ¥

#HH

#
#

£

Pogss T o#sstyoU L0sT O HLL YUOUR IIINE
E

35w GOTO 1356
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Rainbow Square Dance

A two-dimensional cube? Impossible of course, but this game, played on the
computer screen, is similar in many ways to Rubik’s Cube.

You will see 25 colored squares arranged at random on a 5 X 5 board. The
rows of squares on the board are numbered like this:

o P WM

6 7 8 2 0

That is, the horizontal rows are numbered 1 to 5 and the vertical rows 6, 7, 8,
9, and 0. When you enter the number of a row, the squares in that row are
moved one position. In a horizontal row the squares move to the right, and in a
vertical row they move downwards. As a square disappears off one end of a
row it reappears at the other end, like this

e

L ¢

in a horizontal row, or this
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NN

in a vertical row.
The object of all this? You must rearrange the squares to form five hori-
zontal stripes of one color each. Sounds simple . . . but is it?

L8 REM #HHE Rainbow Square [ance sk
DI HOS,E

28 OPEN 4

48 GOTO BBE

99 REM #E mTialiZe

1@a FOR I=& TO 4:READ A

118 FOR J=@ TO 4:R{ 1,Jd2=HNEXT J

128 NEXT 1

138 DATH 3,353,162.8,131

199 REM #### ratialize screen #i#H

28 GRAFHICS 17

218 7 #65;Erainbow squUare danceRE¢i T #5

2280 7T #65% 0 B 7 B 9 @Y7 #k6

“35 FOR 1=1 TO ¢

243 FU }

258 POSITION ld,-n1+¢'f

268 MEXT 1

ave POSITION @,28:7 #6;* B ¢ 8 9 B

2@ FOR (=8 TO 4:FO0H K=8 T0 2

298 POSITION Z,4+331+K

288 FOR J=@ TU 4:FOR L=8 T0 2
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G UHREFCHL LaH 2 5 i HERT

I:RETURM

H=IMTLRH
OM IMTC 1
HE=T H

| H=H-E:GOSUE Su8: 60T B7a
=Rt
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Qui Vive

To be ‘on the qui vive’ means to be alert and watchful. This game is called QUI
VIVE because to play it successfully you must always be on the look out for
winning situations. The rules are very simple but the program needed to imple-
ment them is anything but. In fact, it presents quite a challenge to a games
programmer.

QUI VIVE was invented by Eugene de Wolf and is played on a square 5 X
5 board. Each player has five checkers and must try to arrange them into one
of seven symmetrical patterns. These are:

a horizontal line, e.g.

a vertical line, e.g. . .

o&—o—o—0o—0o
.
.



a diagonal, e.g. . . ®
././ .
o .
[ ]
I
.—T—O
a rectangular cross, e.g. - ®
® . ®
a skew cross, e.g. - \./ ‘
# N
L] . ®

35



a vertical wing, e.g. . & @ g

a horizontal wing, e.g. - @® =+ @ -

At the start of the game the board is empty and you and the computer take
turns to place checkers on it. The positions on the board are labelled like this:
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10

1M 12 13 14 15

ONCONONGC)

16 17 18 19 20

O 21 22 23 24 25

® ® 0 ©® ®

To place a checker at any particular position simply enter the appropriate
coordinates: for instance for position 21 enter Al, for position 12, B3, etc.
Your checkers are indicated by P and the computer’s by C.

If all ten checkers have been placed on the board and no one has won, the
game continues, with you and the computer taking turns to move checkers to
try and gain a winning position. To move one of your checkers you enter the
coordinates first of its present position and then of the position to which you
wish to move it.

You must keep a look out for chances to make a winning pattern yourself,
at the same time making sure that you are blocking any winning moves by the
computer.

The program is one of the most interesting in this book. It contains a list
of not only all 42 possible winning patterns but also over 100 particularly
strong situations from which a player has a chance of making either one of two
winning patterns. During the game the computer monitors this list in the light
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of the situation on the board and assesses what its best move is.
We advise you to play this game on an ordinary checkerboard against one

of your friends before you take on the computer. You will soon see what a
superb game it is.

LECREM $##EE LU 0 — 0w 2 pipes

=K DlH JF'4114‘ -FHt4l)m

S

14

o POKE 5

Flesze wdlt h

EEEUTL Bl

29 RE ### compute points of COF (Comput

B [OUBLE Fioures it e

1EA FP1=CECOFFCOF @00 OR BCOFFCDF »1 00 i B

COFFCOF -2 20 OR BCOFFC OF ,533)

%lg'fikb\UFF'UP;4"+bkLWF(LF;5‘J+E(UkaU
L=

1289 IF F142 AND P=2 THEM P=P1+2:RETURN
138 F=P1+F:RETURH

133 REF ### compute points of POF (Flage

v fouble Fioutres s #43

SEE MGF1=88 NGPZ=3: NG T =88 NGC2=3
18 =B OFFCOF 280 2 =B OFFCOF 51 3
el IF D=1 OR O2=1 THEM NGP1=1

IF D1=18& OR 18 THEMW NGL1=1@
LI=BC OFFCUF 2 3 38 D= OFFCOF ,3 )
S IF D=1 OR D2=1 THEM NGF2=1

b

<
<
"_'.

IF 01=18 OR 02=18 THEN NGCZ=14@
GU=ECOFFCOF 3 2 0+BC OFFCOF ,5 3 +BCOFFL D
2

F=GUHNGF 1 +NGF2+NGC 1 +NGL2

unlg GU=38 AND (NGC1=8 OR NGC2=@) THEH
F=F-14

gur IF BU=3& |l CNGF1I=@ OR NGCZ2=8) THEN
P=f—

A1: htthN

299 RER ### getermine strateqic vaiue of
MOVE 3
JHE [F NCO
418 [IC=8: NIiC=3: BEST=R

|~.

5]
(Al
278
P sED
b i)
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$28 FOR COF=@ 7O NCOF-1

428 OF=COFCCOF »: GOSUE 166

343 IF P> THEM PP=CP:FT=CTIBEST=1:C0F=N

COF:HEXT COF: F\tlUFN

458 IF P=C THEN HFIC=HMC+1

GEE IF FAAC THEM FC=F:NiC=1

378 NEXT COF

48 IF FICLFAP OR CFIC=PMFP AND NFCSNIMF > THEN
FETURN

431 IF MPOF=8 THEM S5S54

SEE LR A= THEN PR=CPiFI=0T

218 FOR POF=@ TO MFOF-1

OF=FOFCPOF 32 EF;UE s e}

W IF P=3 THEN FPOF=9:NEXT POF:RETURN

4 NEXT FLOF

A IF FIF=PIC AND MFAP=NFIC AND RNOC @A <@, S
A=1 THEH RETURN

EFIP=IICE NIP=NAC: PP=CRIPT=CT1R=1

RETURH

SHH REM ##4## main proacam $idss

EE GOSUE ZBEE:REM 1mit-5SF (Single Faigur

GO=UR 230 REM imit—0F ([ouble Fiqur
P ASEdIREN com-0FF (Jouble Fiaur

LU=l FL=A
Torio JOU want Lo bedin tii INPUT XE
IF RFC1.10="" THEN GUSUE 13689:G0T0

@ PP=12160T0 958
@ FUR I=@ TO 4:CC 1,1 =i
SEGOSUB 188 REN ownet-SF
Dy IF P=5 THEN 7 "Eyou wingg

EXT 1

SCxL23 60

W C-
SRS SRS LS,
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_EOSUE 1 7PE0E GOSUE 199
o 0118
wE Lurn, pica 2 wait @0
= EE: REF owner—[0F ¢ = #
REM interes ang F's #
EF=24:[P=8: HilF=u
>=1 THEMN EBF=0f1: EF=01

+I IF CFX*EF THEN 25

: THEM S48

A:REM find COF #
H=1 THEN 938

$@R: REF Strateaic value #
T THEW BEST=@:GOTO 958

TBCLCT X
YPBLFJIF value #

=E:CTI=9:NEST CTI:G
-IEZH
15 I 14mu REM cComputer move §
HOSUE 1588 REN Plader move #

T BTHA

G asain 7o

Foufo you want to plad agasn Y
1118 INPUT X EF="Y" THEN FOR I—H O
_4-tx1'—n ME=T T:E0TD E38
1128 END
REM $H4 2T input #4344
INPUT R¥: IF LEHC 2 THEN 1248
e 1,133 E* OR R%

THEN 1;4U

~, u::l
_l
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GOTD 126
REF ### =how board ###
FOR I=8 70 3:=7 i

FOR =& TO 32Kr=] g
IF Bik =8 THEN 7 * H
IF BCK =18 THEN ¥ “RLCTIE";
=1 THEM T "LCTX":
TMERT 1
L-34
S
31 am :

FIESCILFEIKESC O]
CxLdyou are: CTIKESC

RETURM
REM #44 computer move $##4$
1488 IF CO45 THEN PT=CC:CC=Co+1 G070 148

:UCHRECESHRT-INTCORT
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1428 FOR CTl=@ 10 4

1440 IF CCCCTIL@=FT THEN PT=CTI:CTI=9
1458 HESRT CT1

gl-u ) 1 _put qoum : U GCHRECESHPP-INTCFRP

-kFT:”J=FP

1478 B FRO=10:

z REH ### PlBHEP move

1 1IF PCLS THEN 1548

< T UHWhiCh CchecKer do 4ou take up *;
el GOSUE 1280 FT=x

1 IF BCPTx>1 THEN 7 "<ESC>L2INot pos
ledzG0T0 1518

1543 T “Hhere do 4ou PUL JOour Checker *;

1556 GOSUE 1268: FP=X

1568 [F BCPP <28 THEN 7 "{ESC>LZINot pos
Sablebd 1G0T 1548
1578 IF FPC=5 THEN ECFT =@
SEE IF PCLS THEN PC=FC+H]
A BCFF =1
GOSUE 1286 RETURN
REI #### winning 4

1 FUR CTI=8 TO $:CT=CCCCTILE)

FoE OFOR I=8 TO 4

IF SFCSFL-12=CT THEN I=S:NEXT I:iMEXT

RETURH

1?4u HEST 1:pPT=CT

17508 CTI=9:HERT CT1:RETURH

1799 REM ##4 determine owner of SF'S #d
##H# ang obligatory move OF s
### and checker pending ¢ CC x4

—bF MEXT SFIRETURM
F 11 OR F=12 THEM
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IF F=14 THEM GOEUE 2260
IF F=5 THEM SF=39

1 NEF tRETURH

9 OREM $#iF determinge owner of [OF's ###
NCOF =@ NPOF =8

FOR OF=a TO 1&7

U1=5F0C OFC OF s B8 2 02=5FOCOFCDF ,1 02

; IZ U]\t“LR”F U1=U OR C2=@ THEN OFFC

=
=

-

HIE IR P=38 OR P=3& THEN COF s NCOF »=0F = 14
=MCOF+12NEXT OF s RETUR

SHER IF P=4 OR P=14 THEN PDFLHFDFJ—D# HF
Uk NPDF+1 NE=T OF :RETLURN

MEZT OF : RETURN

S REM #4F getermine obligatord e
### mO;E OO k4

3 “Pm:ne pended ##4#
##w Checker S I

IF E(:F(SF:IJ?=1@ THEM F=I:1=3

A MHEXT 1

4 FOR J=@ TO CC-1

1 [F SFOSFLF =000 .83 THEN COCJ,1 =12
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A MEET JERETURM
REM detetrmite interesting OF ' -k
e IF WCOF XS THEW RETURH
18 I=21
@ FOR OF=8 Tl"x 17
IF OFFCOF x< 31 THEM ME=T OF:GOTO 237

OFCOF 28 2 2=10 AND SF0C
OF S HEDF 2=0F : HCOF=HCOF
i OIF MHCOF=E THEM OF=182iMERT DF:RETUR

HERT LF

IF [=@1 THEHM RETURM
I=1-18
A GOTO : 5
H'_“ ### flflﬂ l[ﬂ— ###

4 REN ### lﬂlTx:flx._t ;
FOR I=@ 70 41:REHD 2%

LNIE,FLRHJ.
ORTH GG BHNRL

REM #48 Limes (%) S

Ze@a OATAH ACGKM.EBOHLN -CEIFID
28518 DATH FHLFPRSIFGS HINRT
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DATA EFGRUN  LHRUS MI0SHY
REM #3# PLUS (+2 #3
DATH BFEHL »CEHIMOHIAN
ORTH GELIR . HLPINR - TRNOS
DATAH LFERUFIIRSH AN 3
REM ##4 diasonals (o #E
DATAH AGISY E LM

REIM #3Ht columns o2 =223
188 OATH AFKPU . BGLEL . CHIARH

3118 DATH OINSS-EJOTY

REIT #HHF rows L—2 $4H4

LE »FGHIASKLIMO

1 DATA FEREST aULHEY

REM 4 initialize OF #H

FOR I=& TO 187 STEP 12:READ =¥
F FOR J=8 TO 11:FOR K=& TO 1
HE+1

OFC T+ =HS0CEFOL AL 2 -4
A MEAT KiNEST JiMER

REM ### double fi:urec $

1“&@1:«.1':"!“‘45."“(: g/
0P335 050¢={C< 1
SHEJTETR PPRFRJEL
1 REATRKAFRORPEHEJENC TCHCP
OATH CUOLONEKEFMEDNFRFHESGHHTHM
DATA TRIXIS K TRELRLYFISHYNTRY
REM ### compute OFF #4#
FOR I=8 TO 24:EC ] )=@INEXT I
FOR OF=@ TO 187:CF=4:NCF=@
FOR I=8 TO 4:E(SFCOFCOF 85,13 3=11NE

1 FOR I=8 TO 42SF=SFCOFCOF-12,12

ECSF » THEM DOFFCOF »CF »=5F: CF=CF+1
il— =EINERT I:GOTO 2568
OFFC OF s HCF 3=5F : HCF=HLCF+1:NERT 1
FOR ]—U TH 4 = -FKLF\DF U);IJ

SF =5
A5EE Nh‘l I:MEST OF:RETURM
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STM

The nature of memory is certainly one of the most interesting topics in psychol-
ogy. To remember something has been defined as ‘to show in present responses
some signs of earlier learned responses.” Why, though, do we remember some
things and forget others? We may recognize someone we haven’t seen in years,
or call to mind a tune having heard only a few notes of it, but find it very
difficult to remember, for instance, a telephone number. There are in fact two
distinct types of memory: short term memory (STM) and long term memory
(LTM). If you want to find out more about this intriguing topic we recommend
that you read ‘Introduction to Psychology’ by Hilgard & Atkinson.

This game tests your short term memory. Play it with your friends and
family and see who can remember most. You will see this ‘menu’ on the screen:
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DO YOU WANT TO PLAY WITH
1. LETTERS?

2. NUMBERS?

3. 0 OR 1 ONLY?

4. OR DO YOU WANT TO STOP?

Now you make your choice by entering 1, 2, 3 or 4. Say you entered 1 to play
with letters. A letter will now appear on the screen but only for a very short
time. You have to enter that letter. The computer will then show you two
letters which you have to enter, then three, and so on. Obviously, as the
number of letters increases, remembering them all becomes more difficult.

What is the longest string of characters you can remember? Can you beat our
record of eight?

LE REF e S T (1 e
ZEDIF BFC2E s HEC 25D
S ERHPHICS @

44 T PLESCHL=IKESC A THE DD You want Lo p
Lad with"

S8 7 USES THEs1. Letters 7*
e THE 2. NUNbErs 7
[ CTHE>E. @ OR 1 oniy 7
oa 7 U ESCAL=MESCTHEYG. Or 40 You wan
T Lo SLOp T

g8 7 SESCAL=IRESCHTHES " 55 INFUT H

108 UM H GUTO 1168, 126,130,356: GUTO 96
118 H=2BiB=65:60T0 144

120 H=18:E=42: 50TO 144

130 H=21B=40

149 GRAPHICS 2:POKE 19,W:POKE 24,8
158 7 #E5" FEEERX S T oM NREEXY

168 L=1

176 Hg=""

198 FOR 0=1 TU C

198 BEF=CHRFC [INTCBHRMHOC B 25H 2 2
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200 PUSITION 19,437 #6:6%;

218 BECLENHE 71 )=EB$

229 FOR W=l TO 18@8INEXT M

230 POSITIUN 18,427 #6;% “;

248 NEXT D

258 “Answer :¢;:INFUT B$

268 IF BF=A$ THEN C=C+1:GOTO 179
279 POSITION 9,4

280 T #6; wrong ¢

298 T #53IT WHS © Y3A$

#6:"SCORE = “5C-1
#559TIFE 2 %3 INTCCPEEKC 19 0%K256+F
FaELEB X 1BAGY SEC,

i 0 you want Lo play again Y;e ITMPU

+

IF A$="v" THEN 148
Rl

BRAFHICS 82 END

ot G G —iei TTIC! Cud
i [Tl

[0l S i [Tl
= EE I’CS*?:SIE
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One to Five

This exasperating game, which we saw first on a CASIO calculator, takes quite
some logical reasoning to solve. It is played on a board with nine positions set
out like this:

1 2 3
4 5 6
7 8 9

A horizontal and a vertical line drawn through any one position will cross five
positions in all. For instance lines drawn through position 4 will also cross
positions 1, 5, 6, and 7.

1 2 3
4 5 6
7 8 9
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The positions on the board are occupied by a random pattern of digits between
0 and 5. If you enter one of the positions (using the key shown on the screen)
the digit on that position, and all the digits on the horizontal and vertical lines
going through that position, are increased by 1 (except 5 which becomes 0). For
instance if we had

2 2 4
1 5 2
1 2 4

and entered 4, the board would change to

3 v, 4
2 0 3
2 3 4
The puzzle is solved when the board looks like this:
0 0 0
0 0} 0
0 0 0
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18 REF srbsHpitg On2 70 Five HRRHREE
28 DIF ILFCH B 252 0, INSCL D

28 OPEN #2,%,8,
48 GRHFHICS 15

15} bU1U buu

99 REI ### screen #i

188 7 #6;"% o Lo faive 0

118 7 $#65;"  r————t————+————""1G050UB 209

126 7 #6:0 4 ¢ + +4 2 GOSUE 26
138 7 #5504 + + +4 2 GUSUB 209
148 7 #E;Y St

158 FUR R=@ TO 2:F0R C=0 TO 2
164 FUblTlUN 3+ ib;£+7$h

I | R
| | s

REM ### 92T iNnSLPUCTIiON #4#é#
A GET #2,IN: INF=CHR$C IN+128)
FOR IM=1 TO 3

IF InN$=IL#C IM,IM? THEN RETURN
ME=T IN:GOTO Zau

299 REM ### execuls nove #ir
2448 F=INTCOL IN-1 203 22 C=IN—3%R-1
418 BCRSCI=B(R,C -1

428 FOR I=8 TO 2

38 B(R,IJ)=BC(R,1+1

44 [F BiFR,1 =6 THEN BCR,1 =8
458 Bl 1,0 =BC 1,0 +1

4660 IF BCILCx»=6 THEN BC1,C =@
478 NExT I:RETURN

499 REF ### CGULPUL board ###
SEE NZ=1

518 FUOR F=0 TO 2:FOR C=8 0 2
520 POSITION S+53C,3+3%R

538 7 #5:CHRFCBCRSC »—48+64 )5
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'—Nf+kBkR, L=l
i CiNEXT RERETURN
#HHEEE man program dEEE

R Ti=1 T0 3
= NTLH*FND"'+1)
] execute move #
SCreen #
el RSLrUCT I on §
exeCULe move i
ET Dutput boara #

10N 8,117 #5;%Ra0ne 10 2% 3N+

52



Escher

The work of the Dutch graphic artist M.C. Escher (1902- 1972), based as it is
on symmetry and mathematical forms, appeals particularly to computer

programmers.
Now with the help of the computer you can produce your own patterns
based on the same principles used by Escher.
Consider the following pattern:

It is based on a mosaic in the Alhambra palace in Spain. If you look closely
you can see that all the tiles are the same shape and that they are arranged so
that the ‘inverse video’ of the white tiles shows the same pattern rotated
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through 90 degrees. Escher studied such patterns and invented a game based on
them. He devised a patterned tile such as

EN
aid
RN[A BN
R A

i S

1000
WO

il

m

R

-
3
J
;

(62}
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This program does something very similar. After you have filled a ‘basic’
square with a pattern the computer rotates and shifts it to fill the screen with
your own ‘Escher’.

First the computer asks for the graphic mode:

Graphic modes:

1. very LOW resolution
2. LOW resolution

3. HIGH resolution

4. very HIGH resolution

and you enter your choice, for instance 2.

The the computer asks you to enter the size of your basic square, which
you then have to fill, row by row, with colored pixels. The size of the pixels
depends on the resolution you have chosen. Each key of the keyboard repre-
sents one colored pixel. You can delete the last entered pixel with the backspace
key.

After you have filled your basic square the computer asks:

Enter length of board (max . .. .):?
and
Enter width of board (max ... .):?

Now you fill the board with basic squares by pressing the N, W, E or S-key.
These keys indicate the direction of each basic square, as it is displayed on the
screen. (N=north, W=west, E=east, S=south). If you want to change the
dimensions of the board, press the START key!
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16 RE[ e EsCher Gams s
28 DI =30l 2
0 OPEN #2s9,8, K"

GOTO 266

vy LW reEs
Lk resoluti
HIGH resolut

wery HIGH re

[=TH<ESC < THB Hinich mode 4o 4
s THENTTET &
S| IHPUT :IF HU 1 THEH 28&

IQQ FOR I=5 TO 4 tREAD XsWNEXT I

] RO [IR:READ OF

S SiZe of basacH
FTHB»sqUare Cmax "3 INTCCFR+1

THEM Z18

3 4"5::_"_1:41 :3: Sd, 45,2
DF‘TH T Jlt&’l\_w_‘.lll t-,‘_-._u;lEii;l
RETURM

S5 REM ##% nitialize screen

@6 OL=PEEKY 566 +2S64PEEK 561 143
318 POKE DL.7@E:POKE DL+3.6

320 REM Define gours ot colors
38 SETCOLOR E.2.5

we

. H
=]
S

@ SETCOLOR 1.12.18
@ SETCOLOR 2.9-4
H SETCOLOR Z.4.E
SETCOLOR 4.8.8
RETURN

(el ol ied ©.
]

[
[ax]
=
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=quare #

### nput. Basic

55 THEN S96
1T COLsGEOTO

o
4 THEM So@

BiFLUI

COLOR
3 -1 THEH FH=

=RP-1:C=51-Z

" CFLRP

hhr PiCcLUrS 44
L =JFEnter lengt

PRI INFUT LE
JL IHtN qu

LHIF+SR STEF

=11
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770
Xg=+
75
790
200
&16
§20
&30
349
g5¢
464
a7
s
==
<ES
2909
AL+

g G0 0 KL
G &

od
(4]
91
2
93

£
(3

ﬁ;(2$=“ﬂ“)+2X(X$=“E“D+3$(X$=“S")+4¥(
ta

IF  MOT » THEM 748

FOR k=& TO SI-1:FOR C=& TO SI-1
COLOR SEKRLC

UM x GOSUE &E@,87a,8868,898

MEXT CINEXT REMEXT CO:NERT RO

POKE 87,1:FOSITION @1

OREURLJIE Ed roaw i on o9 ECJIEY
RETURHM

PLOT CO+SI-1-R.RO+CERETURM =REM <ESC

E%%IJCU+SI—1—C,HD+SI—l—R:RETUHN S REN
PLOT CU+RSRO+SI-1-CERETURM :REM <ESC

REFl it man prooram

GUSUE 18@:REM irutialize #
GOSUEB 4¥8:REM 1npPUL basic square #
GUSUE Ga@: REF atr-aw escrher picture #
IF PEEKCS3279)< 6 THEM 938

FPUKE 7E4.,255:60T0 924
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Genius at Work

Play this simple game to find out how good you are at thinking mathemat-
ically. After you have entered the number of players, the computer displays
seven numbers and a larger ‘target’ number and asks

OPERATION?

You must pick two of the numbers and one of the four simple mathematical
functions:

addition +
subtraction —
multiplication X
division /

For instance, if you enter 7 + 18, the computer asks:
Is this your final result?

If you enter N, the computer calculates 7+ 18=25 and replaces the number 7
and 18 in the initial list by 25. Now you choose again. Your task is to get a
final result as near to the target number as you can.

The character of this game is simplicity, so the whole family can play.
When one player has finished their go, press any key to start again. Now you
can find out if there is a genius in your family!

FEPM S 15500005 JU WMOPK SRR
DL D8 ¢ 2o F0 1 s 2901 0

=012 %=1: K=y

ol P —
& 5 o5
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4@ GOTO Sad

Q9 REM #E# random nunmbers e
183 FOR I=1 TO ¢
118 O [ =1IMT 19ERND W a+1 2

I‘U 1k FNU'U)\U.hg THEN 05 1 2=1HTy G5RHLE &

F=INTO L SERNDL B 1 %188
1568 RETURN
: HEH ### dizplad #EF
L EARISESC=3Try voo apro
hiS PUMBEr: WiF

“ PLESCHI=dY0U have Q0L LhEse number
< =

22 rUh I=1 1o 7

238 IF DoLxxe THEN 7 DCI 5% %5

Z48 MEXT 1

258 7

ZEE RETURN

REF ###% 1npUL operation ###
T OMESCHI=IEnter operataion i INFUT

FUR N=1 TO LEMCFF)

E=ASCCF$IM 23

IF L41<E» AND CE<d5s THEN HEUFALCF$CL
—1 332 B=UALS F$CN+1 LENSF$ 22 22 RETURN
NEXT M

GOTO 3@

REI #i## compute new numbers f###

FOR =1 TO ¢

IF UeJs=A THEM D¢Jr=@:G07T0 438

NEST JiGOTO 466

FOR I=1 TO 7

44@ IF D¢ 12=B THEN OM E—41 GOSUB S88,51@
L8,528,8,538: UALF=0C T 22 RETURN

458 NEXT I1:D(J2=H

?EB T OMCESCOLZICESCII2T" 1 k=8 FOP 15070 3
SaE O [ )=H¥B: RETURN
S1@ O I y=F+E: RETURN

S2@ DI »=A-B:RETURM

536 0] =INTCAZB 22 RETURN

Col P = i3
[

-F-Z

V1 e (1
[N T

o

o P PGt Gl S el Gl G T
o 2N K

ol
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P ae Jn
PG e =30
S (S e 0

uG‘,-rJ?
2ER

Tan T g
Ct Q5 =) T
Do e

U]

I By BN |
VS

o OO e OO -, | |
é Gl IVt = S (0 Gl I T oy
R oG e

oc O
cr
')

REM ## compuLe points ###
TONCESCHI=aIs thas ygour final result

IHPUT 2%

IF Z8<>"%Y" THEN POP :G0TO 314
TOLT Wou khawe: Y;UALF;Y on Y;F
A=5-HBSC F—UALF 2

IF x<@ THEM ==@

IF ¥=5 THEN 7 "<ESC>L[=1WELL DONE!"
T=T+xs R=k+1

T ORCESCH=dThis makes “;x;" points®
T OMESCHI=dMoOW You hawve ;7 ;Y points
F R in Y iREY rounds®

- UCESCH=0AN average of Y INTCTH1G8

7
[
19| ¥ points per round®

T OSCESCHL=aHGain Y IMPUT Z%

IF Z%="%" THEN POFP :G0TO 388
RETURN

REIM ki man program #Ee

GUSUB 18@:RENM random numbers
GUSUB 28@:REIN display

GUSUB 38@: REIT 1npUL Operation
GUSUB 49@: REI compule new numbers
GUSUE GB@: REN compuLe points

T Y{ESCALSCLEAR>T" tEND

L L R
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Shark Hunt

For five days now you have been adrift in your boat searching the seven seas.
Suddenly you see a slight ripple on the mirror-like surface of the ocean — there
it is, your quarry, that terror of the deep — the shark. Move your boat using
the cursor keys or the joystick. Your echo-sounder will tell you how close you
are to the shark — the nearer you get the higher the note it gives. Stray too far
from the shark and you are told

SORRY; YOU WENT TOO FAR
When you think you are close enough you can take a shot at the shark by
pressing the space bar or pressing the red button on your joystick. If you hit
the target you will see the message

THAT'S IT! CONGRATULATIONS!

Unfortunately you only have 200 ergs of energy to use. Moving your boat and
firing your gun both cost energy. If you use up all your energy the computer
tells you

‘.’.

[ AT = K
’“'/' o~
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YOU RAN OUT OF ENERGY

At the end of the game you will be given information on your performance as a
shark hunter.

BEP] #8488 S b 3 r K H U T e
OIF CogoE 2 L1 AT EATYFC LD

LIF TUC 3,8 3, £12

if . = 4}@)“‘ .

Y, YOU WeRT oo far ETha
ISEATULAT i ONS HEYOU Pan out of

=d] ipigpgsing ge
AT 2R FOR NO=g TO

FOR I=@ TU o

FEAD 57 i8TIKG [o8=Ki8T IR .1 0=y
NEST I
HTH :JFJ}E'JE'J_-E:}E
s JIE’IBIE’}E;JEJ_E

¢ MESCHC

T ow > =




e

H OPOSITION 2.17
- e bY USIG The Cursolr Keds org
FTRAEMESC X THE
The JOdstLick®
 HShool bd PReSs
LTHEXESC={TH
the red button®
[ T1ON 1E.13
irection®;

N9 The Space bar o
ESCH TREXESCTHE

478 7

426
498 7 =tart game®;
SEE

Er S
L4 SHIFT3<BHCK S

v
o O

=Z

. \Y
AR
o ‘ n"l\s\\\\\\‘l\&‘ = ‘
——a f , TN —

o »‘% LSS

S

_%;
S A 7 e
Z )
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W UR=330 0 IN=32 20 [N=43 1)

UY=Z50 0 IN=E1 3 IN=35 22

Ed SH=C IN=32>

BE RETURN

A [N=STICKCE 22 [F INC 15 THEN Us=STIKCI
STIRCIN-5,10

i = NOT STRIG(E)

E98 RETURN

SO REF $# COMPUTLE g Stance 2UC, WEEE
IF  NOT SH THEM 7ol

NS=NS+1 s EN=EN-2301

IF EN<=8 THEM EN=@1:2RETLURN
HI=COIXRNOCE =1 3

Sk=SR-UK SY=5Y -y

EN=EN—C LR 28 3—C U 2 -1

IF EN(—u THEN EN=8: RETURN

= A _"'-'r'+" GNC SY 2

IF DI<AD THEN ID=UI

218 RETURN

B33 REM ## OULPUL iHH
b= | = ITI - & L
FESCOE+

SITION ZE+HSGNC LS 3108

ﬁf( SIENC U 342 5 SENGC U 2+ 25
OSITION 28, 18+5GNCUY D

97 Y RCSENG UY 2+, SENCUY 2+2 05

@ IF SH THEN GOSUE 1686

@ OSOUND @.01,18,15

@ W=ld@: GOSUE 1188

A POSITION 25687 EN;Y etrgs Y
RETURM

1 RETT 4 shoot 4

FOR I=228 TO 258 STEF S

1 SOUND 1-1-18.15:54= OSUE 1163
SOUND 1.8,68,8:W=3:60508 1108
NExT I:RETURM

SO REM #E wai T 5

IIMU FOR WH=1 TO WEMERT WH:RETURN
11339 REM #Ht end Of this came ¢
288 T UKESCHCSHIFT A CLERR X< ESCH=3" ; COF
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(Z7HCA+1 L27RCCA+HL 3 25 ¥{ESCX=3"
1218 FOR NO=8 TO 7

1220 SOUND @, TUCCHANO D »18515
1230 W=2S:60suEe 1188

124 NEXT MO:SOUND @.0,8.8
lﬁ”g ﬁ “Srarting distance
o,

7 oYNUmMbEr Of ShoOLs

FHOT “You approached wWitkah

PRt IF Hl [HEM & "¥OU hiL L from
s013* m, ™

129 ht S0z

1384 [F HI THEN RE=SG8+EN-9+S0718

1318 RE=INTLRE 2

1Z228 IF RE<@ THEMN RE=H

338 1IF RE>188 THEMN RE=14@

1248 TR=TR+RE

58 IF REXIR THEM FIR=RE

FER T YYESCri=dRewards, onh a =Cale

Y 4 This Qaimes
SH Y OUHVErage ower YNGE:Y Qanes
“‘lNT'Fh ™IS
1256 7 "aEs iU 4
146 RETURN
13494 htH $E#HEE M2 PEOQNAm Bl
15608 GOSUE 1@viREN it al e

i ZEAsREM imitialize 1 3ane
18 REFl SCreen
P BEAIREN ihpuT
12 REM computaBg
Sl REN outpuL
BN I+ 18K =1
THEM 1
GUSUE 128 FUEE 7B

G 5250

lEMA 1F [M=EE JHEN 1514
1618 7 S EECALLULEAR > 3" S ENL
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Shakespearian Shuffle

Shakespeare, one of the world’s greatest writers, and chess, the king of games,
are combined in this unusual puzzle.
Letters are arranged on a chessboard like this:

T10 B|E O|R
NIO|T T10 B
E TIH{A|T I
S i E QU
E{S|T|I]|O|N|.

Wit LjL]IT[AIM

SIHIA|IKIE|S|P}|E
A|lR|E l{6] 0|3

A chesspiece, the knight, then moves around the board as it would in a normal
game of chess. As it jumps from one square to another, the letters or symbols
on the squares are exchanged. In this way the text on the board is jumbled up.
The computer will ask you

LEVEL?

and you enter the number of moves you want the knight to make. Obviously,
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the higher this number the more mixed up the board becomes.

You will be shown the board after the knight has made his moves. Your
task is to unscramble the text by moving the knight back around the board.
Enter a number between 1 and 8 to move the knight, as shown.

l 2
8 3
7 4
6 5
18 REM #3###4# Shakespear i an Skt 1S #3338
=d IpHYO V SsHFLES 1aEFES 1,HFC] 5
B OPEM #2,3,8."E:"
SEOE0ITO Ses
99 REM ##$ L3l e 13
186 s0=1:v0=1
118 REHD EF:pF=EF
128 FOR k=8 TO
i 1 H <
1

zia IF 8 b=
+HY0C1 THEN Fi=IMTS RHC

N=RO+E5 YN=YO+HYE

REM #3#3# chanae letiers #i

0 P=ENFOTN-1 2 FLHL PO=1 s
18 HF=BFCF,F 2IEFCF P 2= U000 BE UL 0=
£
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Z2A FUSTTION 1+80.1+50

338 7 #EEFCCYU-1 SNSRI Y- J3s+s0)
248 POSITION 1+5Ns1+YNS? #E:900;

350 RU=xN:YU=YN

6@ RETURN

99 REM #% display #34

400 PUSITION @,8:7 $#5;"Shakespeare shutt
le “;:7 5

418 FUOR K=1 TO 8
4208 T #E;" GEFCCK—1 S SKEE
430 NEXT K

440 POSITION 15,3587 #E:"2 1¢

459 POSITION 14.4:7 #5547 2

468 POSITION 16,587 6 EHE"
478 POSITION 14,687 #E;°5 3¢
48@ FOSITION 15,77 #6;:"5 9

499 RETURN

499 REM #3###4# main prooram e

Sua v “(Eer[(LLhHhr]\hLLeL W ESCAL=JENT
er level =%;:1iNPUT L

S1@ GRAFHICES 18

5200 GUSUB 18@:REM initialize #
S33 GUSUE 4UA:RERM diskplad #

546 FOR K=1 TO L

S50 M=INTCRNDC R %E »

S6@ GUSUE Za@:REM Knight's move §#
S7a GOSUE 3@ REM change letters #
S2@ NEXRT K

S9@ POSITION @.11:7F #E;"enter move 3

POSITION 12,11:GET #2017 #E:CHRECM D
Fi—49: IF K@ OR M>7 THEN SS9

18 GOSUE 2WE:REM KNight's move #

628 GUSUE 3@d:RE Chahge 1ELLErs #

638 IF A#<>B$ THEN S04

644 PUSITIUN b,E:7 #5;congratulat ons !

r

o T
I=”

[» 5]

ES@ FOSITION @,18:7 $#65;"Fd0 JOoU want To
play againg s LI

CE@ GET #2.M:IF =23 THEM RUN

BYE END

6EW DATH Lo be ornot Lo bBeflL} Thatvis T
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Explosion

Most computer versions of EXPLOSION set out the board for two or more
opponents to play on. With this program you are pitted against the computer
itself. Are you up to the challenge?

EXPLOSION is played on a board of 3 X 3 or 4 X 4 squares. The
computer will ask you to enter the size of the board you want.

Each square on the board has a capacity equal to the number of squares
directly adjoining it. This means that corner corner squares have a capacity of 2

1t
2
I
edge squares have a capacity of 3
T
T
1
2 ——>
2
!
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and central squares have a capacity of 4.

You and the computer have checkers, of opposite colors, that you place on
the board in turn. You may place a checker on any empty square, or on any
square which already has one or more of your own checkers on it. A square
will ‘explode’ when the number of checkers it carries reaches its capacity. An
exploding square empties, its checkers spreading out, one to each neighboring
square. These checkers will ‘take over’ any opposing checkers on these squares.

As the game progresses the explosions get bigger and bigger. Eventually
the whole board will explode in one color. If it’s your color you’ve won!

18 REF #4888 ExPLOS ) On s

28 DI RES S5 0,50 5D 00T 50 e HNSO D 2
A OFEN #2961, KE

4 GOTO 1388

= 4

146

114 ST ISREC K, S

128 NExT YINERT ®:iRETURN

199 REM ### COPY RE TO SE
283 FOR x=1 TO SI:FOR v=1 TO =1
210 RECR Y I=SECRLY 3

NEXT Y¥:iNERT =:RETLRN
95 REM #3## add L0 NE1ShboUrS
AR SECEXSEY =L ABSCSECEREY 2 0+1 2
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Z21a IF 01 AND STCEX.EY > THEN GOSUE 7Fag
328 RETURH

399 REF ##$ execuLe explosion #H##

4 SEC K.Y =500 K.Y HPL

413 NE=#4

420 EX=XiEY=YiIF O THEN GOSUE P8
438 XP=a

34 FOR >= 1 TU SUFUF: ¥=1 Td 51

470 XP=1: Nh Nt+1

493 IF DI THEW GOSUE SEd

SER SBC KLY =SECOR Y -STOR Y BPL

518 Ex=x:iEvy=YiIF D1 THEN GOSUE Ao

528 EX=XiEY=Y+1:GOSUR 0@

530 Ex=X+1:EY=Y =
543 EX=XIEY=Y-1
S0 ER=K-1iEY=Y:
SEB NERT YiNEXT =

SYE ET=(NEXSIRSI 2

SE@ IF XP AND NOT ET THEN 938

593 RETURN

S99 REF ##% evaluate situation #

oElR En=4

618 FOR ®=1 TO SI:FOR v=1 TO =1

B2 EN=EN+SBC 5. )

B3R IF -SBCR.Y METCR,Y -1 THEM cEd

B4 EN=EN-Z

ESE EN=EN+1@3CCSEC R+ LY =5TOE+ -7 )1 3403
B X, Y+]1 2=5TOR Y41 2—1 0+ SE R - l:v)-ﬂ1'ﬁ—1:
Y1 M SBCXSY-1 )=5TCE,Y-1 212

BEA NEXT YiNEXT &

678 RETURN

EO9 REMT ### OULPUL One value #is

faa FUHITIUN SHIFER S 2+HEREY

P18 T #6;CHRFC ABSC SECEXSEY 3 238+ S+H25FL 2
*3’43(( SECEXEY X35

728 RETURN

799 REF ### ouLpuL explosion #i

gan SE=SBC XY stES=HiEYv=Y

€18 FOR 1=15 TO 1 EF -1

S2@ SOUND 8,580,551
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828 SBCX,Y )=-1B:GUSUB Fov

g4 FOR W=1 TO S:NEXRT M

G50 SBOX,Y )=SB:GOSUE 7ou

867 FOR M=1 TO S:NEXT W

G780 NEXT 1:S0UND @,6,0,4

&8 RETURN

B39 REF ### plauer's move #h#
Sy POSITION @,11:7 #6;"YOUR TURN X3
918 GET #2-M%:FR=INTC 1% >—48

gz@ IF MxX<1 OR Mx>S1 THEN 914
28 FOSITION 18,1137 #6;5°4%;

949 GET #2,0%: FIY=INTC MY )—4s

958 IF M¥<1 OR My>S1 THEN 94@
Q58 IF RECMX, MY <K@ THEN S0@

978 POSITION @,11:37 #6;5*

988 GUSUB 18@:REN St -> rb

ag@ X=fx: Y=Y 0i=1

1918 IF ET THEN 168@:REMN ena
1629 GOSUB 2@8@:RENM rb —> sb

1830 RETURN

1G99 REM ### computer's move ###
1166 BE=1&18

1118 FOR T%=0 TO S1:FOR Ty=0 TO 51
1128 IF RBCTH.TY@ THEN 1138
1138 GUSUB 16@:REM sb -> rb

1148 E=Txi¥Y=Ty¥:0I=8
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A GOSUE $ai: REN execut,e explo ion #

@ IF ET THEW 1=

A GUSUB cEids: h'l P»aluane Z1tuat on #

28 IF EM<BE OR EN—bE ANDE RO @ 8.4 TH

=EN:[Ta=TH: IiY=TY

MEXT TYsHEXT TH

A GOSUE 18@:REM sb -> rb

A a=figiy=iviDl=1

A4 GOSUE $Ad:REM execute explosion #
1F t1 THEN 1B8E:REM =g 4

B ZB@E:REN e —> b #*

*

| ## mai i Proaran

B 14a@:REFM irataialize #

18 [F M THEM &
26 PL=1:G0SUE - _'REH Fladsr's mowve #
A UE 118A: REF comp's mowve #

|'U"‘ =@ TO 5
PR T R =0

5 REtN,?h—a'
SE NEXT s :
IR IFOR v=1 70 =1

=g m=al -Oy=1 a-0Y=E1

i
=Jwho starts (4ou o me) v

1588 INFUT HNI H  ANE="YY D
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EFT #EF end #E
SITION B.1
E;Yan eternal sxplosionresulted]

‘L=1 THEM T ;" dour RFHIC

i

N PENT Y Lurhiis;
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New York, New York

This original and exciting game puts you in a helicopter high over New York,
looking down on the city’s streets. At the moment they are deserted, but soon
traffic will appear, and it’s up to you to keep it moving. You do this by
controlling the city’s traffic lights. When a car (represented by a square)
reaches a red light it will stop. Each traffic light bears a symbol — pressing the
key bearing that symbol changes the light to green and the car will continue on
its journey.

At the start of the game enter a level of difficulty, after which you will see
the streets and cars. The game proceeds in rounds, during each of which the
cars move ‘one step’.

You start with 200 points. You gain 40 points for every car that gets right
across the city. However, if two cars collide at a crossroads you lose 200 points,

W

&8
\

N

1\

-
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and every time a car has to stop at a traffic light you lose 10 points. If you run
out of points the game ends — if not it lasts 200 rounds. The more points you
get, the better traffic cop you are!

18 REM ###### HEW YoM, NEW POUE #EEEEE
SOOI CRG G aale g sl [0 3

SOl oo RS R TR

3t DL U 12

S8 DI L JebFL S

B UFEM #h,H H, =Hi

FEOEDTD 18

]

HEF T Al Ie M#

e e R TS

1‘|: hJu i

U141 =
RIH RN E S R

L

l l: 1HH LE S
$1 UR LEX3 JHEM GOTU 2E4
3FELE

UhH
REF i SCresn s
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A GRAFHICS B:PUEE voE.1:
PR YOPE , MEW YOrEd
_“lu

IlHH 11;1

314 F RS
426 FOR R=@ T0
430 PUh F=@ T

4 POSTTION S
TION 28
TION =
7R POSITION 268
400 FOR C=1 TO 3L
4ai POSITION 1+7-E
SEE FOR L=1 TO 326

!1“ '";lTIHN 1+V:t

=z .

53 PO INLEEY

S - BRoundsE Y

S5 v JETHS: Red = @7
s Ia

Skt ht[UhN

S S LI 2R E=INTO S

butein] Eir=k—F

S

=5}

d

71

7em IF t_m Com AN A=1 THEN CFGC 2= G

lHtN 3

L LI}
TTO 2EINERT Wi SOUND B,0,8, 82 R

L4 T =t 20N,

Coa—AZHINTOCH G 32 2,54

RUR e
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prooram  #HEHER
itialize #
SCEEEN #

1 Car drives #
"FHFE =S P
SLE 5:“_1!51 REFl chanae

14 —IT.-I" =

- SERCK
OEXINCS asain ,.INFUT K¥
114—” U— KF="%" THEN RUN
1156 END
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Key

Searching for a key you have lost can be an aggravating experience at the best
of times, but when you have to find it as quickly as possible and, what’s more,
it’s hidden inside a computer the whole thing becomes very exasperating, but
also very challenging.

The computer has stored inside it a string of 20 ones and zeroes.

IOI0010I0ITIIOIOIOITO0

These figures can be shifted cyclically, that is, digits are moved from the
lefthand end to the right. This is done three times and the numbers in each
column added, for instance

rowl| —00101011101010110101
row2—>0111010101101010010I
rowd— 0100101011 1010101 101

sums — 022 1212222303031 1303

This is all kept hidden from you: it is in fact the key you must find.

What you are shown are the three rows of numbers, each shifted again.
For instance if the top row is shifted two positions, the middle row four
positions and the bottom row eight positions you will see

101011 10101011010100
O10I0I10I0I00I0IOIII
| 1101010110101001010
200001 12111123310122



You are not shown the sum of the new columns but the difference for each
column, between this sum and the first ‘hidden’ sum. In the first column, for
instance, the hidden sum was 0 and the new sum is 2 so you see 2; in the second
column the hidden sum was 2 and so is the new sum so you see 0. You must
now shift the three rows until they are the same as the hidden key, when, of
course, all the differences will be 0. The rows are numbered (the top row is 1,
the middle 2 and the bottom 3) so that if you enter

ROW =2
STEPS =1

the middle row will shift one position to the left.
How few turns will it take you to find the key? It has been done in as few

as 10.
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Mo |£a BRI A]

[t I o U e
S

EJ

REF] #HRHEREEEE K 2 9 EHHEREER

OIM TC4,200,HF 28 )
GRAPHICS 2

GOTO 5@

REM #4## initialize #4%

T O#EF"TURN = “GNT

As="1@1aa1@inl 1 1a1a1a1 14"
GOSUE 2@@: REl randomize rows $#

148 FOR K=1 TO 28

B TCH,KI=TC1LKHTCZ,K 4T 3,K

168 NERT K
B GUSUE 2B@:REM randomize rows #
188 RETURN

FOR K=1 TO z@

23 DIS=K+R

24@ IF 015528 THEN DIs=DIS-z@
258 TCAdLK =URLCASC DTS, 0150
ZB@ NEXT K
278 NEXT o
z&@ RETURN
299 REN ### inpUL ik
@@ T "Row =M INPUT J
5]

@ IF J<1 OR Jx3 THEN 388

I 7 STeps :tiiINPUT 5

@ IF S5<1 OR S219 THEN 326

348 RETURN
399 RER #3## shift row #3##
434 FOR I=1 TO S

B H=T(ds1)

42 FUR K=1 TO 13

438 TCU,KI=TCU,K+1 0
443 MEXT K

45@ TCd,28=H

468 NEXT 1

478 RETURN

499 REM ##% output #4#

T #E;" ¥k K ey dokx

REF #3## randomize rows ###
d FOR J=1 TO X
1@ R=INTORNDOCH XX19+1 )

POSITION ¥,1:7% #E5NT;:7 “<ESCCLEH

84



F>3
S1a@
S2@
530

[ i
1 Ia X T G O ) T
%éa_35$54%£§

o T T T oen CRoon LR
&

"z Nz=a
FUR K=1 TO 24
FOSITION E-1,3:77
FOSITION K—1,4:7
PUSITlUN K=1,5:7F 3

U=ABSC T4 K -T1 '-JL.-‘_I‘ SrK =T 1,K 22
IF W=@ THEMN NZ=NZ+1

FOSITION K-1,737 $#E;5U
NEXT K

RETURN

REM ### main proc-am #k

SOSUR 18@:REN initialize #

GOSUE S@d:REN output #

IF NZ=28 THEWM FOSITION @,9:7 #E;5"900
N YGNT® turns  tEND

NT=NT+1

GUSUE 2@a@:REN input #

GUSUE 4@@: RE sk fL row  #

GOTO 518
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Black Box

Armed only with a laser beam you must discover the whereabouts of a handful
of atoms hidden in a vast black box.

The box consists of 8 X 8 X 8 cubes. Atoms can be hidden in any of the
cubes, apart from those in the outer layer. However, there are never more than
five atoms in the box. These atoms will reflect or divert laser beams according
to the following rules.

—a beam which strikes an atom is reflected straight back in the opposite
direction

Ol——=%

—a beam which is set to pass through a cube directly adjacent to an atom
will be reflected at right angles

O

S e T |

- _..'__._L._._..l

l_—__r___r_
1
SR S

—a beam which is set to pass through a cube diagonally adjacent to an
atom will be reflected in a direction which can be obtained by adding two
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right-angled reflections

The box is numbered like this:

AT

oe]

N
ERRN RN R

RS RN

oNOWn O N~—

a

LR ERREEW

12345678

P2

87



The computer will ask you to enter P1, P2, and P3, the coordinates of the
position where you want the beam to enter the box. Obviously, this must be on
the surface, so at least one of the coordinates must be 1 or 8. When you have
entered the shot the computer will tell you where the beam has emerged.
Remember that a beam may be reflected by more than one atom. After you
have had a few shots you should be able to work out where the atoms are.

ITH REF #F#E B L a © K B0 R
SECULE P S aaHHFC D 8

@ BT S

a4 HEH ### COMPULS PESULT #4344
18K

114

+L

128 FUOR

1 FOR

1 FUR

158 FUR

16

T T

A=SENL S5

T

g R
]

BEP1-N1RY PRPE-TEY tEPE-

‘Resulits

A RE TURN
S1=13RETLRN

f”hN
=—1z HtTHbH

SORERM ##E DPUT COoord i Nates
A7 Enter coordiREanest
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FiEl= YiINFUT OFL
F141 OR P138 THEM 218
R FEsE THEN 2208
tirIMFUT P3
THEM 258

N3l 1 Z8 #49
A H_lb' =1 TO 5
418 FOR oA
2 1T -

Il

‘"1 ##### M3 1K PrOSram #HEEH
B gEEIREN imTialiIe #
‘lease emter ShOT®
EEAIREM i HPUL Coord i hales
=1 M P1=E 4 PE=] 0 FE=E O FE=]
1 THEM 15
1a: REFl compute result #
OOL OF QUESS Y INPUT AME
OTHEN S18
¢ tplease enter QuEssh

= REF 1NPUT COord i nates §#

S =23 HND
"thh l"'hﬂln b &

PrREt e S5

TR ONna
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Treasure Hunt

Have you ever dreamed of going in search of hidden treasure? Of journeying
through wild and hostile countryside, living off the land and sleeping rough,
until you reach the remote and forbidding land where your glittering prize is
hidden? If so, this is the game for you.

You will be taken high up into the Rocky Mountains and given a map
which shows where the treasures you seek are hidden, and what they are worth.
To reach them you must make your way along narrow twisting paths — one




false step means certain death — by using the I, J, K and M keys. You discover
the treasures simply by treading on them.

But wait . . . it’s not that easy. You didn’t really think it would be that
simple, did you? The treasures you seek are very carefully guarded by some
extremely vicious and terrifying birds who will attack you if you are not
careful. If they get you in their sights you will be paralyzed with fear. The only
thing you can do to try and stop them is to press the S key.

If you still feel up to the challenge start your search in the lower left hand
corner of the map. Collect as much treasure as you can and take it away
through the upper right hand exit. This will give you bonus points, and another
chance to journey along the paths, picking up treasure. In fact you can make as
many treasure-seeking trips as you can get away with. Unfortunately each time
you go through you disturb more of those appalling birds, who become increas-
ingly aggressive.

The risks are high, but so are the rewards, so gather up your courage and
off you go!

LTH REN #HHts  TPeasurs HUNT  apdans
=6 UiH [F0 15 2,B¥ 43

28 DIF PLECT 2s% £&1 AUEC L dLBIFE L
G OFEN #8380, K

S OGRAFHICE 17

EE GOTO 1868

99 REM ### Chanas Ccharacterset f#esg
186 TOP=FEEKS 18 -3

118 FOKE 289, TOF:FOKE 285,25

128 FOR U=15236 TO 1555

138 RERD UPOKE w,u

148 WEXT U

158 G=lSR 1536 2
DHTH 1&“:1" .r' »

P2VE, A4Y, 230, 0B, 23

RAMSET=TOP*236
FOR U=RAFSET+3¥S TO RAMSET+335+7

» :38
1va
1oa
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198 READ Uz PORKE Ly
28R MEST o

218 POKE VSE.TOP

228 RETURN

238 DRTH 255,255,255,
248 OATH S7 .1/ it »
250 OATH 189,189,515
299 REM ### nitialize & C:rhen ###

'-P_M =" s Bl F="L00" s FLF="FLEJE " : 5P =

a7 #Hi“iﬁt
Asure hunt

H
\_:L:'E' T OFE; I"'UN\. H "'Hl-:
3 #E'“bU“T“- iR
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FOR =@ 70 139
RERD T#2E3¢
1 Nt."

3T
TH éﬁ*& =4

B 2R SO EHE
e 2 [ GRS RHEG LR
] EHHEEE SR EHEERE SR ERE
TH @ R
[ R EHERE EEERRE F
[ g ERHE
H e R B
GO SRR
[ R ] R IR S

3R R RSEE R #LQL#E
=4l [ES2H [EC 25

b A RN N CHE
EC ] S R
CRTH R RN

S99 REF] 4 pladsr s nowve HERE

A T I=RNOK B 2 SEE—ZEENC 2

FoR Q=1 70 T1

IF PEEKC 7R3 =255 THEM 75@
htl #_,lw

F1=F1+F0z Ff—F;+FU
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74 POUSITION 7,237 #E:P2:" DOLLHR" 5
ol POSITION R.9Y+3:7 #E:PLES

Vel IF Y=@ THEN OU=T]

77a NEXT DU

788 IF ¥=19 THEN Bag

79 RETURN

799 REF #4##% bira attacks ###

gEA OT=25-S¥NC:Bx=19

618 POSITION Bx.Y+3:7 #6:B1$::60T0 294
S29 Bx=Bx-1

820 FUSITION BX,Y+3:7 #6:BI$:" s

848 FOR W=1 TO OT=NEXT W

e5@ IF Bx>@ AND PEEKC VB4 < >33 THEN oz2d
s6d IF Bx<=kx THEN PIRSITION 4,23:7 $#E;"en
d of game";:G0T0 SE6

878 POSITION @,¥+3

S8R 7 BE;BFCYRISH LY+ RIS s
g9 Pi=F1+1

an POSITION X,Y+3:7 $#E:PLE;

918 RETURN

Q99 REF $#HHEE main proaram $HE

#
1318 GUSUB 2:REM initialize & screen #
#

1638 IF Y=@ THEN NC=NCH1iPE=P2+NCEF1iF]
a:euil 1ua

1948 GUOSUB S8@@:REM bird attacks

1856 GOTO 1826

#
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.LT. — The Adventure of the
Century

In this crazy adventure you will sink into the boweis of the earth and meet a
very strange creature who lives there. His name is, of course, I.T. which stands
for Intra Terrestrial.

If you have never played an adventure game before don’t worry about the
rules — there aren’t any! You have to work everything out for yourself as you
journey beneath the earth’s surface, performing extraordinary tasks and facing
terrifying dangers as you go. If it all gets too much for you enter HELP and see
what the computer comes up with.

So, type in the game, take out a good insurance policy, give the RUN
command, and off you go!
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168 REF #ibsieeg [ T, SRR
3@ G0SUE Se0e

118 IHD=3:NKHIl=8

12| GO0TO 14@

138 GOSUB S0@

144 GOSUR 1@ad

158 G05UB G98

i@ IF CWOKE THEN GOTO 138

17@a GRAFHICE @

lga + CONGRATULATIOMS ! "
i@ 7 % YOU KILLED YOURSELF  *
caa STOP

SEE REF ##E 1NPUL

S1@a NKAF=8: IHO=@

53@ 7 "What would Yyou like Lo do¥

S48 INFUT YY$

545 IF LEMNCYY$)=@8 THEN GOTO 538

S5@ FOR I=@ TO 14

S6@ IF HEC IR11+1, [R11+LENCYYS ) 0=YY$ THEN
IHO=I+1:1=15%

578 NEXT I

588 IF IHD=13 THEN_7 "ON OR OFF7"s INFUT

YYg: IF YY$FCZ0=""F" THEN IHD=19

598 IF IHD>5 THEM RETURN

=10 %) IF IHD=8 THEM 7 “1 DON'T UNDERSTHNLD

518 NKAFI=KC IKM, THD 22 IF NKAFK >8 THEN RETU
@7 tYOU CAN'T GO IN THHT DIRECTION":G
L

1 SuE

@ RETURN

s@a REM OUTPUT

T OUYOU'RE IN THE “3R$CIKM¥15-14,15%]1

IF IKM>24 OR BLL=1 THEN BOTO 524
% 90U CAN'T SEE MUCH HERE“:GUTO &30
IF IUW<>@3 THEN 7 “THERE IS F “;U$(12
11, 12%IUK )5 “HERE
1=1 TO 6:1F K¢ KA,
50 “HSC1¥11-1@, 1%

i
Gt

CE TS S P
ot ZECATY $

- Q s o]
5 X 0 A

MEC

I)>a THEN 7 *
112

oo
ﬁﬁzx

o



1ae@E REM ook OPERATIONS sokoknok
1@1@ IF NKAMK >8 THEN IKFI=NKAM

18z0 [UW=8

1@3@ FOR I=1 TO 12

1@4@ IF UCTO=IKM THEN IUKW=I:I=12
1858 NEXT 1

@58 IPS=8

1878 FOR I=1 TO B

1@e@ IF PCI-10=IK1 THEM IPS=1:1=E
18598 NEXT 1

1188 REM 3%  GENERAL OPERATIONS Xk
liégBIF CIKMK12) AND CCRI<>E» THEM GOSUE

1126 CLL=CLLHBLL
120 REF %% PERSONAL OFERATIONS ¥k
1218 IF IHK7 THEN GOTO 1246
12200 GOSUB 1306 THD—7 s%208
1236 REM HANDLERS
12401 IF IPS=8 THEN RETURN
12560 GUSLUE 3006+ IPS—1 k268
1268 RETLRN
1369 REF ¥%%%  KILL  sokxs
1318 IF CIFS=8) OF CIPS»4 0 THEN FRINT “1
ifiE 15 THE ONLY THING YOU CAN KILL  HER
E !z RETURN
13200 LET IVMB=7
1230 GOSUE 480
1349 IF_1B7=0 THEN 7 “1 WON'T LET
THCK HITH BAREHENDS ; THAT S SUTCID
1350 PRINT *S0 YOU WANT TO KILL THE® 5P3C
1+18¥IFPS—18,1881FS 2
136@ 7 *YOU {HTTACK IT WITH Y0UR SHORD “ 5
1378 IF RNDC@E @S THEN 7 “BUT YOUR J1CT
I MOUES AkAY QUICKLY® 1ITO 1395
i28@ 7 YAND YOU GIVE YOUR UICTIF A TERRI
BLE BLOW"
1398 LET PCIPS,30=PC IPS,3 -1
1355 IF RNDC@I58.2 THEN GOTO 1446
1488 7 “THIS 1S YOUR CHANCE:YOU CAN HIT
IT  AGAIN BEFORE 1T RECOUERS®
141@ 7 00 YOU WANT Toe®
1411 INFUT ¥4$
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1428 IF YY$C1<>"Y* THEN GUTO 14448
1439_7 "YOU RAISE YOUR SHORD AGHIN “;:G0
TO 1378

1448 IF PCIPS»32>1 THEM RETURN
1458 IF PCIPS,32=1 THEN ¥ “YOUR UICTIM I
S BADLY MWOUNDED®:RETURN

1468 ¢ “YOU KILLED YOUR UICTIM®
1478 PCIPS,1 =82 IUH=8+[P5

1488 UCTUKW >=I1KF: IPS=8

1498 RETURM

1588 REM Joickk  HELP  kiokk

151@ 7 “POSSIBLE COfMFANDS: ©
152 FOR I=1 TO 15

1538 7 H$C1+11X1-11,11%12

1548 NEXT 1
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1554
1568 RtfHHN
1788 REM ¥k THKE  300E
171@ IF IUWC>8 THEN GOTO 1744
17z8 7 “THERE IS NOTHIMG TO THKE HERE®
73l RETURN
4 7 SYOU THKE THE “3USCL+IUMK1Z-125 [0
1751 BCIBMAX »=1UKM
1766 IBMAX=IBMA®+1
1778 UC T =8
1788 1Uk=8
17398 RETURM
1908 REM 3ok DROP 300k
1909 7 “WHAT DO YOU WANT TO DROF7
1911 INPUT Y¥$
1912 L=LENC Y¥Y'$ )
19208 [UMBE=@
1933 FOR 1=1 TU 12
1940 IF YY$=Us 1+ 11 D312, 12%C1-1)0+L ) TH
EN IUWE=I:]=12
1958 NEXT 1
19668 IF IUMWB< >3 THEN GOTO 13953
197 v “1 DON'T UNDERSTAND H0u*
19868 RETURM
998 GUSUE 4880
IF 1BZ< >3 THEN GOUTU z2B3d
T ORYOU DON'T HAUE H “sYYs$
RETURMN
2038 7 UYOU DROPPED THE *;U$C1+12%BCIBZ)
—12,12%BC IBZ 1)
a4 TUW=B{ 182>
2858 UCBC IBZ » =IKNM
2860 B IBZ »=RB( 1BIA=—1
2878 IBMAX=1BFMAx-1
Z@za 7 OO YOU WANT TO DROF FIORET™

2098 INPUT YY's

o9l IF YY$(1,10="%" THEN GOTU 150@
2835 RETURN

zZiga REM #%% IMUENT k¥

2il@ IF IBMAX<>1 THEN GOTO Z144
2128 7 "YOU OWN ONLY YOUR CLOTHES®
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@ GOTO 2156

T OWOU HAVE THE FOLLOWING THINGS: *
S8 FOR I=1 T IEfHX-1

@7 U IHIEEEC T 212, 2SR )

NEXT I

7 MU CAN SURUIVE *35-CHDG* FORE W

S0 RETLRN

@ 7 Y17 DOESN'T LOOK UERY HOPEFLL®
B 7 YOULL  NEED ALL YOU HAUE®
SOUND @,244 16,16
S0 THAT MILL HOLD FOR A WHILE®
CHO=a
2418 B IBZ 2=E¢ IBFR%—1)
2420 TEFA%=1EFAN-1
2430 RETURN
2500 REF % LANTERN ON ok
2516 TUME=1
2520 GOSUE 45
2570 IF 1B2<>8 THEN GOTO 2568
3 7 “GET H LANTERN FIRST®
RETLIRN
7 Ol TURNED THE LANTERN ON
BLL=1
RETLIRN
REM ¥y LANTERN OFF omkx
1 TukE=1
A GOSUE 4506
IF IBZ<>@ THEN GOTO 276
7 wwOU OO0 NOT EUEN HAUE A LANTERN®
W RETURN
A 7 “THE LENTERN IS OFF*
BiLL =6
A RETLIRN
REM 3kkEk  READ  3Rkx
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S IUKE=4
A GOSUE 4o@6

W IF IEZ< -8 THEN GOTO 23939

ZEzE T UYOL CAN'T READ A BOOK IF YOU Don
| HAUE OME™

5 RETURM

IF BLL=1 OF IKI

FOOIT OIE TOO DA
RE TURN

s2d THEM GOTU 2955
k. T RERD HERE®

I5 A RECIFE FOR COOKIES IM

Y FEW MINUTES®
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2898 RETURN
3B REN doooioicck 1.7, sokmsek
?@16 IF IUW=3 THEN P 1,2 »=310C JTUKN =52 TUN

3U3U ¢ “I.T.CTHE INTHHTERRESTIHL? IS HER

?331 7 "HE'S THLKIMG URGENTLY."

383z 7 “BUT YOU DON'T UNDERSTAND HIF*
333 PC1,20=2

36834 RETURN

34d 7 “1.T. BGESTURES THAT HE 1S5 VERY®
%212 7 “THIRSTY. HE LOOKS RATHER DESFERA
3843 RETURNM

3950 % "1.T. ODRINKS THE WATER A5 HE NEED
a@S1 7 "IT VERY FUCH.AFTER A WHILE HE 3T

ARTS*

3852 7 “TALKING FAGAIN.NOW YOU CAN®

3052 7 “UNDERSTAND HIf*

3854 7 “he says :PLEASE GO DOWN INTO THE
'CAVES AND FIND THE NULLITY BOFE"

3055 7 “SOME CRAZY PROFESSOR WANTS TO BL

O UP THE EARTH WITH I7°

3055 7 "1 HAD A FIGHT WITH THE MONSTER T
HHT  PROTECTS 17"

3057 7 “NOM_1'M TOO MEAK:SO ONLY YOU ©
AN~ SAUE THE ERRTH FROF DESTRUCT ION®
3858 7 “SUDDENLY 1.T. COLLAPSES®

3659 PC1.2 =42 RETURN

3W6W ERROR— 7 1T LOOKS LIKE 1.7. 15 I
N COnH*euTO3eS

3061 7 "NOM YOU HAUE TO DO IT ALL ALONE®
2\B62 ¢ “GOOD LUCK®

W63 PC1.20=5

39654 RETURN

3078 7 “1.T. 1S5 HERE *

3@71 7 “HE IS IN COMA“

3672 RETURN

3383 RETURN

320@ REF %X DRAGON %

3218 IF IUM=8 THEN PC2,2 =58 U¢ TUK 3=@: [UK
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1]
)

=M P
o

22A GUTU AZZBH IEFPL 2,200
B 7 “THERE IS AN ENORMOUS MONSTER HER

A Gl

(o) Pt =

U175 EYES HRE ROLLING"
“IT YELLS:ARE YOU COOKIEF®

A "": 22 =2

RETURN
4@[? “THE MOMSTER YELLS LOUDER AND LOU

[

(el Ged Cod TTIGR! Cud

: FOU COOKIET®
3242 PL2s2 =3
3293 RETURN

32§B [ 4 kEst YELLIMG AND BECOFIES RAT

7 "WOUR HEAD IS SPINNINGY

SZEZ CHO=CHOH

IZE3 P22 0=1NTC 33 RMOC @ 2 0+2
3264 RETURN

Z278 7 “THE NONSTER SAYS SURPRISED:CODK]
3271 7 Y17 STARTS EATING AT ONCE®

3272 7 AN ENORFIOUS EBONG  AND 1T FALLS
ASLEEP®

2273 KO1B,B =1

3274 PCZ2.2 06

3275 RETURN

288 ¢ “THE IMONSTER 15 ASLEEP®

3281 RETURN

340 REM 33ckk SNAKE ook

3418 7 “THERE IS A SHEAKY SNAKE HERE®

2420 IF RNDOC@X{@.4 THEM RETURN

3438 _IF CIBMAX=12» OF CRNOCE<@.5) THEN G

OTd 3474

3448 IBIMAX=I1BIAR-1

2450 UCEC TBMARX » =13+ INTC 12RRNDCE 2

3468 7 "WITH A QUICK MOUVE IT SMATCHES
SOMETHING
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3478 T YHND IT SMEEKS AMAY"

3488 PoE,1 =PCE,1 3

3498 IF PCEL10324 THEN PO3E,10=P0 301 05
35@8 RETURN

:538 HE” X HELLHUHNU FEX

3630 7 "rHEFu_;_It A GIANT HELLHOUMD HERE"

3631 7 “IT LOOKS LIKE HE WANTS wOU FOR [
INNER*

3632 P(d,2)=2

363 3 RETLIRN

3548 7 “THE HELLHOUND ATTRCKS YOU AND EI
TES wOU UIOLENTL®"

3641 CHD=CHO+1

3642 PU4,20=3

3643 RETURN

3650 7_*THE HELLHOUND BROWLS

0 PREPRRE FOR ANOTHER HT1

3651 PC4,2 =2+ INTC RNDC @ %2 >

3652 RETLIRN

3900 REM ¥k BOFME  dex
3818 7 “THE NULLITY BOME IS HERE.'

3528 7 “THERE WRE THREE WIRES EtTHttN TH

37 VEOFE AND THE TIFE FECHRNISH:R SR

NL' SEEFS T

H
AL

“IFINE (Ga.A YELLOW OME O 2 AMD A R

AN 1 1 HU:T OISCOMMECT THO OF TH
Ll STOP IT

T “WHICH WILL BE THE FIRST ONET"
845 INFUT

e FHND THh SECOND OMET™

555 INFUT v

7 Ch=a

=" YRG

861 FOR T=1 T0 3

865 IF 91,1 0=68C T,T2 OR YY$C 1,1 =08
» THEN CB=CE+1

NEXT T

IF CBLZ THEN 7 "HWATCH OUT! WROME [
PUT R 2E0T A
ZEEE IF ABSCASCO S5F -HS0OPYE 2 0=11 THEMN &
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HORMOUS EXFLOSTON

T

TOMCONGRATULATIONS 11 YOU SUCCEEDE
HHERE EVERYONE ELSE FRILED®

J95E END

4a@E REM @k BARBECUE 3

4@1a IF IUH~M THE H bUlU SEEE

)

GOTO 4a5w+ié7
? WTHERE 15 B GIANT BAREECUE HERE®

7 "WITH A LARGE FIRE UNDER I1T*
72 RETURN
4980 7 “FN ENORIOUS FLASH LIGHTS THE PLA
l "
47121 7 “AND A PEMETRATING SPELL FILLS O
UR HNOZE®

4653 RETURN
4@am 7 YEUERYTHING 15 GUIET NOW*

4891 7 “EUEN THE TERRIBLE SFELL FRDES"
4892 PCB L2 0=1

4@93 RETLIRN

4200 REA %% LOOK IN OHNINGS 3%

4818 IEZ=6

4520 FOR I=1 TO IEMA%-1

4838 IF BCI=IUME THEM LET IEZ=I:I=IEfAX

494 NE=T 1

4858 RETURN

4868 REM susck PUZELE 3%

4865 CRO=CRO+1

4378 IF IKMA=0< CROY THEM CRI=CRI+1

4575 IF CR THEN RETURN

4z8@ IF CR THEM GOTO 4315

4555 PRINI STRANGE THIMGS ARE HAFFENING

459@ PRINT "AN QE'DL”TE DARKNESS COUERS
YOU @D IT FEELS A% IF AN INUISIELE FO
RCE IS LIFTIMG ?UU'
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4895 7 “FOR A FIOPENT YOU ARE UNCONSCIOUS
4983 CRO=1:CRI=1 "
4995 IKM=1

4918 RETURN

4915 7 "YU HEAR A STRANGE SOUND LIKE S0
ﬂETHINb IS BEING PUHHEU HHAY

4928 7 “NOMW 1T HRS STOPPED®
Q925 K Z,1)=32

4938 RETURN

SEpm REM ### initialization #4%

Sala 7 “SESCHSHIFT»<CLERR><ESCH=J<ESC
Szl 7 OUSESCITHE>ESC xS THE H2 Io Ta

CTHB>SESC > TRE @

5@3@ T UESCXTRB X ESC < THE 2 ]
Sadl v M{ESCI<THEXESC THE:EF 1 Wt

S@SE DIM K366 -RFCSHA ), HEC 16D
S068 D1F POB,30-PFOEE U012 0, UF( 144
Sava 01 BC1z20,0K8 2

518@ REM ### connections #d#

511@ FOR I=1 7O 325

5120 KCI-1=I+13KCI-20=1-13K 1,5 =4
5138 KCI30=1+4:KC 1,34 0=1-4 K 1,6 =1
S148 NEXT 1

5154 FOR I=8 TO 24 STEP 12

Si6@ FOR J=1 TO 3 STEF 4

5178 K{ I+d+351 =02 KC [+0,2 =8

5188 NERT

5198 FOR J=1 TO 4

o208 KO I+J+8,3 =02 K [+,9 =8

5218 MEXT JiMEXT 1
5238 KC1,50=162K 7,5 =15
5248 K(32,60=12:K013,50=5
5258 KC35,60=182K0 18,5
Sz68 FOR I=1 TO 15
S27@ READ U:READ WiLET KlU,H =K

S298 NEXT 1

S3@E REM #% hitialize parameters
5318 IKM=36: IBZ=1: IBIAX=1: CKI'l=&4
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5348 CLL=9:BLL=@:CHD=4: CRO=@: CRI=1

S49@ REM ### fill artaus =

SRS OIF) YY$C150:00I0 =3 150

S409 HE=* “tHFCIBS =" “IHF 2 =HS

S41@ FOR I=1 TO 15

S428 READ YY$iH$CC I-10811+1 1311 »=Y¥$

G438 NEXT I

S435 Us=h MU 1449 =" PIUS( 2 i=Us

5448 FOR I=1 TO 12

S458 READ YY$iUsCC I-10312+1, [R12 =YY%

S466 NERT 1

SRS PH=" “IPF(BAX=" VIPECZ=PF

5478 FOR I=1 TO B

S488 READ YY$:P3CC [—1%18+1 - 1318 =YY

S48 NEXT 1

L4495 RE=Y CIRICS4@ =" “iRFZI=RF

S8aE FOR I=1 TO 36

SSIM READ YYEiR$CCI-1 0815+1 - 15 3=yF

NEXT I

A FOR [=1 TO 12:READ D=uC D p=0NEXT I

qﬁbu FOR 1=1 TO B:READ D-E

ﬁsru FCl,10=0ePC -2 =1P 1,3 =E

NEXT I

A FOR I=1 TO S:REARD EsDC D »=EiMEXT I
Al RETLIRN

sEEd OHTH tHht;Htﬁl,HHHlH..HHIH,HF;UHHN:

KILL »HELF » THKE » UROF » INVENTORY » BHNOHIGE « LA

NTERN ONsLANTERN OFF sREHD

GA1@E DATH LANTERM>HHEATFILE s MHTERSHUK » T

UKBOCK » LEAFLET » BRNDIFHGES » SHORD

Ed11 DATH COOKIE,BO0Y OF 1.T..GIHNT CORF

SESSLICED SHHKE »DEAD HOUMD

EA2E DATH 1. T. »FIONSTER » SMHKE » HELLHUURNL S B

(1B » BRREECUE

EEsE DHTH RESET CHUE » [—UHUE »5

DOR > CONTROL  ROOM » O—-CHYE » T-1C

E»BLACK RO »P—CHUE S E- IHut,N—IHUE

hU\c DHTH tHFI Ut :

HKE L HL'I: ’ 'v’!:L

: PLAHCE
KX UHIH FOO IHUt,rwaL_[Hyt,gygubtu L

HUE » ICE CHUE,OFEN FLHUE » HOCILES 2 HOCLES » WU 0
S MO0 WOOIS 5 MO » MOODES W00
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BEES DATH WOODS » HOODS s WOODS

A OHTH 33,30,28,21514,15,13,0,4,W,0,4
b@‘fiu DH]R 34:8:1':-:15':1?;4}&'5:-:'1;::'1!25}1
EHEW DRHTH 1,9,59,18.11,7 56,2
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The Wolf and the Five Little Goats

A Grimm’s fairy tale? No, an intriguing board game! This game is played on a
checkerboard displayed on the screen. As the game begins, the goats are scat-
tered throughout the lower half of the board and are represented by little
squares containing a number. The wolf stands at the upper left-hand corner of
the board.

Off we go — you are the wolf, and the computer controls the goats. You
win if you eat three goats, and the computer wins if one of the goats eats you.
(These wolf-eating goats are amazing creatures!)

You may start. On the lower part of the screen you see:

STILL . . . MOVES
for example

STILL 2 MOVES

The number of moves always lies between 1 and 3, and tells you how many
steps you may take during your turn. The wolf — in other words, you — may
move horizontally or vertically, but never diagonally. Each move must be
entered by using the I, J, K and M keys as cursor keys. If the /ast move of a
series of moves brings you on a square with a goat, the goat is yours. You may
never cross a square that has a goat on it.

There are 5 goats in all, and they may jump over each other. Goats can
move only in one direction. The number of steps they may move is shown on
the goats themselves, and is always between 1 and 5. For instance, if a goat
bears the number 3 he can move
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3 steps to the left, or
3 steps to the right, or
3 steps forward, or

3 steps backward

He cannot move 1 step forward and 2 steps to the left. If you (the wolf) have
moved to a new position the computer shows

NOW IT'S MY TURN

When it is your turn, the computer shows
STILL . . . MOVES

At the end of the game the computer either tells you
YOU WIN!

or worse

YOU LOSE

18 REF #### The HOoLt Hnd FHHHE
#HEEE TRE D LITLLIE GOSTS R

289 UL POS,2 T 12

3@ OPEN #Z2,3,8, K" TOFEN #i,9,0, "m0

4 GRAFHICS 12

5@ OG0T 186

S@GOTO 18w

Q9 REM ### i Tialize

183 REMIN=1:REMAA==18: KEMIN=5 KENRR=14

118 RH=REF TN KH=KEM TN FRE=—38@: BERT=1

1260 7 $#E; " wol FEFILLY Qoatsl
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T s
D N

;-1

) ot b ot b ot s i
AN

T O =

Z
=

450
350
47

450
45
4
S

S1@

FOR I=4 TO 3

T EEFY - Shem et .

MNEXT |

FOR 1=4 10 3

FC L1 3= INTCSHERNOCA 3 +HRENM TN+S

FOL a1 2=INTC TEFERNDC K 3 3+EBIIN

FCL2 i=INTCSHERNDN @ 2 0+1

FOSTITION POLa12.P0 10007 $EGF La2)
MEXT 1

FOSITION KHsRM:F $E; w1 By=2

i RETURN

REF ##3% 1 DOPUL and move #$#

A FOR EW=BM TO 1 STERP -1

FOSITION 2511
TO#E;Y STill MEME" moves ¢
GET #2,M0VE

A CRW=( FICUE=E1 AMD R RBIARR 3= FIOUE=95

RH>REFIIHN

A OKKW=C MIOUE=42 AND KHSKBIRR J—CMOVE=S2
[t KK AKEMIN 2

IF DRM+HOKH=8 THEN 3@

POSITION KWHOKK»RH+ORME GET, #3.%

IF CHRECR 2<%, % AND BWL 21 THEN 338
PUSITION KMaRWEY #E5:"."

R=Rk+0RME KH=KK+OKKH

A PUSITION KiaRME 7 #E74w"

NEXT EM
FOR 1= TO 4
IE RW=PC .80 AND KW=FC1,10 AND POL.2

44
28 THEN PC 1.2 =8:BERT=BEAT+1

NEXT |
EW=INTCSHRNOCA 3+ 22 POSTTION 2511
1IF BEAT=3 THEN 7 #&;"&  dJou win CH]

IGET #2.xiEND

TO#E;EnOW T LEGEE my Turhiet

RETURN

REF ### status #4s

STHT=8

IF RS<REMAIN OR RSCREMHR OR KS<KBEMIM

UR KSHKBIAX THEN RETURH
528 U=HBSC RW-RS 1+HESCKH-KS >

s

IF O=BW THEN RETURN
11



O=BH—2 THEN STHT=-Ze
- O=@1 THEN STHT=S00:

G L"lUTLl B

B FHE THEM RETURN
MH==12 RIHR=RE: KMAS=RS

Sl
P O
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Ll a1l R [ R22

A BRSSP
B S

l ##4 MOve 03T #H$
P _21 TION PCIMHR ST 2P0 TFH 8 2

= i

s PO LFIHE - 1 2=ETIRR
SHOCE 4]

SR T #EGPC IFRR 2 3
lHtH RETURM

: #_i" FUCU 10sE [HEE "
GET #2,xiEND

hEH ##### WS 1 PrEOSEan

5 15 ATREM iitialize
TREUL & s
svaluate Qoats
io'e SOt

HHHH

184 GUTO 1818
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Spring

A number of well-known computer games are based on fairly straightforward
physical equations. For instance all those ‘lunar landing’ games use an equation
which gives a position as a function of time when the initial position and
velocity and the acceleration due to gravity are known.

SPRING is also based on a physical idea, or to be more precise, a physical
fantasy. Imagine a spring with one end fixed to the centre of your computer
screen and a ball attached to the other. If this were a normal spring, when you
stretched it and let it go the ball would simply bounce back and forth. This
however is an unusual spring, subject to some very mysterious forces which will
cause the ball to move in a most peculiar manner — as you will soon see!




1E REM #HFEE S P o0 0 S d$isHnt
28 BRAFHICE 23

IR OSETCOLOR 1.8,15:C000R 1

HE SETCOLUR 2 xRHDE & 31 E,8

@ SETCOLOR 4 -RNDK B 1R, E

B REF starting pos, & SPEINS COMSLanLs
FEOH=RMOCE BEad, S5+4. 5

WeRNOOE 185, 5+2.5

Ax=RN0C @ 5a+52 AY=RNDC @ sESE+5

FLOT a4

REFl compute welocity @ displacement
U=+l 1559, -5
U=t 95, S
ORAMTL =.y
GEOTO 124

s b e bt e b OO
10
o

O T

=
b

(]

=, T
OGO Y
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Apolio 2000

Remember July 1969 . . . . that ‘giant leap for mankind’ when Neil Armstrong
stepped onto the moon. When we recall the excitement felt throughout the
world on that day it’s hardly surprising that so many movies and computer
games take space travel as their theme.

In Apollo 2000 you control a space module on its journey to a planet.
After the RUN command you can choose your destination — any of the nine
planets in our solar system or the mysterious planet named RANDOM. Having
made your choice the planet’s landscape will appear on the screen, revealing the
plateau on which you are to land.

There is a choice of 2 levels of play. Level 1 is relatively simple. Level 2 is
a bit more difficult because now your module is in orbit around the planet.

Vertical movement is controlled by the keys 0-9, where 0 gives no boost
from your landing rockets, while horizontal movement is achieved by using the
keys and . Once a key is pressed, your module will maintain its direction
and velocity until you change their values. All relevant data are displayed on
the screen.

100 REFI #HHE DPPOL10 2000 #eHH
28 0In L$f'U';L$‘1H':FL$k ZE D

o OFEN #2 <

A OEOTO Z2aa
9 REF ### INEUL
IF FUEL=0 THEN F
* CTENE EFFTY 1t <
12 =0 RE TURN

"
5 -
.
__‘
T
ek
| O
i w P
-
)
g

i P = 1

TS S S S

F o= AN

i

U'I i 1T

HE=1%¢
E=EHSHAESS HIE 8

n
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gcm¢n+a& 4o fu
s (0 f’él T ) P T
S S0 D

-“! [y a0
d
B

R Rt BN Il
-
=

# i
DDA

4
Al

b IE]

.n.ﬂ K

AR UEL=FUN
HET=FLIM
=FUEL-GERINT

'“TIUE+IHT F“tL
Fl=HETHFUEL SIS
RETURM

htH ### lePULP an hklnth ###

’-'EH m COmPULS new Yeloc ity #44

A FUNSOUEL+HPARSRE L HUFOHU 2o g— PR D

IF GRS=8 THEM RETURN

A FUN=FUNFEFF GRS GHELOG [ F-GHERAR 2

RETURM

REM #=H compute new diStance #33
OI5=001 S+ OHUHHU 23 PAR: RETLURN
REF #3535 COMPULS NEW h, VYEloCity #4H
IF HG=@ THEN RETURN

HU=(HU+HEF FXHGRPHR-T1: RETURMN

REPM #i# move sShip ##4
E2=INTCBASE+HIB+O0 IS HSCHA, 5
Y=INTC HE-S—0OHGT-SC+8, 52

(OLOR @:cOSUE So@

¥=INT{ BRSE+1E+0I S HSC+HA, S0

IF ¥<5 OR =>154 THEN RETURN
Y=INTC HBE=S—HIGT 50+, 50

IF %<5 OR ¥>31 THEN RETURN

COLOR 2:GOsSUE Sam

RETURN

REF #3HF Plot ship #34#
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'g .l?:'lctlo:l
N
A‘gsl-'ﬁ'

oo
2 L
QDo)

e ;-C' LG o Q0 oo Qo
G ol W ] -
EEEERSE

g

A PLOT X-1,Y-5:DRAMTO Z+2.5Y-5

FLOT R-2:Y-4:0RAWTO B+25Y-4
PLOT X-3,¥-3:DRAMWTO x+3,Y-2
PLOT X,Y-2:0RAWMTO R+3.4Y-2
FLOT Ro¥-1:20RAWTO X+3.%-1
FLOT ¥-3.Y-2:0RAMTO =-3,Y-1
PLOT B-3,Y:DRAMTO =+3.Y
FLOT X=3-Y+1:0RAWTO =+3,9+1
PLOT R-4,Y+S5:PLOT X-5.5+5
ORAMTO R—2,Y+ZiPLOT A+d4.¥45
FLOT R+S,Y+5:0RAWNTO R+2.542
RETURN
REF ##8# output values #3HE
POKE BSE-HIPOKE B57.11

1@1a 7 CH: INTCUELRIEE ) 1685

128 POKE B57V.29:7
1438 POKE B57.11:7

T

U5 INTC FUELS 188 2183
CF s INTCHETR 88 0 10

1848 POKE BS7,259:7 CF: INTCTIMER1GE 2 1600

1358 POKE BS7»-11:
@ POKE B57 .2
1878 FOKE E37

U5 [INTC HUR 1B o 18 5
CFr INTCF1 868 2180
C#; INTCOISk1 6@ - 100 5

1888 POKE BS7,29:7 CF:GHSG

193 IF HGL@ THEM 7 *  {F

1188 IF HGEXE THEN 7T " *%;

111@ RETURM

1199 REM $### check position of ship 5t
1288 ¥=INTCBRSE+1B+DIS HEC+HE 52

1218

Y=INT{ HE-S—HGT/SC+E. 52

1228 REM # out of range #

1226 IF %<5 OR x>154 OR ¥<{5 THEN 1488
1244 REM # beneath platform

1258 IF =<BASE OR X>BASE+20 THEM 1228
é%g@ IF HGT<=@ THEM S$="platfora“:E0T0O 1

1278 IF VELL@ OR OUEL >R THEN 1338

1268 INT1=@: INTZ=INT:EFS=1.0E-03

1248 IF HGT<=8 THEN INTZ=NUL:GOTO 161@
1368 ADR=400: GOSUE X168

1318 PAR=NUL:GOSUB 3@@: HGT=FUN

132a

IF HGT<{=@ THEN INTZ=NUL:GOTO 1614

1338 REI # too low
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1248 IF ¥>74 THEN S$=“surface“:GOTO 1388
1258 REM # touching planet

12660 LOCATE X-5,Y+5,C1:LOCATE »+5.Y45.C2
1378 IF Ci=1 OR CZ=1 THEN S$="surface":i
OTo 18@@

1326 RETURN

1399 REM ### out of range #H#

1443 7 “<ESC r[\d\]\EbL,[\LLEHF. -J

FLHNb OUT OF RANG

141 © ¢ LUﬂUNIUHTIUNu LOsST

14328 SORIND u,ﬁu,16,15=EUSUB 156

1448 SOUND @,1208,1@,15:605UB 1568

1458 SOUND @,8.8.8

{466 7 “{ESC=] Trd again 7";
14768 POKE 764.255:GET #2.%

1453 IF 8<>89 THEN 22324

14368 POF :FPOFP GOTO 3238

1499 REM ##% wait ##4

1566 FOR HW=1 TO 78:NEXT HiRETURN

1599 REIT ### crash or land 7 ##H

16868 INT1=@: INTZ=INT

1618 EPS=1.BE—@3: AOR=300: GOSUE 3166
1628 PAR=NUL: GOSUR 4@z UEL =FLIN

1638 TIFME=TIME+NUL

1646 IF VEL<KLANUVEL THEN 1588

1699 REM ### land !! #HHE

l??? gRﬂPHICS WESETCOLOR 1,8,8:SETCOLOR
(=¥ ] »

1718 7 “'EQL>[<LLEHR‘J<E;C‘[-J\EHL,[—J
You are landed saveld oh ";FL¥

1726 SUR=1@@:GOSUR 1768

1733 7 “{ESCHM=1 No damage,*“

1746 v "{ESC>[=3 Your mark for this lan
ding: ¥ INTCSHUEL /2 245

1758 GOSUE z2zawa: RETURN

1768 7 “<ES L“[—J Speed: Y INTCUELF1GE 5
1esse? * mos,

1778 7 “<ESC=3 Time: *;INTCTIFER1EE 2
1887

tyel 7 SCESCPE=D  Survived crew: MGolR;Y
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1793 RETURN
1799 REM ### crash '
1803 GUSUR 7aE
181@ IF X{5 THEN X=5
1628 IF X>154 THEN X=154
1638 IF %<5 THEN ¥=3
184@ IF ¥>74 THEN Y=74
1858 FOR L=15 TO @ STEP -1
18660 SOUND @8,30,3,L s SOUND 2,128,4.0
1678 SOUND 2,128,8.L s SOUND 3,148,8.0
1868 COLOR @:GUSUR Z1Gd
1898 COLOR 2:GUSUB Z1g@
1988 NEXT L
1918 GRAFPHICS B
1926 SETCOLOR 1.8,@8:SETCOLOR 2,3.7
1938 7 “<ESC<CLEAR >IKESC=KESC =]
You are crashed oh the “;5%
1946 7 “SESCH=1 on planet *;PLF
1958 SUR=@: IF BBSCUEL <33 THEN SUR=18-1
NTCRBSC VEL >, 30
1968 GOSUE 1768
1978 7 “<ESCX[=1 [amage: “;
19868 IF UEL{-15 THEN 7 "un";
1998 ¥ “reparabls,
zaad 7 “{ESCX=] you created a Lrater,
depti: Y INTC 1. SEXRBSCVEL » 20185 m,
2a81@ GOSUE Zzew: RETURN
218 FOR I=8 TO 5
2118 PLOT X-1,Y-1:FLOT X.¥Y-I
2128 PLOT =+1.¥Y-1:FLOT X+1.Y
2138 PLOT S+I1,Y+1:2PLOT x,¥+]
2144 PLOT x-I1,¥Y+I:PLOT R-1,Y
2158 NEXT I:RETURN
dldH REF ### asain 7 #44
e T “\EbL\[—J<EwL>E-J\EHE\[—J\ES >L=1
no you want another Lime Th;
2218 POKE 7B4,255:GET #2-4
2220 IF X=839 THEN RUN
2230 POKE 82,2:GRAFHICS B
22418 END
2299 REIN ### choose planet #4#
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2300 GRFPHICS Z:SETCOLOR 2.8.4
2318 ° 33 YOUR MISSION IS 7O
2328 G 5 “LHND safely ON H FLANET. "
23328 7 #o;YOU CAN FIRE FUEL TO";
234@a 7 #6;“CONTROL THE LANDING. ¢
2358 7 #E;"8-9 VERTICAL AND®

2360 3#“< OR > HORIZONTAL."
2378 7 $6:7 #65"WHICH PLANET 7;
2%38@ "@2 RANDOM 1:MERCURIUS

=]
239 7 “3ERRTH 42 FI00N SIARS"
2468 7 “b JUPITER  7:SHTURMNUS  8iLRAMU

2418 7 "YINEFPTUNUS TEE;

2420 GET #Z,PL:FL=PL-42

2438 1F FL=8 THEN FL=INTCIXRNOCR+1 D
244@ FOR I=1 TO FL

2458 READ PL$,COLOR.M .R@-F@,Ha-EFF HEFF
2468 NEXT I

2478 RETURN

2498 REM ### planet data #44

2560 DHTA MERCURIUS.1.,3.29E23,2. 24E6, 160
2358 - 1 5008 , SHEIEA

2518 DATA VEMUS.Z.4.E857E24 6. BSEG » 208 » SHE
» 100064 , SBBEn

2528 DATA ERRTH.9,.5.97E24 -6, 37EE 203,600
21 » SBEBEA

29338 DATH FI0ON.S5.,7. 35EZ22 »3. BES » 200 - 500 » 2
oand , 300381
2948 DATH MARS,3,6.39E23,3. 4E6 200,500 » 1
m Susvan

»

EIU UHTH ‘UFITER:i]}I SEZT 7. 14ET »200 .2

B R

UENUIS

2539 REI‘\ #HEE initialize ] #
2688 WGT=2581: 5-13—1@ LANVEL=-18
Ze18 C$=" ESCC+IKESC>L+IKESC >
[+]\Ebll‘)[+]<Eb£>[+]<l:b-L>[+J< ESCH+IKESC>
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[+ KESCOL+IKESC>E+D2"
2620 J=6.67E-11:dM=L501

2638 RETURN

25‘!9 REF ### plot planet #$

2788 WPHI{A; FESETCOLOR 8,00l 0R,B6:SETCO
LGR 1,18,7:SETCHOR Z2,1.8
2718 BASE=INTCRNDOC &2 21 28 )+5

2728 H=INTC RNDOC & X260 +59
2730 COLOR 1:X1=@: X2=BASE-1: 505U 2830
2748 COlL=Z:HB=H: I=HzK=H+Z2
27598 COLOR CUOL:PLOT BRSE+24.K

2768 DRAKMTO BRSE+20,1:DRAWTO BARSE]
2778 POSITION BARSE-K

?8@ PL”(E FES.00L: ;‘\-IU 10}%:”;@:"5-"
2798 IF COL=Z2 AND HCPY THEN COL=1:I=H+Z:
K=79:60T0D Z758
2800 X1=BRASE+z1:X2=159

2818 COLOR 1:G0SUR 2830
2828 RETURNM

2838 FOR I=X1 TO Xz
2848 PLOT 1,H:DRAWTO 1,79

2658 IF H>79 THEMN H=78:GUTO 26w

2860 IF H<{S9 THEN H=B@:GOTO 2858

2878 H=H+INTCRNDC@ %32 )-1

2888 NEXT I

2898 RETURN

2899 REM ###% initialize 11 ###

2306 TIME=2: INT=8. 5: GAS=3E: HG=u: FUEL=F&
2918 UEL=8: QUEL=@: HGT=H@: CHGT=H®

2928 R=RO+HGT : M=HGT+FUEL XSG

:5936 7 “(ESC)[(CLEFIR)J basas “iFLES

2948 v “<ESC>[=] LEVEL <1 OR &> 7";
2958 GET #2,LEV:IF LEU<49 OR LEU>51 THEN

2968 HU=SGRC JIN/R 2k¢ LEU=5@): OHU=HU
2970 HSC=3%SER( MR >~ 164@

2968 DIS=—HSCK BRSE+S »:0D15=01%5
2938 SC=HGT/C(HB-1@)

388 POKE 82.8:PUKE 7521
Mlg£1"<E$E>[<aERR}£Peed U, e
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2328 7 "Height : Time

3938 7 “Speed (H. ): Weight @
4@ ¢ “Oistance @ Trottles
3658 RETURN

3699 REM ### root finder ##s

3188 NUL=1E+88

3116 PAR=INT1:G0SUB ROR:FUN1=FUN

3126 PAR=INTZ:GOSUB ADR:FUNZ2=FUN

3136 NULO=NUL

22;48 N =INT1-¢ INT1-INTZ 2FUNL ¢ FUNT-FUN

o

2150 PRR=NUW_ : GOSUE RDR

316@ IF ABSCNUL-NUL O <EPS THEN RETURN
2178 IF _FUNXFUN1I<@ THEN INTZ=NUL:FUNz=FU

N:GOTO 3134

3180 INTI1=NUL :FUNI=FUN:GOTO 31326

3199 REM #HHHEE main prooram ##44s

320 GUSUB ZZW@a:REM choose planet $#

3218 GOSUB Z6@3:REFM nitialize [ #

3z2w GUSUB 278@:REM Plot planet #

3230 GUSUB 298B:REM initialize J] #

3248 GUSUB Y@@:REM move ship %

3258 GUSUE 1@@:REMN input #

Zz2e@ GUSUE 2@@:REM computation #

3278 GUSUB 1288:RENM check pos, #

Jze@ GUSHB 1@@@:REF output values #

329a GOTO 2248

123



At the Market

Have you ever wandered through a market and been amazed at the speed with
which the salesmen can add up a list of prices? Play this game with your family
and find out how good a market trader you would make.

You will see pairs of numbers of increasing length which you have to add
up. You will soon find out that this isn’t as easy as it sounds. To see why,
consider the sum

75856
+37637

Normally you would add the numbers in the right hand column first, then the
column next to it, and so on. With the computer, however, you must enter the
answer starting with the left hand column. It is this difference that makes the
game so tricky.




How many numbers can you add correctly within the time limit of about
one minute? Can you beat our record of eight?

18 REM st 0T The FEreet R
2 0If AFC152
W A=1:FOKE 19,81 F0KE 28,9
T1=IMTC RHD F18-H D
IF Ti{18~¢H-12 THEHW 3@
2=IHTERMOC & 23 18[ 2
IF l_\lw:(H—ll THEN S&
P

FHH E=i ﬂl HEPRINT “=";iMNEXT E

TR “Hn:wer '“"INFHT HHS

IF HMS=T1+T72 THEN 134

4 “Hrong, it is 3 SFTi4TE

H=H-1 2 GE0TO 144

Ik ktth,;@}+PEEK(13)125&(35@@ THEN H

3 e
= i
Ao o

D s e B

T b T
Do

Lo

TJ lnTthDEBEKIEAHJ=IF Ti<1g~CH-13 T
G

oo SCOre s 1 MR

ob Spech faicataon: Y

: I=1 1U ﬁ READ A$:NEXT 127 HE
FoaTime ¢ YEINTOC PEEKS 28 MPEEKC 190X

SE R E S 1EE Y :tuuﬂdS”

196 7 YO0 dou want Lo plag assin Yyl INFU
HE

oAl IF AEC 1.10="%" THEM RUN

1'-‘1 EHD

2 OETH Try 3931Rn,5Cho0lK i dFaper—bod .
18k HULDS dealer

233 ORTH Broker,[hrector, [l masnate,fiil
LIOn3ire Horrld ChampF i on

L::.—-dl—‘»—‘I)-—d [] b bt b s
[ O T i )
o L0 T 4T

-
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Fallout

At the start of this simple but absorbing game you will see eight horizontal bars
with gaps in them. Above the bars are eight checkers which can fall through the

gaps. In this example

O ONORONONGNO)

W (2 SR DY G .
PR EETEWERTE B GEEGW DR

checker 2 has already fallen into a gap. The object of the game is to get all
eight checkers through the bars. You can do this by moving the bars to line up
the gaps for the checkers to fall through.

To move a particular bar enter a command of the form

BDS

where

B is the number of the bar (the bars are numbered from 1 at the top to 8
at the bottom)
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D is the direction you wish to move it (L for left, R for right) and
S is the number of steps the bar has to be shifted.

For instance
3R12

moves bar 3, 12 steps to the right. This might sound like a very simple game
but when you actually start playing it you will find that it provides quite a stiff
test of your ability to think logically.

REM #asssds F 23 1 L 0 U L sesnsnsnt
OIF GEC 1S3, HEC 1532, ROFC 17 )
O BLEC 1 2BRFC 1 2,002
POKE
GOTO
REM #43 initialize #4344

BL$=* “:BA$=YE @

BE=EL$: G 17 =L $2 63 2 0=6%

GEC 15 =BAT: GEC 153 3=BA$: GEC 19 0=650 18)

FOR ¥=1 TO &

FOR B=1 TO 4

¥=INTCRNDC B %1 7+1 0

22
A

eoin fo ) P
T S

2

Tag Pt = 350
R

A
N

A GEC YL TR YR P e
@ NEXT B
A IO =2 G IO Y 2. IOy 2 =STRECY 2

=

NE=T ¥
RETURN
FEM ### draw screen #is

G S LD 00 =,

=

D T I I T S S S
DDA TR D) I

> BLESCHL=35CORE:

—

2 SE;
4 TION 26,127 TU;
248 POSITION 2.5
354 FOR B=@1 TO &
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JEE T BEsY YFHRERIVHIL(EFL X
APa NEXT B
28R RETURN

399 REFI ##% iNFUL 6
400 POSITION 10,2227 “<ESC) SEHIFT 34 BACK

41U INFUT
428 RC=H LS
433 IF RC<1 OR
441 Dl=CRUF 2.2
45@ IF DI=@ THEW 4HH
454 TI=UALCROSFC 2
478 IF TI<1 THEHM o)

488 RETURN

499 REP #4H Arop Checkers b

S FOR B=1 TO &

S51@ I=IcBad=I+172IF 148 THEMN EZ&

Sz IF H¥C L 11=EL$ OF HEL L s 1 2=BHF OF HF
Jdrd M OPELF THEN B3&

E‘:I‘L“ ICE = Hs;(‘_;_l v‘—Hﬂ 121 38HEC 1,12=
S35 MI=INTCCI-1 2017 2 (= IHTO L U=1 2017
S48 FII=INTCCI-1 2217 2afid=IMTo =1 3517 2

ELF
a
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TOHF dsd 2
©BLE;

1Y OBELF

B
RETURM
REF M main proaram sHEEE

SR lt 1un REM 1irutislize $#
s1: Az REF draw scresn 3
520 a:RE] oroR CheckersH#
SEE i NEUTL 3
5 2E]

S 2 'mm REM s=hift bar

L

REF] drop ChECKers
Nf—HT+1 FOSITION 25-1:27 NTs

AU )

SLESCSHIFT»BHOK =
1c
st THEN GRAF

INHH RO IF ROSC1,1 0
EH= ]
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3@ T Y<ESCHSHIFT»<EACK S»Same situatio
n Ypr INPUT ROF

SHA IF ROSC1 .1 24 29Y" THEM RUN
954 H$=GFIGUITO =18

1493 REF ###8# main prooramn B
1588 GUSUE 1@B:REN iratialize
1518 GUSUE Z@@:REM draw screen #
1515 RC=1:G0sSUE 3@@: RERM

1528 GOSUE BEE:REF 1nPUL #

1538 FOR D=1 TO TI

1548 GOSUB 4@a:REM shift

1542 GOSUE 3a@: REM drop

1558 NT=NTH1:POSITION 28,187 NT;
1568 NEXT Lu

1578 [F SC<3E THEN Sz28

1528 END
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Ship’s Attack

First, let’s describe this game as realistically as possible. In the lower half of the

screen is a shape like this:

Little squares fall down from the top of the screen. You must move the shape
using the joystick or the cursor controls .

- and »

to stop the squares hitting it. If that sounds dull what about this . . .

You are captain of one of the finest spaceships in the universe. As you
cruise majestically through the Milky Way you can’t help feeling proud of the
magnificent vessel under your command. Then just as you are nearing the
harbour and the end of your voyage is in sight, disaster strikes —

A FLYING SAUCER ATTACK!

How can you escape these unfriendly invaders from across the universe? Why
not try your

SUPER ATOMIC ESCAPE MOTOR?

The more flying saucers you avoid, the more points you get. That sounds
better, doesn’t it? Anyway, the game is fast, simple and great fun to play, and
that is all that matters.
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18 REM sdfads Ships' S HULLack bR
2B ULF SHFCE 2.NSFCE 0,BUFC 1 2,NEFC1 D
3@ OPEN #2.3,8,"K:"
4@ EOTO SEE
99 REM ### initialization i
é@? §H$=“G[KUL]E“=NS$=“ YrBUF="LTA"iNE
118 FU=@:0FL=9: PL=1@: BY=.
12“ T OSCESCALCCLEAR > IES
SINFUT LE
134 bhHPHILL 17:FOKE 7SE.226
148 SETCOLOR B,8,E
@ T #E
166 FLEITlﬂN FL-1-2
YE RETURN
1959 REM ### move shiP HHEHEHEHRE
288 OFL=FL: k=8
1@ IF PEEKC 764 2< >255 THEN BET #2.K
220 PL=PL+C =42 3—( K=43 s STICKOE =7 3= 57
ICKC@a =112
233 IF PL=0PL THEN RETURM
POSITION OPL—1,23:7 #E;NSF;
IF PL<{1 THEN FL=1
IF PL»18 THEN FL=12
A FOSITION PL-1,23:37 #E:5HES
W RETURM
REFi ### t"OP bDULLEL ###
FOSITION BX.BY:T #E:NEF;
EY=BY+1+LE
IF BY<Z2s.5 THEW Z5a
IF ABSCBX-FL 331 THEN 234
 FOR W=58 TO dﬁl CINL U:H:H;lq
H-WUUND Q00,07 L R
Iou khave Y;F0-1;% poinLs,
B4 ERE=PLAINTC L 3—LE 33O RNOCE 3335-1 22
A IF Bx<l THEW Bx=1
iF Br>12 THEN Bx=1%
Ey=LE: PO=FO+1
IR M=10E TO S8 STER —JSOUND BsMs1u
NE#T MaSUUND B.8.8,H
2 SITION BR.BY:T #cBUF;
4 RETURM

=JEriter lewvel

._.

h
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REF ##### main pros-am #4444
GUSUR 183:REM inivialization #
GOSUE 28@:REF move shap #
SOSUE 3@a: REF arop oullet #
GOTO Sia
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Mini Mancala

MINI MANCALA is based on an old Arabian game. It is played by moving stones
between cups. There are four cups: A and B are the computer’s, and C and D
are yours. At the start of the game there are two stones in each cup.

Q)
©

A (computer) B (computer)

)
©

C (you) D (you)

In turn, the players take the stones from one of their own cups and distribute
them counterclockwise to the other three cups, one stone per cup. For instance
you might choose to move the stones from cup D like this:
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®
)

A (computer) Q B (computer)

anticlockwise

®
)

C (you) D (you)

After this move cup D is empty. In fact, there will always be at least one empty
cup, because during each move stones cannot be put back into the cup from
which they were taken.

To win the game you must get all the stones into your own cups.

On the computer, the cups are represented by squares with numbers on
them indicating the number of stones they contain. You can choose the level of
difficulty you prefer, 1, 2, or 3 (1 being the easiest), and who has the first
move. The computer will ask which of your squares you wish to move the
stones from and will tell you what its own move is. The position of the stones
on the board is displayed after each move.

You may be surprised that this complicated game can be described in such
a short program. The diagram shows all the possible moves, and is an excellent
example of how a strategic game can be represented schematically.

This game was created by C. Freeling.
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18 REM HHHERHEHEE 1Tini-Mancala s
28 01N MC1s12,003.10

33 OPEN #2,4,8,%K:"

4@ GOTO 7sa@

93 REM #¥#F initialize w9

16
11@
124
138
144
158
166

3@

FOR 1= T0 1
1K@, 10=2: K 1.1 =2

FOR L= 7O 2

RERD milil-l =X
NEXT L

MEXT 1

OATH B,1-1-8:8,8,151

A RETURH

REF 4 di1splay board ###
l:RFdF'HII'c 1=

REF 4 input 44
FOSITION @.18
TOHEEMOVE STONES FROM CUP L0 7

FOKE VES,255:GET #z2.%

IF ¥=67 AMD Fic1.828 THEN L=

HRS(X) RETURN

R=ET HND (1.1 228 THEM L=2

1F
Hﬁskk) RETLRN

a5e
3ea
ava
gu

SOUND @,28,168,13

FOR T=1 TO 18@:MNEXT 1
SOUND B.u,8,.8

GOTO 39

27 #E H ‘mlnl[l 1Inmancata®

1577 e

HCGE oS 1N

299 REN 8 computer's turn HHE

480 POSITION @.1@:7 #5;"now i ufGFs oy tu

roCA3 -

418 FUR W=@ T0 SEd:NERT M

3%@1Q=ﬂ(@;@)$1@@@+ﬂ(@;1Jﬁl@@+ﬂ(l;@)%l@+ﬂ
212

430 L=3
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440 IF MA@ 058 AND CLEULE AND RNDC @ 33XLE
Ul 4 OR Fic@.1 =3 Of 3=1434 OR B=1348 OF
F=611@ OR G=11E83 THEN L=@
450 POSITION @,18:7 #6: &1 MOVE STUNES F
RO CUP E%;CHR$CESHL=320;
468 RETURN

499 REM ### sPread stones
SAR GeLOLsE2iH=LIL,12

S18 IF MKG-H>=a THEN RETURNM
S2@ L=L+1:IF L»3 THEN L=L-%

S3E [=lCL.Ed=lila12

5S4 1IF I=G AND J=H THEN S&&

55@ GOSUR ERE:GOTO S18
S99 REF #4 move One SLONE #3#H

BEE K GaH =M GaH 218 P Do 2= L5 341
B1A POSITION FH4sH,4+2%G: 7 #E:MNG.H?
E2@ POSITION 7Hasd,+23]:7 #EGMAC I,
FOR W=1 TU zAE:HEST H
RETURN
REF 3 nain prosram e
GOSUE 1@a: GOsUE 20
T OELT $EIT BE;YENTER LEVEL C1-3x7
GET #Z,5:LEU=x—332
IF LEWUS1 OR LEM>Z THEM V28
ﬂ4w FlellUN H,1E: T #E5;“HHD STRRETST YO
R FIE °
15} bt1 #2,80 IF #=89 THEM /3@
7EA GOSUBR 38aiREN nPut #
71 GOSUE Sads hEH TPPEad Stones #
?hu IF MC1s1) THEN POSITION @,9:7
oy witnt i GOTO SEA
CSUE $8R: REM compuLer s LU

onUt quu REI SPEad SLOnE:
THEN FOSITION 4.

= T T
[T A S
DA TR )

=~

#b; UU PO HENT TO FLAY HGHIN 7

P B o N
[Rig]
SESE EMLD
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Stop It!

Although this is only a short program it gives rise to a fast and exciting game.
The screen looks like this

The square on the left has a letter on it. When it moves across the screen you
must try and stop it in the region bearing the same letter by pressing any key.

At the start of the game the computer requests a level of difficulty (1 is the
easiest, 2 is harder and 3 is the most difficult) and asks you how many times
you want to play. You’ll be shown your score at the end, for instance

Your score is 0 out of 10 (0%)

Never mind, better luck next time!
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18 REM sEsEpEs S T 0 P 1 T SEEERENE
20 DIM BUFLL

LA=r3ENter leve
FRINMPUT Dl:D7=25-

Y
H

O 2-12.14
P ITI”N 11.827% $#E; "CFLalblcfdr"

188 FUR RO=1 700 11

118 F TION 11.R0:7 s C C Cet
121 Rt

128 Tu=Ti+1

148 CO=IMTE BUF=CHRF COHES+E2 2
158 RO=1+ 3

155 POKE VE4.255

168 FOR 1—” I” 1=

1va "

1o

1o

L EIH

TI0M 11 l~u.\
S42ECO THEN T=288: G0sug =15 HIE]

e SafcHI=HI+1
TION B,8:7 #F,Hl;
IF TUNT THEM
GRAPHICS @ POs
R =
“EFINTOHISNTZ
END

SOUMD @.T18,15
FOR DE=1 TO SEDT:HERT DE

SOUND B.8,-0.8

RETURM

REF #38 Changs CharacLerset 15
TOP=FEEE: 18 3—2

ot ot UEHT
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618 POKE 284,TOP:POKE 206,224
628 FOR x=1535 7O 1555

E38 RERD UiPUOKE =-U

B4 NEXT ¥

ESE GE=USRC 1536 >

EEE DRTH 1841623, 160,8,177 »:
vggUde:d4ﬂdeU:&“t PRI S P B
678 RAFMSET=TUP¥256

E20 FOR X=RAFISET+S9EE TO RANSET+S9%8+7
BSA FOKE #.255

FEE NEXT X

718 POKE VSE.TOP

7@ RETURN

2 2EE . 292
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The Swedish Popsong

A theme con variatone is a tune that, although it is based on one that has been
heard before, has its own mood and identity. This game could be considered as
a theme con variatone as it has some similarities with another game in this
book, but presents its own unique challenge to the solver.

You will see 16 fields filled with a random arrangement of As and Bs e.g.

B|A|B|A
AlA|A|B
Al B|A|B
B|B|A|B

When you indicate one of the fields (enter ROW and COLUMN) all the letters
on the horizontal and vertical rows through that field will be altered so that all
the As become Bs and vice versa. Your aim is to end up with a screen which
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looks like this:

W | O

@

A
A
A
A

93]

(> | >| P

18 REFM MBS Baba #HEes

et DIF Bodad3
38 GRAPHICE 18
43 OFEM #Z,9.8, K"

a3 REM $### nitializs #44

188 FUR R=1 TO &
118 FOR C=1 Ta 4




BlRAC=INTC 23RN0 @ 2 )

ExT C
=1 R

#5;" HLREe Sweadish pOPSONAR”
: #E 123
#$EGUHRSC 1590

S KB (I ORI X
TS T S T T i

ITION Q.3

RETURN

FEFM ##3 draw screen #
k=1 10 4

ITION B,3+R:T #EGR:" Y

S R e
= ) F

e

IF BCR.Cx THEN 7 #6:"b" 516070 254
R CTAER

RETURN

a9 REF ##F 92t npUL and fLip #EE
ZEE POSITION 2,907 $#0:YErow e
318 GET #2.RiR=R—4o

IF R<1 OR R»3 THEM 3w

FOR =1 TO 3

BlR,Cx= NUT BORSCD

NEXT ©

FOSITION 2.9:2°% #E6;*EFcolumni?
GET #z2.0:i0=C—4958

IF C£1 OR C>4 THEN Zen
BiR-C= NOT BORSCD

FOR R=1 TO 4

ECRLC2= NOT BORSCO

NEXT R

RETURN

REF #HHH# main program #HEENE
GOSUE 1@@:REF initialize #
GUSUE Zo@:REM 4raw screen #
GOSUB 3@@:REM input & turn #
GOTO S18

:{E e':-
SR T SO T

QehntEs
S B S )

]

on £nen
&
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Vowels and Consonants

This competition game can be played by the whole family. Unlike most other
computer games, it does not involve numbers or arithmetic. At the start of the
game enter the number of players, and then take turns to play. The computer
will give you seven letters: when it asks you

Vowel or Consonant (V,C)?

enter V for a vowel or C for a consonant. When you have your seven letters the
computer challenges you to make as long a word as possible out of them, using
each letter once only. There is a time limit, shown on a clock on the screen. It
is amazing how addictive a simple game like this can become. Try it and see!

At

Fl

44 I kaNP“,lH HC 21 3RCHECD 3LLESCY )
S8 OFOR P=1 7O NP:POCP »=@iNERT F

BB GOTO Gae

9 REM ### [mitialize scresn i

188 GRAFHICS 1:

118 7 $EGYPLR. 22T #E;"PTS. S

128 FOR -1 IH HF

128 POSTTI #EGF

FE W
>

hturn of pladeriZ2]

mel o Consona
l

Ar

SeCcCNIRY 5



A POKE 2@,@:FOKE 19,8:FPOKE 15,4

RETURN

REM 45 Clock 3

TI=CPEEK{ 12 33ESS3E+PEEKC 13 3 25E+PEEK
(LRt ]

@ FOSITION 11-11

2B T #E;EE-INTCTIX1E 714

gy

~f"

2!
238
29

X
DTG

NENEaT
|>4h

2@ IF TI1xe8 THEN FPOSITION @,11:7 #6534t
me 15 upl @ pLs, FESOUND @,258,10,15:P
OF =RETURN
348 RETURN

299 REM ### Choose characters #$##

49 FOR OuU=1 TO 7

41@ GOSUB 28@

420 [F FPEEKC 764 =255 THEN 41@

33 GET #2,1IN

440 IF IN=85 THEN CHS$S="REIQU":GOTO 474
458 IF IN=E7V THEN CHS$="BCOFGHJUKLINFERST
UMRYZ" 16070 478

460 GOTO 4148

470 IN=INTCRNOC @ SRLENC CHSS$ )+1 )

480 LEFCOU >=CHS$C INSIND

439 POSITION S+2#0U.&

SE T #6; CHRFCHSUC LESCOU » »+32)

S51@ NEXT Ou

S28 RETURN

S99 REF $### (npUL word #44

EER LE=@
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10 GOSUE 6@
IF PEEK: 754 3=255 THEM E1@

GET #2, 1N

IF IN=155 THEN RETURM

IF IN=125 AND LE># THEN POSITION LE-
#E:4 "rflE=LE-1:G0TO BEl@

IF INCES OR IN>SE THEN E10

70 LE=LE+1 2 CHESCLE )=CHR$C IND

20 POSITION LE—1.5:7 #6;CHREC INF168)

96 GOTO G168

REFl #3# COMPULE POINLS ##H

IF LE=@ OR TI:G8 THEN RETURN

Flw lM'l f“ Lt

» THEM LE$CC.C

P s

FORFOS ITIHN ARt SOUND B,208,10,15

FER 7 #6;"%wrona letters used A3

7rE RETURM

FEA NEST CO

AR POCPL =P0CPL HLE

i SITION .3

:; 7 THEM _‘ #E;:o00dK] M :SOUND
i S

AT #EzveccelentfKY tiiSOUND Ba.18.18.1

A T #EFCHRFCLEHIE )" pOnLSENIY
S48 RETURN

! REFM #8H# man proaram $3#E

FOR PL=1 TO nNF

GUSUE 18@IREM nitialize screen #
GOSUE 48m: REF choose characters #
FOSITION 8.5

T OFEFUEIAKE A MWORD OUT OF  THESE:GE“;
GOSUE s@@: REM input word #

i FA@:REF) compute points #
FOR W=1 TO SBE:NEST H

SOUND @088

NExT FL
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Astrology

This program is based on a study made by the Dutch physicist and astrologer
Dr. Ir. J. Van Slooten. He was a research worker at Philips laboratories who
spent all his free time on astrology. He developed a theory that the phase of the
moon at the time of birth was a very important astrological influence on a
person’s character. After studying the lives of hundreds of people he con-
cluded, ” . .. that the moon phase forecasts the extent to which the spiritual
and emotional life, especially with respect to a person’s social environment, will
develop and furthermore the role he or she will play in our society ... ”

The diagram shows the cycle of the moon’s phases. As there are three phases,
waxing, full, and waning, so three types of person can be defined.

Individualists: born in the waxing moon phase, they have waxing energy. They
like to work on their own, have strong wills, and are not discouraged by
physical discomfort

Socialists: born in the full moon phase, they like to live in communities. Key
words for these people are ‘compare’, ‘choose’ and ‘combine’.
Cooperation is a dominant factor but there is also rivalry and envy

Conservatives: born in the waning moon phase, they know that the light de-
creases but will return again. They are careful and sure of themselves, and
like to have everything under control

These three types can be further subdivided to give twelve categories in all:
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Pioneers are searchers, always ahead of the crowd. Their strength of purpose
can sometimes make them appear stubborn

+t

Coordinators like to be with other people, but feel that they are’more equal’
than their companions. They are romantic and strongly attracted to

family life

Realists 1ook at the world in a very down-to-earth manner. They like to think
that everything can be explained in purely physical terms

KK

Spiritualists are rather ‘other worldly’ characters. Philosophical in outlook,
they are seekers after the unknown

O

Artists transform material in a creative manner. They can produce works of
art, new products, or anything that did not exist before
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Apostles are not themselves creative but spread the ideas of others to the world

at large

Helpers take on responsibilities to their fellows that might otherwise be ig-
nored. They are helpful and caring to others

Leaders also assume responsibilities but in this case for directing the lives and
actions of others. They look forward where most people would prefer to
look back

Knights are fearless adventurers, always searching for new things to explore.
Idealistic in outlook, they have a strong sense of honor
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Arbiters like to preside over the actions of others. they do not prejudge issues,
but when they reach a decision they expect it to be obeyed

818

Revolutionaries are dissatisfied with the world as it is. They tend to look on the
bad side of things, and have a desire to change the world

_B__,

Prophets consider the world ‘from above’ bringing to bear the wisdom of the
past. They may not always be listened to, of course

I

The program will tell you the phase of the moon on the day you were born.
From this you can discover the secrets of your character!
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18 REF #4444 (joonphase Fstroloay $EHs
28 GRAPHICS 18

38 OFEM #2.3.8.%K"

48 GOTO SEE

99 REM ### read data

168 NLIM==

118 GET #2.%07 #ECHRFOR 35

128 IF ¥=155 THEN RETLURHN

1323 MUFISNUMER LB+ S—48 2

148 GOTO 11@

HSYOREM 4 INFUT DATH #

2EE T #E;Y 0E moonPhase gkt ;

21@ POSITION S.2:7 #$#E:"ENMTER OATE *

228 POSITION d.94:7 $#0:"0Ay oore v
ZEa GOSUB 16@: DO=NLUT

248 7T #$EUMONTH - TIFTY “5

A GOSUE  198: F=MNUEA

AT R CYEAR  YYYYT Y5

A GOSUE 1@@sY=NUE

IF FiKE THEN PFiEfi+12:Y=Y-1

RETURN

REF #3## calculation %

T=INTC 365, 2535 -+ INTC 3@, BXCI+1 20

@ T=( T+O0-B94058 w26525

A LA=350, PET486+] 236K THI00+ 307K T
HLA=LAHERT /ER+51 . 18X T S500

8 LA=LA-S. 17T 2080
1%}
(5]
4}

—

G

LA=LA-INTC LA 368 BEER
A LA=INTOLA+E. 50

RETURN
99 REF #HF display result #HH
qE| FOSITION .8
41@ 7 6 "MOONPHASE = “;LA:" DEG. "
421 RETURN
438 NUFI=MNUEE L 8+ 5—348 )
443 E0TO 414
399 REF #3kH44 main proaram HEHEE
SEE GOsSUE Ze@: REM nput data 4
513 GOSUE Z@@:REN calculation #
Sz GOSUB 48@:REM diskplay result #
3@ GET #2.X:RUN
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Does your brain get enough exercise? Are your wits as sharp, or your
reactions as quick, as they should be? Tone up the muscles of your
mind with this enthralling collection of arcade and action games,
puzzles, brainteasers and competitions for your microcomputer.

Battle with GALACTIC MONSTERS and ZOMBIES IN THE SWAMP,
defend yourself against a SHIP’'S ATTACK, and set out on a
nerve-jangling SHARK HUNT.

If you survive all that you can gamble at LAS VEGAS A GO GO
and the KENTUCKY DERBY, plumb the mysteries of the BLACK BOX,
and stretch your mind with intriguing board games like ONE TO FIVE,
SHAKESPEARIAN SHUFFLE, and MINI MANCALA. Then,test your
intellectual capabilities with VOWELS AND CONSONANTS,
KEYBOARD MEMORY, and AT THE MARKET. Will you turn out to be
a GENIUS AT WORK? ;

By now you'll be razor sharp and ready for anything, which is just
as well because you are not even halfway through yet! There's even
more excitement, skill and fun for you, your family, and friends. So test
your reflexes and mental prowess on this extraordinary obstacle course.

What are you waiting for . . . on your marks, get set . . . GOI
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