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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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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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