












































































































































































































































































30211l ? "He i ght 
3e30 ? u$Peed (H. ) 
3040 '( uD i stance 
305fJ RETURN 
3099 REf1 ... root finder ... 
3100 NUL=lE+88 

T illlE- .• " 

Height· ., 
Trottle: "; 

PHR=INT1:GOSUB HDR:FUN1=FUN 
3120 MR=INT2:GOSUB 
31 NULO=NUl. 
3140 NUL=INT1-(INT1-INT2)*FUN1 / (FUNl-FUN 
2) 
3150 PAA=NUl: GOSLtB HDR 
3160 IF j:jBS(NUL-NllLO)<EPS THEN RETURN 
31?ii1 IF Fl.IN*FUN 1< iii THEN I NT2=NLtL : Fl.IN2=FU 
N: GOTO 3130 
3100 INT1=NUUFUN1=FUN:G()TO 3130 
3199 REM ..... lDain progr'aID 

3200 GOSUB 23et0:REf'l chOose Planet # 
3210 GOSUB 2600:REf'l in,t,al ize I # 
3££0 GOSUB 2700:REM plot planet # 
3230 GOSUB 2::A?)0: REFI in i t i al i ze I I # 
3240 GOSUB 700: REf'l RIOVe Sh i P # 
3250 GOSU8 100: REf') input- # 
3280 GOSUB 200: REI1 cOlllPUtat i on # 
3270 GOSU8 1200:REM check pos. # 
3200 GOSLtB 1000:REf'l output values # 
3290 GOW 3240 
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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. 
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How many numbers can you add correctly within the time limit of about 
one minute? Can you beat our record of eight? 

10 F-:Ef'i ~#tHl:M~ Ht. TI-,e I'iar-'k ",'1.. tHI:#~##~#l! 

2(1 lHf'i H$( 15 :' 
3(1 H= 1 : POKE 1:01,0: F'Of(E 20,';'1 
4(1 T 1 = Itn-.:. Rt~D( (1 ):*: 1(1 ..... 1=1 ) 

:;121 IF 11( 1(1.··.( H-i:' rHEt~ 40 
80 T2= I NT( ~:t~D( ~3 .W 1 ~3·"+l :. 
7'121 IF T2( 1 (1A( H-l:' THEN 50 
:::(1 .;., : 'c' 11:? T2;" + .. 
8121 FOR B=0 10 H: PF:I NT "-";: ~lEi<T E: 
H.1(1 'c' :? "l=Irr~UJer :";: INPUT Ht~::; 
110 IF H~j::;=T1+T2 THEN 14(1 
12~3 'c' "f~rorI9, It· j'=.: "; '11+12 
1 3~) H=H-1: 13010 1*1 
14(1 IF PEEK( 2';'1)+F'EEf« EI):t:256( 3E;00 THEN H 
=H+l:130TO 40 
150 Tl=lN1(RND(I21:'~10AH):IF 11<10~~H-l' 1 
HEN 4l'.1 
1 E; ~21 ? : ";.. .llrioUt"' sc ore l '~ : ;, ; H 
1 E;:, 'c' .. ,job spec I f j c .",t· I on: "; 
1?(1 F@ 1=1 TO H:REH(I H$:NEi<T 1:-;- H$ 
1 :::~3 ? "r Illle : "; I NT( 0:: PEEK/ 2t1 )+PEEK/ 1:3 ' *2 
5~; } .. ···0. E; )./ 10~1; U ":'-E"conds h 

18~3 ? "[Ie, you want· t-o play aga In" ; : I t~F'u 
r H$ 
20(1 IF H$( 1,1 )='''1'10 THH~ RUN 
21~3 END 
22(1 ()fHH Tr'", aga I n,t;choolk I d,paper-boy,C 
len: ,HUt-O dealEr 
230 (lHTH Brof,er ,(II reel,or ,0 11 magnat-e ,I'll 1 
1 I ona j r'e' , f·jOt-· 1 d C ..-,amp I 01'1 
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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 

CD 

--0-- • 
• 

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 I 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, 

i (1 F:£i'l #~####### F -3 1 1 () '-' t ######### 
2(1 [lIr', 13$( 153 ),H$( I::;::; ),RCI:f.( I?) 
30 [111'1 E:L$( 1 ) , BH:f.( 1 ),1 ,; ::::0 
4(1 POKE T52, j 
~;(1 GOTO :::(1(1 
89 FE'l ### in, t. i .;;,1, ZE' ### 
1~3 8L$=" ":E:H$="12 I;;:" 
110 G$=8L$: G$< 17 )=8L$: G$( 2 )=G$ 
120 Gt< 18 )=BH:f.: 8$( j ::;::n=8H$: 13$( 1 8 )=1.:;$( 1 ::: ) 
13(1 FOF: 'T'=l TO :?, 
140 FOF: 8=1 TO 4 
15(1 >:=INT( F:ND( 0 )*17+ 1 ) 
161-21 (;$( ~j:*:l ·{'+::(. lTi~t-:l ?+;.:; ) =" ;j 

17(1 NEXT 8 
180 I ( 'T' )=2*'T': G$( 10: 'T' ) ,1 ( Y ) )=STF:$( 'T' ) 
1 ~:n3 NEi<T 'T' 

2121121 RETURN 
288 F:EI'I ### draw scrE'E'n ##-it 
3~3 H$=G$ 
~:1(1 -f "<E::;(:)«CL£HF:>:J<ESC>[=lSCORE: 

TUF:N: " 
320 PC61 T iOt4 1(1,1: -;-- Sf; 
:r30 PO~:;IT ION 28.1: -r' TU; 
34(1 POSITION 2,5 
2:50 FOR 8=0 TO t: 
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310;(1 "? 8; II .. ;H$( 8*17'+1,( 8+1 )~n ? ) 

3?~j NE:'<T 8 
2:80 ~:ETU~:N 
388 REf'] ### input. *## 
4\<10 F'OS IT ION 1 (1,22:';- .. -( E::;C.>< ::;H I FT >~ t:HCf( 
S >ENTE~: j'iOUE "; 
41121 INPUT RO$ 
42~3 F:C=RSC( F:O$( 1 , 1 } )-4::: 
430 IF RC< 1 OR F:C>:=: THEt~ 4(11.01 
440 [11=( RO$( 2,2 .:0= "F:" .:0-( RO$( 2,2 )="L" ) 
45121 IF D1=€1 THEN 4(1121 
480 T I =\)AL ( RO$( 3 ;. ;. 
47121 IF Tl <1 THEt~ 4f1(1 
48121 RETURt~ 
488 ~:Ei'i ### drOP cheCf:ers ### 
500 FOR 8=1 TO ::: 
51121 1=1( B ) : ,J=1+U: IF 1 -( 1,'.1 THEN 10;3(1 
::j2121 IF H$( I , I )=8L$ OF: til'': 1 , I ;>=8Hl' Or::: HF 
... 1, .. 1)< >8L$ THEN E;3(1 
:;i2:121 l( 8 )=..1: H$( .. I, ,J )=H$( I , I .:0: Hl'( I , I ;>=E:L$ 
535 m=HH« 1-1 )/11'):f'j,J=mT« ... 1-1 \ ····1 7 ) 
54f1 ['II=INT( ( 1-1 }/1?): i'i,J=IN Ie (,J-1 ;'/1?:' 
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5~;>3 PO::; I T lOt, ::::+,j-1 7':i':r'U, ['''-I+'::,:? HX>: ,J, ,J); 
5E;;3 F'C6lT IOt·i 3+ 1 - L"t:') L ['II +5: .;., E:U:; 
570 I~ J (137 rH~N 62~ 
~;:::I) ::;(:=SC+i'}HL( H$( ,j"j» 

59>3 I ( B )=-1 : H$( ,j , ,J )=BL$ 
E;(:C1(c1 POS IT 1 Ori i (1, 1 : ',' ::;(:; 
61 >3 PO::; 1 T I ot~ 3+,j-i 7'~':r'i,J, ['),J+::,:? BL:f 
E;2(1 B=(C'l 
10;3(1 t~E>n- 8 
E;4(1 RETURN 
E/3:3 ~:EI'I ' ### ·"-f. i ft· bar ~ 
?(1l-J F:Ol"-=H$( i l:'iF:C+l, 1 ?~,\ F:C+l ):;, 
71(1 IF DI=l TH£r~ H$< 1?:",~:C+L i?lRC+l .:<=F:O$ 

.:. 1 (' ): H$( 17:;:F:C+2, i 7:*:< F:C+ 1 :) .:=F:O$( 1,110; ): 130T 
[I ?::::121 
/ 2J,.1 H$( 17::;:<: F:C+ i ),1 "(':'i( ~:C+ 1 .:< )=f.:(I:f>:. i , 1 ): H:f< 
1 7¥F:C+ 1, 1 7':~:( F:C+ i )-1 )=F:O:f>:. ;2 :;, 
73(1 F'O~;lTIO~j ;2,5+F:C:-" F:C;" ",H:f':l?:f:RC+l, 
1 '?:'i:( F:C + 1 .:<) 
74121 FOR B=l TO 8:R=lNT(C I(B)-I.:</1?) 
7'5>3 IF kC< >F: THEr~ 7:::(1 
710;(1 IF 1 c B )=F:C:*: l"{' +::::';:[11 +:3 THE}j 1 ( B )=RC';: 1 ? 
-:3:*:[11 +::1 
,'7(1 Ic E: )=I( B )+[11 
7:::(1 NE;'<T E: 
7:3(1 ~:ETU~:rl 
/:3:3 ~:Er'1 ~ iTI-3 i n pt-'J9raiTI #"**" 
:::>3(1 130::;UB i 01-3: ~:E f'l 1 n 1 T_. 1 -31 1 ze =II 
::::1 121 13(1~;UE: 3121(1: RE:!') dt' -3111 sCt'E'E'n # 
820 RC= 1 : 130SUE: ::;(1(1: F:Er'l dr'Op C f-,E'C f~ et-··".=it 
83(1 lj'O~;UB 4121';:1: F:HI input, =it 
84J.J FOF: Llu=l TO n 
B5(1 130~;UE:?1Zt(1: ~:EI'I -;;f. 1 -ft· bat' # 
:::8>21 130SUE: 5(11.): F:Ef'j dr'op C f-,ec K er··=· =it 
:::;"(1 NT=NT+1:F'OSITIOri 2E;,1:? ~H; 
:::::::(1 t~E:":T [lU 
i"::3121 IF ::;C< 3E; THHi :::3(1 
:30(1 SC=(1: tH=(1 
91(1 F'D::;ITlor4 2,22: .;., ;;<E::;C >< :::;HIFT >< E:HCf( :::; 
>Onc E' fflor·e 'i; 
:32>3 HiPUT F:O$: IF RO$( 1 , I )-0; ::-;; 'T'" THiOJi GF:HF' 
HIC::; 0: EriO 
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930 .,. .. <; ESC >< SH 1 FT >< E:RCK S >:=;aif,e ·s, t.uaT, , 0 
n ".:INPUT RO$ 
841<1 IF RU$( 1 '" 1 )<; .> i;,r THE~~ r;:u ~~ 

9~;o H$=G$: 13010 ::::1 (1 
1498 REf;1 H#H ma, n prO'3/'"·alll ~ 
1:",10 GOSU8 100: REF'I ,r" t·, al , ze· # 
1510 GOSU8 200:Rm draw sc reen # 
1515 RC=1:GOSU8 300:r;:E.f;1 
1520 GOSUB 600: REI'] input. # 
1530 FOR DU=l TO T1 
154iC1 GOSU8 400: REf" ·sh i ft. 
1542 GOSUB 300: REf" dr·op 
1550 NT=NT +1: 1"'0::;1 T 10~~ 2E;,1: .;- ~;T; 

1 ~i80 NE><T [Ill 
1510 IF SC<JE; THEN 52(1 
l!::i80 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 ----1.~ 

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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licl REf'1 ######## ::;h i p-s' S Hr,t.aCK ######### 
2(1 l) 1I'i SH$Cn. N::;$( :::: ;.. E:lU:( 1 ;. . NE::f( 1 ) 
3121 OPEN #2 .4.121. "I(: " 
4121 GOTCI ~jl2t~2t 
::;I:;:i REf'1 ### in I t ,aI, zat, on ### 
ll~2t SH$="G:[I(ULJG:" : NS$= " " : 8U$="[TJ " : t~8 
$=" II 

11121 F'0=0:0PL=8:PL=1121:8'r'=23 
12121 'f " <ESC >l<CLEHR >J , E.SC ;·[=JEm .. e-r· le've'l 

: " ;:INPUT LE 
12:121 GRAPHICS l (' :POKE 75':; .228 
140 SETCOLOR 0.(1.(1 
15121 ',' ~; " G:SH I P::;G: I~HTTHCKG:" 
180 PO::;ITION PL-1.23 : ? #8;SH$; 
17 "-'1 ~:ETU~:N 
188 REf'1 ##i move sh I p #####iH 
2121121 OPL=F'U K=l1 
210 IF PEEI<C?64 K>255 THEN G£T #2~t< 
22121 PL=PL +( 1<=42 )-( 1<=43 )+,; ST I CKe (1 ;'=l )-( ::;T 
ICI«I21)=11) 
230 IF PL=OPL THEN ~:£TURN 
24121 POS IT ION OPL -1 .23: '" #8; t~ ::;:r; 
25(1 IF PL< 1 THEN PL=l 
28121 IF PL>18 THEN PL=18 
27121 P(ISITION PL-i.Z::: -;- #6; ::;H:J;; 
28(1 RETU~:N 
288 REf'j ### drop bu 11 e-t. #H 
31210 PO:;ITION 8x.8y: 'r' #8;NE:$; 
31121 8Y=8'r'+ 1 +LE 
320 IF 8'r'<.22> . ~j lHEt~ 38121 
2:3121 IF HBS( BX-PU>l THEN 340 
33~j FO~: j.j=~jl1 TO 250:::;OUND l1.H.~3.1::,:t~L:;T 
fj: SOUND O~O.O.O:·f "< ESC>[ < CLEHR.>]< ESC>(= 
]'r'ou have- "; PO- i ; II po i nt.·: .• ": END 
2:40 E:X=PL + I NT( ( 3-LE )~:( F:t~O( (1 )~:3-1 ) 
2:50 IF E:i\{ 1 THEt~ 8;:.:;= 1 
38121 IF BX)18 THEN 8X=18 
370 8'r'=LE: PO=PO+ 1 
3:::~3 FO~: j.j=101C1 TO 50 ::;TEP - 3 : ::;OUNO (1.H~ H.1 
.15:NEXT j.j:SOUN[J 121.0.0.0 
2:8121 PC6 IT ION BX. B'r' : ',' #6; E:U$; 
400 RETuRN 
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488 REf'1 ""t ma I n pr09ralll ##### 
5121121 GOSUB 100: REf'l i rIO t. I a 1 I zat- i on # 
51121 GOSUB 2121121: REf;1 IDove -;i-; I P # 
52121 GOSU8 300: REf" droop bUll et- # 
53121 GOTO 5i~1 

134 



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. 

® ® 
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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® u ® 
A (computer) B (computer) 

® 
ant i clockw Ise g 

C (you) o (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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10 RErI #1t#1Ht1t### 1'1 i n i -I'jane a 1 a ####t~#""## 
2121 [llI'I j'j( 1,1 ),LC~:,l) 
30 OPEN #2.4.0, "I<: " 
40 GOTO r'0121 
88 REr1 ### initial,ze "# 
100 FOF: 1=0 TO 1 
110 r'le 0, 1)=2: I'I( 1, 1.:0=2 
12121 FOR L=l-21 TO 3 
13(1 F:EHO X:L(L,l )=X 
14~21 t~Ei<l L 
15121 NEXT I 
18(1 OATH 121,1,1,0,0,0,1,1 
1 7~21 RETURt-~ 
188 REf'1 ~ ,:II -=.play bo.at'd U# 
200 GRI=IPH I CS 1::: 
21121 POSITION 4,0:-'- #E:;"mini[iUiTlancala" 
220 ? #8:? #8:? #E:; " I!:H-------E:I2" 
230 ? #8; U I!: ! 1!:2 I.!'! ~ 2J!:! I!: II 

23~; ? t6; II I!:! -----! I:!: i. 
24121 '( #8;" l!:iI!:2 I!:IG: 2i!:11!: " 
25e1 ? #8;" I!:C-------[li!:" 
28121 RETURN 
288 REI'I #1Ht i nF'ut- ### 
~~0 POSITI(~ 121,10 
2:10 ? #E;;"~'f'IOt)E STONES FRCWI CUP ( C,[I) -'Il 
" -, 

2:£:0 POKE ?EA,2::;::.: GET #2,X 
330 IF X=8? AND Vi( I,(l) ;-(l THEN L=j:-" #E::;l 
HR$( X ): RETURN 
2:40 IF X=B8 HN[I i'I(I,I) _;-0 THHl L=2:--'- #E:;;C 
HR$( X): RETUF:t~ 
350 SOUND 0,;<.\),10,15 
381Zt FOR T=1 1'0 100: t-iEXl 1 
370 SOUND (1,0,0,f1 
300 13010 30i3 
2:9B REI1 #*t co.nputKr· sturn *" 
400 POSITIOt~ 0.10:"'" #b;"noUJ it[G]s rilY tu 
~rn3 ;. 
410 FOR 14=(1 TO ::;0(1: NEin H 
420 Q=l1( 0,0 ):t:1000+r'l( 0, 1 ):t:l00+r1( 1,\;:1 );:::1(1+1'1 
<1.1) 
430 L=:::: 
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440 IF i')( 0,0 -' .> ~j HN[I ( LtV~ .~; Ht~D ~:N[I( 0 -,*Lt: 
V( 0.4 OR f'le 0, 1 )=l-j OR 1}=1430 OR l~=1.34(1 Of.: 

GI=6110 OR Q=11E;0 ) THEN L=0 
450 PClS1 rrOt4 0, H':1: -;- #6; "I!: I f'~)VE. ::;TONES F 
ROf1 CUP Ii · ; CHR$( 65+( L =;:: ) ) ; 
460 RE. ruRt~ 
488 RHl ### spread ·",tones ##ct 
500 G=UL,0 ) :H=UL,1) 
:;1(1 IF 11(G,H )=0 THEN RETURN 
52(1 L=L +1: IF U.3 THEt~ L=L-4 
:,30 I=U L,\C1): ,-i=U L, 1) 

54121 1 F I =G HND .j=H THEt~ ~;2(1 
550 ';OSUB E;00: GOTO 510 
58:01 REf" ### .nove- one- stOl'IE- U# 
£;0\C1 ,1( G,H )=I'l( G,H )-1: r'l( 1,,-1 }=f'l( 1"..1 )+1 
610 POSIT 10t~ ?+4:t:H.4+2iG::·· #E;;r'l~ I;,H ) 
E;20 POSITION 7+4:;;,j,4+2tI : ? #E;;f',( I,.j) 

63~j FOR 14=1 TO 2(11): t~E.;:·n H 
E4\C1 RETURN 
E:88 F:EI'l ~ ,nain pro'~am ~ 
7~j0 GOSUE: 1 ~j: GO:;UE: 20~) 
71(1 ? #6: ';' #1:;:'" #6; "ENTEF: LE.VEL ~ 1-3/"" 
72121 GET #2,(:; : LE(J=i';-4::: 
73(1 IF LE&)o( 1 OR LEU >::: THE~~ /2\C1 
7'40 PC&:;lTlot4 0,1~j: '" #6;"HHO STHf.:T:::;·'· 'T'(IU 
OF: f'IE -;-" 
7'5(1 GET #2,)(: IF ;:.:;=:::3 THE~i ?:j(1 
l6~j GO::;UE: 300: REI'I I npUl· # 
(,hi GOSUE: 5(1(1: F:H' ·:.pre·;;d ·:.t.ones # 
780 IF 1'lu, 1 )=8 THE.t~ POt; I T1 ON ~j, :j : ? #E;; " 
you 111 i nil: GOTO 83121 
7'80 GOSUB 40\C1: F:Ef', comput.ET '·:. t_urn # 
80(1 GI)$Ut: 5\Cuj: F:Ei'l ~.pr·e-.ad S·l·one··:;· # 
::::10 IF f"«1,0)=8 rHE~j '-:'O:=; lTlO~i 0,8: '(' #E;;" 
I III I n " : GOTO :::3(1 
~:2(1 GOTO ?f:;ij 
:::3(1 ',' #E;;"(lO '1'(lU HHNT 10 F'LH'T' HGHIN .;. 

:::4~1 F'Otc. E. /&:;4,2::;::,:G£T #2,):;: I F ;,,=::::;1 f'H£N R 
UN 
:::~51) END 
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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 

A B C 10\ 

[AJ-

-) 

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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211 [I If'1 E::U$( 1 .:0 

,:C1 .. ,. a-( ESC >L CLEHf:: >J -( E::;C ;·(-(= .>JEnteF· lev€ 
lot d,ff,culv"j O:. 1-3 .:o : ·; ;:It~PiJT [l l :[lT=2~;­
E;tDI 
4£1 ? .. -( E::;C >« = >]Ent.et-· number 0 f tunE : .• 
;: 1 NF'Li'i I·iT 
5(:1 I3F:HPH 1 CS 1 ::: : I_~O::;UE: E;I)\:1 
E;l1 :3ETCClLOF: 121.4.10; 
70 ::;ET (:J)LOf:: i. I) , 15 
::::0 ::::ETCOLOF: 2. 12. i (1 
:3(1 PO:,,;l TIO~~ 11 ,l1: ",' #10;; "(!:(a[b[c[d(!:" 
1 (1(1 FOF: F:O= 1 TO 11 
1 1(1 PO::; IT lCIt~ 11, F:O : ',' #10;; "1:;:[ ( ( m .. 
120 t,E>< T F:O 
12:(1 IU= TU+ 1 
1 4(1 CO= 1 NT ( F:~~D( (1 );~:4 .:0 : E:U$=CHRF. CO+E;5+ 32 .> 
15121 F:O= i + 2:\': 1 I, T'; F:t·m o:. iJ ;0:0;':10; ) 
15~. POKE "'E:4.2~6 
1 10;(1 FOF: (:=0 TO 1 :::: 
17 (1 PO::;ITION C.F:O: ·;·· ~E; ; H ,. ;BU$; 
1:3(1 FOI~: DE=1 TO [IT:t-~E><l [IE 
1 :=!C1 I F PEEl;' ( " t=:4 )< y~.~.~ Cip PTP 11:;( 1 )=101 OF: ::; 
TF:I I;': 0 := 3 1HEt4 (:":'(;: r: G{n'o d~) - . -
2()(1 t~E ;:.o:T C 
210 F'o:::;rTlOt~ C.f::O:·'· #6;" "; 
215 PO::; IT ION 11 .F:CI: ',' #10;; "I.!:[ [ [ [I;;: " 
'~"~'C1 IF C<:> 12+2:;':(:0 THEt~ T =2(11:): 130SUE: 5121121: 13 
131'6 Z:;>3 
230 T=20: (30SUE: 5(10: HI =Hl + 1 
24(1 F'O:::; ITIOt~ ~3.1): ? #E;;H I ; 
250 1 F TU< NT THEN 13(1 
2E;~3 GF:HPH I (S I): PO::; I T I Ot~ 5.~; 
2-? ~1 "? it 'Tlour-' "=·c orE" I "=" ii; HI,; ti out· 0 f' Ii ,; NT ; 
.. ':".;1 t"T( HI "''NTl l (1(1); ";.; ;0" 

2:::(1 Et~[I 
~;~1(1 :::;OU~ID l1. T , 1 (1 • 10:; 
~;1~3 FOF: [lE=1 TO '::.:':o:D1": NE.;'n DE. 
52(1 ::;OUND (1,(1,0.(1 

~;3~3 F:ETUF:N 
:~3:3 f::EI"1 ~ Ch.atl·~€ cf-.aract~€r5·€TJ ~ 

60(1 TClF'=F'EEI« 1 ~)E; ) -::: 
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fi10 POkE 204, TOP: POkE 20E;,224 
621Z1 FOF: X= 1 ~06 TO 15:;5 
830 READ V:POkE >:,1) 
84eI NEXT X 
85eI Q=lISR(1536 ) 
E;60 DHTH 104, 162,4, 1E;I21,I21, 1 ?7 ,2~15,145,203 
,200,208,248,23(1,21216.23121.21214.21212.208.242 
,86 
670 RI::WISET=TOP:;2:;f; 
E;B0 FOR X=RHI'ISET +59;~: TCI RHf'l::;ET +58*8+7 
Ij~ POkE ~<. 255 
700 NEXT >< 
710 POKE 7~;6. TOP 
720 F:ETURN 
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The Swedish Popsong 
A theme can 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 can 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 

A A A B 

A B A B 

B B A B 

When you indicate one of the fields (enter ROWand 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: 

A 

A 

A 

A 

1 ~3 REf'1 ###### E:aE:a ###### 
20 um t:( 4A) 
2:(1 GF:HF'H 1 co:; 18 

5(1 GOTO :i(1121 
9~3 REI';I ### I nit, I .a 1 i z€' #" 
10121 FOR F:= 1 1(1 4 
11121 FOR (:=1 TO 4 

B B A 

B B A 

B B A 

B B A 
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12~3 E:( F: I C )= I NT( 2::t:RN[I(. (1) ) 

13t1 NEi':T C 
14~) t4E:x;T F: 
15t1 ';' #8;" I!:'t-he '".wed I Sh pOP"50n9G: ,I 
1':;(1 PU':;l TlOt~ :::.2: ';- #10;; "122;4" 
1 i'~1 F'U::; I 11 ot~ :318: '," #10;; (:HF:$( 1 ~1:3 ) 
1 :::t1 F:E:. 1 Uf.:N 
18:3 F:t:i'i ### draw screen ~ 
20'j F OF: F:= 1 TO 4 
21,,1 F'O::;ITlON 61:3+F::? m:;;R; " "; 
22~_1 FOF: C= 1 Ttl 4 
23121 IF B( RIC:< THE~j '(' #10;; "b";: l3oro 2:,121 
24(1 '(' #E;; "a I, ; 

25,,1 NE~d C 
2E;(1 t4E:":r F-: 
27(1 F:ETURN 
28:3 RHI ~ get. I nput. and f 1 I p ### 
3(1121 PCt:3lTlOt~ 21:3: ? #8;"i!T'QUI I!:" 
2: 1 ,,1 I3ET #2 I R : R=R-4f: 
32(1 IF F-:< 1 OF: R>4 THEN 31210 
33"1 FOR (:=1 TO 4 
2~3 8( F:.(:)= NOT 8( RIC) 
2:5,,1 NE>n C 
2:6,,1 POS IT JON 2 1:3: ,,;- #10;;" I!:C 0 1 umnG:" 
,370 I3ET #21(:: (:=(:-48 
2:80 IF C<1 OR 04 THEN 310:0 
39~3 8( RI(:)= NOT 8( RIC ) 
4-00 FOR R=l TO 4 
410 8(RIC)= NOT 8(F:IC ) 
420 NEXT R 
430 RETURt~ 
498 REI'I ####4 ma i n program ~ 
500 GOSU8 100:REf'1 init.ial ize # 
51121 GOSUB 20e1:REI1 draw screen # 
52121 GOSUB 300: REI') input. & t.urn # 
53Qt GOTO 510 
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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! 

H3 FE!'] ##### UOtllE" 1 S Hnd Corr="onaFltJs ##### 
2(1 OF'Et~ #2.4.i), ;' I{: ;, 

~:~j "r ;;<E::;C)"«CLEHF:>]<E::;C)"("~=>]~.jIJITabE'r of 
pI a,:!E-r""=" : 0; ; : H~F'Uf t~F' 

#.) li1i'l PO( ~~p ).CW:;$( 21 ).CH$'; 1 ),LE$( 7) 
~;(1 FOF: 1"= 1 TO t~F': F'O( I" )=(1: NEi<1 F' 
10;121 GOTO :3121(1 
:38 REf'l ### 1 n it- I a 1 I ZE' "o,C r"E-E"tl ### 
1 (1~j GF:HF'H I CS 1::: 
1111 .,. #6; "F'LF:. : 0;:.,. #6; "PI:::. :;; 
12~j FOF: 1"= 1 TO til" 
1:3121 F'OSl nON 4+3~':P .l1:? #E;;P 
14(1 PO::: I lION ":::+3:H".1 
15(1 IF F'O( P)< 1121 THEN "i" #6;" 0;; 
16~3 ";" #E;; F"Y F' ) 
1 -,;' (1 NE>n P 
1:3121 PO:::1TlOt~ (:1, :3: ? #6;"TJurn of pla'"IE'r[Z] 

0; ; CHR$( PL + 1 10; ) 
1 :3(1 PO::: 1 T 1 ON (i1, 5: "," #E;; "'';:VOll.le 1 or C onsona 
rat- [H]v(Uc[l]G:o; ;CHF:$( 1::;8); 
2121121 POSIT lOt~ (1.11 
2H) "r" #8; "G:tJ i me lE'ftJ(Z] SE"C [Nli!:· ; 
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220 POkE 2IZ1.0:POt<E 18.0:POKE 18.0 
230 F:ETURN 
288 REf'] ### ClOCK ### 
300 TI =< PEEK ( 18 ):.A;553b+PEEK ( 18 )*25E;+PEEK 
0:. 20 ) )/ 10;11 
310 POSITION 11.11 
32~j "r #6;60-INT( TH10 )/ 1121 
330 IF T1>60 THEN POS1TlON 0.11:~( ~; .. t.i 
tTlE" is up I 0 pt.s. ";: SOUND 0.250.10.15: P 
OP : F:ETURN 
34~j RETURN 
388 REf'l ### choose charact..ers ### 
4(:1~j FOR [lLI=1 TO l 
410 I:JOSU8 3(1(1 
4:20 IF PEEK(7B4)=255 THEN 410 
43121 I:JET #2. m 
441!1 IF IN=f:6 THEN CHS$="H£IOU":GOTO 470 
4~dZt IF IN=67 THEN CHS$="BCOF6H..JKLrINPQRST 
(JJ.jX'r'Z": GOTO 470 
460 60TO 410 
47121 IN= I NT ( RNO( (1 )*LEN< CHS$ )+ 1 ) 
480 LE$([IU )=CH.$$( IN. Itn 
480 POSIT10N 5+2*DU.E; 
500 ".,. #6;CHI<$( A$(:( LE$<DU » +32 ) 
510 NEXT DU 
520 RETURN 
588 REf'] ### I nput. word ... 
E;0~j LE=(i 
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E:1(1 Gm,:LlB 300 
E:2~1 IF PEEK:< lE4)=255 THEN E:1121 
10:3121 GET .2. It~ 
iA~1 IF IN=15~; THEN RETURN 
10::;0 IF IN=1 2E: I=IND LE>~3 THEt~ POSITIOt~ LE-
1.:::: .; .. #6;" " ;: LE=LE -1: 130TO E:10 
66121 IF IN<E:5 OR m >8J.3 THEN 810 
E:70 LE =LE + 1 : CHS$( LE )=CHR$( IN ) 
6::;:0 PO::: I TI Ot4 LE -i. :::: ? #8 ; CHR$( IN+ 1 10:(1) 
E::j~3 130TO 81121 
E::j8 RHI ### COIllP'Jt,€ po, nts #:ti 
?~30 I F LE~3 OR T I >8(1 THEN RETURt~ 
{, 1~1 F"OF: CO=1 TO LE 
?2121 FOR C=1 TO ? 
?:3121 IF C:H:3$< CO. CO l=LE:i( c.e} THEN LE$( e. c 
)= "< ESC >< BRCf< S>G010 7':::(1 " 
1'4121 NE;';T C 
{,5121 F'O~: ITlON 12I.:j:SOllND 0.200.10.15 
7'6121 ? #8; "u'rong lett,.e·r ·s use·d [I=I::J" 
?7~1 F:ETURN 
7':3121 NE:": T CO 
?8~1 PO( PL )=POC: PL )+LE 
:::lUj F'OSInOt~ 0.9 
t:1~1 IF LE< l r HEN ? #10:; "good[K::J ";: SOUND 
~3. 3(1~10.1~:;: 13010 :::3~3 
&~2'-:.1 ? :tE;;ii€'ccelent[K::J U ;:SOUND 1!.1,1121,10,1 
._' 
:::3121 ? #oE:;CHR$( LE+1E: ) ; " po,ntS[N::J" 
:::4t1 F:ETUF:N 
g:j:j F:HI ##### .na.n progratn ~ 
9(1~3 FOR PL = 1 TO NP 
:31121 GOSUE: 10121:F:EI'1 ,nit, ialize screen # 
92121 GOSUE: 413121: REI" choo·5-e characwrs # 
930 F'O~:ITlON (1.5 
94~1 .(. #E:; "1~i'lHKE 1=1 ~OF:D OUT OF 
:3513 GOSUE: 813121: REf" input llIor·d 

THESE:~·; 

# 
8E:~1 130SUE: ?U(1: F:H' C OIllPUt-€ po i nt s 
:37121 FOR H=1 TO :~313: t4Ei-::T H 

# 

~c:"-1 :::OUt·j[I 12I.~1.t1.~1 
:39~3 NE,;r PL 
1 (31210 GOTO :300 
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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 

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 

o 
Realists look at the world in a very down-to-earth manner. They like to think 

that everything can be explained in purely physical terms 

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

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 

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 

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

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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