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¥ IMPORTANT

& 3

¥y ALL AUGCKLAND MEMEERSE ATTENDING MEETINGE

kS

£ 4 W.. WILL BRE HOLDING OUR FIRST ANNUAL GENERAL MEETING - ON

3%

% THE 14th QOF QCTORBER 1985

%

¥% We need as many members at this meeting as possible.A commitice
% will be voted in - and things will become a little more

¥ official. Some of our committee members can no longer devote

¥% their time to the Group and new members will be sought.

F
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We had & talk abowut this at the last meeting and the AGM was decidedg

~on then.

NEW MEMBERS -
The folloawing new members are welcomed to our Group. We look forwar
to seeing some input from vou Iin our newsletters.

The LOWE family,4 Eden Flace.Pukekohe

The JACK family.Z2é6 Anzac Road.Pukekohe

- these two members were unfortiunately forgoiten Tast month - sorry
folks

Andrew Clarke,3& Rhonda Avenue.Hamiiton

Ross Armstrong.2/132 Paihia Road.One Tree Hill. Auckland &
Mark Blackmore,R.D.2.Frankton

Harry Baltus.C/- PO Box 3&4.Hamilton

David Morpeth.12 Rawhitiroa Rd.Kohimarama.Auvckland o

lan Kasmusszen.1B Huber St .Wevmouth.,focckland
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We seem to ke getting more and more members as the months roll on. At
the end of Februvary - when suvbscriptions were due - a total of 30
membhers decided not to rejoin the Grouvp. ESinze then we have gained
another 25 members joining for the first time, so we have just about
replaced those ex-members.

THE ENGLISH COLOUR GENIE GROUF

We have at last heard from them, some 5 months after their last
letter. They are definitely still viable (what a relief!) and have
sent us some new software. No disk drive interfaces unfortunately -
start crossing vour fingers and toes that the German maﬂQfacturers
reply to my letters re these. Otherwise we are up the Heek:! I am
sending them another letter this week. this time a little more
‘beaging’ than the last one. They really don’t want to know us
though, or they would have replied by now.

However, we have still got no May/June Gum magazine, so this means
another letter again!! to them to get a copy sent to us. They have
also sent vus the July/August edition according ta the letter., so 1
will get them to send another one of these too.l find it abtsolutely
amazing that so many parcels are apparently going missing when they
are sent airmail. And another funny thing is that it is only parcels
from the English Users Group that seem to disappear. I have received
all parcels that Eric Jackson, James Brier and ALL the other software
houses have sent me. Funny that!!

So., I'm sorry you 20-2Z5 odd people that have standing orders for the

Gum magazine - hopefully these will be here by the next newsletter,

N E W SOFTWARE
ELIMINATOR $15.00
The kids tell me that there is an arcade game of the same name, and

this program is modelled on that game. You are an airship of some
sort, and vou have to shoot these foreign airships coming at vou.

while vyou are flyina along at a real fast pacze. These ships come
together out of ‘dots’ in the sky. A fast moving game, and not bad at
all.,

SUFER CHESES , $15.00

This comes with a 7 page instruction booklet. It is a machine code
game. and looks fairly complicated. You have 6 levels of play with the
hardest level taking up to 2 hours to move. You will be pleased to
know that the easier moves take but a few seconds! Either Chess
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notation or grid notation -—an be used to indicate yvour moves, The
program allows Castling and En Fassant (whatever that is). Also, on
the 1-6 difficulty levels you can aget advice from the computer on the
best move to take. You can alsoc get the computer to take over both
games - .the one it is already plavyinag. and your agame. Neat eh! You
can also decide to take over hoth players yourseif. Other options
incluyde GChanging the Board.Clearing a square.GClearing the Board,Saving
vour game,Stepping back and forward through the game you are playing.

COLOUR FORTH $25.00

This actually has a 34 page manual in English (unlike Colour Fascal
2.0 which we a]gq received and is all in German'!). The first part of
the manual is a description of the FOKRTH language and the second part
is on using the program.

BOMBER $8.00

We have a version in BASIC and a -ompiled version one on each side of

the tape. You have to shoot up at the plane that is dropping btombs on
the town, and you have a set time to shoot the plane. The pilot jumps
out and floats down with his parachute. Several levels of difficulty

are included.

TRAMPOLINE $8.00
This is another of those BASIC'versus COMPILED tapes. I have only
tried the compiled version, and it is quite fast. A man <limbs up the
ladder at the side then jumps down, and you have to manouever your
trampoline across the screen to catch him,.

FAHR $12,00
This is another car race game - all in 3D - more difficult than Mad
Driver.

FPrograms from Holland

Most of the programs from Holland have colour or language problems,
and one of the few that go straioht in is proving puzzling as to what
it does. You have three ‘platforms’ and a ‘1ift’ going up the middle
of the screen. There are what look like dogs racing back and forth
across the platforms and you have to avoid them. There are some
"keys’ above the dogs that I think vou have to collect - not an easy
jot. You can jump over the dogs. but not touch them. The game is
called Scuttle. Does this sound familiar to anvone that can
tell/show me how to play it so we can start selling 1t?
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ZALAGA $12.00

This is a cross between a Space Invaders/Meteor type game - and damned
hard too.

NAUTILUS $12.00
This game is like a sea version of Chopper - you have a lot of
‘tunnels’ to go in and out of (you’re a submarine I think) and ships
are bombing you from the surface, and other things are under the water
with you, trying to get you.

VORTEX $12.00
This is so far the kids favourite. It is a cross between Blitz/Motten
and Invasion. Of course., if you haven’t got any of those games you

still don’t know what it‘s about. Well, all these things are flying
down at you, at breakneck speeds, and you have to both shoot at them.
and avoid them. There are many differently coloured screens. My
husband’s score is nearly 5000 and my daughter’s score was 10,000,

Mind you, she’s a smart wee thing.

TWENTY ONE $3.50

P

This is, as the title suggests, the well known card game that I have
translated from the Dutch version. It plays a good game.

ZEEELAG $10.00

This one has been written in four languages - talk about catering to
the purchaser. You just choose which language you want. It is the
old favourite known as Battleships here, where you have ships hidden
in the grid and you have to find them by specifying grid measurements.



0
10
20
30
40
50
60
70
80
90
100
Rs$(
110
120
130
140
150
160
170
180
130
200
210

T
<L

230
240
250
260
270
280
290
300
310
320
230
340
350
360
370
380
370
400
410
420
430
440
450
460
470
480
490
500
310
52

530
340
100
00.

101
102

G

Fage S5

Naw for some programs - Murray Jones of Tauranoa has sent us this
Typing Tutor program

OTO1000
*THE "MOBY DICK" TYFING TUTOR

CLE:!CLEAR 1000 !RANDOM
CHAR 4
EP=1 * INCREASE SF TO INCREASE WHALES SFEED
R$=CHR$%(130) + CHR$(133)+CHR$(128)
FOR N=1 TO 6:X$=X$+CHR$(195) :NEXT
Xls=" " ‘FIVE SFACES
Wis=X1$+CHR$(2035)+CHR$ (195)+CHR$ (195) +X$
W2$=X1$+CHR$(195)+X$+CHR$(131)+CHR$(128)
BT$=CHR$¢(228)+CHR${(202)+CHR$(131)+CHR$ (130)+CHR$ (202)+CHR$(210)+CHR$(131)+CH
210)+CHR$ (177)

CE$=STRING$(40,158)

WA=1

B$=CHR$ (RND(23) +4&4)

A$=INKEYS$

WA=WA+SP:! IF WA<0 THEN WA=0

IF WA>27 GOTC 280

‘¥¥4¥¥ DRAWING THE WHALE

FRINT@ 307-WA, W1$+SETRING$(WA.195)

FRINT® 347-WA, WZ2$+STRINGS$(WA,195)

FRINT® 205.B¢$

w3$—n1$+CTRINC$(9+Wﬂ 195)

FRINT@ 3B7-WA,W3$

FRINT@ 435—WH,n1$+CHR$(19u)+qTRING$(WA 195)
FRINT@ 405 ," "“!PRINT® 444, "

IF INT(RG/2)=RG/2 THEN PRINT® 405.CHR$(166) ELSE FRINT®@® 406,CHR$(166)
IF INT(RG/2)=RG/Z THEN PRINT® 444 .,R$% ELSE PRINTE@ 445, R$
FRINT® 475-W ,n1$+CHR$(19q)+5TRING$(Wﬁ 195
PRINT® 514-WA.X1$+CHR$(195)+5TRING$(WA+1,195)
FPRINT® 481 ,BT$

FPRINT® 520,EE4

IF Aa$="" GOTO 140

IF A$<:B¢%¢ THEN WA=WA+1 ELSE WA=WA-5.RG=RG+1
IF A$<:>Bs$ THEN 340 ELEE 360

FPLAY(1,5,4.,13)

FOR Q=1TOZS ! NEXT

FPLAY(1,5,4,0)

GOTO 130

‘¥¥¥¥¥y END OF GAME ROUTINE

J = 15875

FOR NN =1 TO 3 :!J =J+40

FOR N=1 TO 9: FOKE J+40+N,193! NEXT N

GOSUB 490: NEXT NN

CLS ' PRINT CHR$(23):! K=126

FOR N=1 TO 4.:K=K+40!FPRINT® K, "CRUNCH"

GOSUR 490

GOSUB 490 :NEXT N

CLS: PRINT® 296,."BURP".FOR N=1 TO 600:NEXT N:CLS
FRINT "YOUR SCORE Wﬁ : "!INT(EP¥10%RG) :CHAR 1 !END
FOR Z=1 TO T7TO!NEXT =2

RETURN

CHAR 1

END

A$=INKEY$

IF As = "" GOTO 530 ELCE FRINT ASC(AS$)
O CLS: COLOURl FRINT®O, ;. i

"IPRINTE@S8

0 COLOURS:PRINT@90,"h A p—r S \
0] COLOUR4.PRINTQI30:"E&JM B Al Bm B
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1030 COLOURL1 !FRINT@I70,"HWH B B By &
1040 COLOUR4 !PRINT@210,"H @B B2 R h B

1050 COLOURS:!PRINT@250,"HM H U W 2"
1060 COLOUR1 :FRINT®330,"Made By Murray Jones" !:COLOUR3:PRINT@370, "

1070 COLOUR1 :FRINT®443,"Please Fress (S) To Start Program” :COLOUR3 !PRINT®483, "e=

1080 IFINKEY$=""THEN1080
1090 COLOUR9?:GOTO10

Next two programs have been sent in to us by Alistair GClark. who has
obviously worked very hard - look at the tength of the programs.
These can be purchased from us at the nominal cost of $3.50 each, if
you don’t want to go to the bother of typing them in.

The program CODE has 7 different codes and vou get 22 guesses to
find the 18 spotlights, so vyou can only make 4 mistakes (misses)
if you want to locate them all. It requires a little intuition to
discover the codes. Although this game 1is played on the LGR it
does POKE into the FGR area, so don't push MOD SEL on start-up.

The other program BOTTLES is self explanatory.

S REM Alistair Clark July 1985 COOE
10 B=RND(7):FOKE 1850¢,B

20 CHAR 4

&0 CLS:COLOUR 7

70 FRINT 2160,"HIDDEN COLOURS XXX UNRAVEL THE CODESY
80 COLOUR &6:FRINT STRINGS (37,"—"):COLOUR 4

90 PRINT:PRINT

100 INFUT "DD YDU WANT INSTRUCTIONS (Y/N)";A3%

110 IF Aa%="Y" THEN CLS ELSE 275

170 FRINT "YOU WILL SEE SOON A 6ué& BRID OF"

13¢ PRINT "CODED INFORMATION REFRESENTING"

140 FRINT "& HIDDEN COLOURED LIGHT CLUSTERS"

150 FPRINT

160 COLOUR 1:FRINT TAR(9):"Code Number":COLOUR 4

170 FRINT "GREEN LIGHT 2 SFOTLIGHTS"

180 PRINT "RED 2"

190 PRINT “YELLOW
200 FRINT "ELUE
210 FRINT "CYAN
2720 PRINT "MAGENTA

bed Ul

4||
4"
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2F0
240
250
260
270
275
280
290
Z00
310
I20
3Z0
350
I60
I70
=80
I90
400
410
420
430
440
450
{4460
470
480
485
490
SO0
510
[20
570
580
990
&00
610
620
&30
&40
&S50
6535
GHO
&70
&80
&0
700
705
710
720
730
740
750
760
770
780
720
800

FRINT:FRINT"THE CODE WILL CHANGE EACH GAME.™
FRIMNT“TYFE IN CARTESIAN COORDIHATES (X,Y)"
FRINT "RAMNGE X=1-6 AND Y=1-4 TO UNCOVER"Y
FRINT "LIGHTS AND UNRAVEL CODE.™

FRINT 2815, "< RETURN >":CALL 0049

CLS:FRINT 2440,"1 AM SORTING DUT A4 HARD CODE FOR
DIM S5¢&,6),6(3&)

FOR I=1 TO &

N(I)=RND(3Z5)

IF I=1 THEN 360

FOR E=1 70O 1I-1

IF N(IY=N(K) THEM 300 ELSE 350

NEXT K

NEXT 1

FOR €=1 TO 6

P=0:G0OSUE 1000

READ A:S(X,Y)=A:NEXT @&

FOR P=1 T0O 6

GOSUER 1000

ON 5(X,Y) GOTO 1030,430,430,440,440,440,450,450
N=1:60T0 1050

N=2:50T0O 1050

N=3:607T0 1050

FOR V=8B TQ 1 STEP-1

IF M(V) >0 THEN R=V:G60TOQ 485

NEXT V

FOR J=1 70 N

your'

ON R 60OSUR 1500,1510,1520,1530,1540, 1550, 15460,1570

S{X1,Y1)=5(X,Y)

NEXT J

NEXT F

CLS:60OSUR 20350

FOR J4=6 TO 1 STEF-1

FOR K=1 TO &

FS=1614+2XE+40% (6-0)

IF S{K,Jd)=0 THEN &30

FRINT 2FS,S5((,J)

NEXT K

NEXT J

B=FEEK (18500) : B=R+1:FOKE 18500,R

IF B>7 THEN B=B-7:G0TOD 455

oM B GDSUR 1600,1610,1630,1650,1670,16%0,1720
COLOUR 4:FRINT 32615,"X Value(1l-5) 2V
AS=INEEYS$: IF As="" THEN &80
X1i=vVAL (A% : FRINT 2615," "

IF X1<1 OR X1x>&6 THEN 670

FOR T=1 TO S0O:NEXT T

FRINT 2&615,"Y"

AS=INFEY%: IF A$="" THEN 720
Yi=VAL (A$) :FRINT 2&615,"

IF Y1<1 OR Y1>6 THEN 710

GU=6U+1

SN=6%(Y1-1)+X1

FOR D=1 TO =6

IF SN=G(D) THEN 790 ELSE NEXT D
FF=D:GOSUR 1800 !
FS=179+2XX+40¥ (&5-Y)
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810 IF S(X,Y)=-2 THEN FRINT 2&80,"Wasted Guess. Already tried”:FOR C=1 TO Z00q
XT:FRINT 2680,5TRING® (38,32):60T0 840

BZ0 IF S{(X,Y)=0 THEN X%="MISS":COLOUR 1

870 IF S(X,Y)>0 THEN X$="HIT":COLOUR S(X,Y)

840 GOSUR 1840

850 IF X$="HIT" THEN FRINT 2FS,CHR$(152):CT=CT+1
840 1IF GU=22 OR CT=18 THEN 191C ELSE S(X,Y)=-2:60T0 &7C
1000 FOR L=0 TO S

1010 IF N(P)>=L%&+1 AND N(F)<={(L+1)%& THEN Y=L+1 ELSE 1030
1020 X=N(F)—-(Y—-1) X4

1070 NEXT L

1040 RETURN

1050 FOR Z=1 TO B:M{Z)=0:NEXT Z

1060 IF Y+N<=46 THEN GOSUR 1200 ELSE 1070

1070 IF X+N<=46 AND Y+N<=4 THEN GOSUB 1230 ELSE 1080
1080 IF X+N<{=4 THEN GOSUR 12460 ELSE 1090

1090 IF X+N<=& AND Y-N>=1 THEN GOSUR 122¢ ELSE 1100
1100 IF Y-N>=1 THEN GOSUR 1320 ELSE 1110

1110 IF X-N>=1 AND Y-N>=1 THEMN GOSUR 1350 ELSE 1120
1120 IF X-N>=1 THEN GOSUR 1380 ELSE 1130

1130 IF X—-Ni>=1 AND Y+N<=& THEMN GOSUR 1410 ELSE 1140
1140 T=M1)+MA2) +M(3) +M(4) +M(5) +M(6) +M (7)) +M(8)

1150 IF T=0 THEN FRINT "FROBLEMS,FROEBLEMS,PROEBLEMS ——-—- WAIT":RUN Z80
1160 GOTO 4460

200 FOR J=1 TO N .

1210 IF S(X,Y+J) >0 THEN RETURN ELSE NEXT

220 M(1)=1:RETURN

230 FOR J=1 TO N

12490 IF S(X+J,Y¥+J) >0 THEN RETURN ELSE NEXT

250 M(2)=2:RETURN

1260 FOR J=% TO N

1270 IF S(X+J,Y) >0 THEN RETURN ELSE NEXT

1280 M(3)=3:RETURN

1290 FOR J=1 7O N

1300 IF S(X+J.¥Y-J) >0 THEN RETURN ELSE NEXT

1710 M(4)=4:RETURN

320 FOR J=1 TO N

1330 IF S(X,Y-3) >0 THEN RETURMN ELSE NEXT

1340 M(5)=5:RETURN

1350 FOR J=1 TO N

1360 IF S(X-J,Y-J) >0 THEN RETURN ELSE NEXT

1370 M(6)=6:RETURN

1380 FOR J=1 TO N

13920 IF S(X-J,.Y) >0 THEN RETURN ELSE NEXT

1400 M(7)=7:RETURN

1410 FOR J=1 TO N

1420 IF S(X-J,Y+J) >0 THEN RETURN ELSE NEXT

14=0 M(B)Y=8:RETURN

1500 X1=X:Y1=Y+J:RETURN

1510 X1=X+J:Y1i=Y+J:RETURN

320 X1=X+J:Y1=Y:RETURN

1530 X1=X+J:Y1=Y-J:RETURN

1540 X1=X:Y1=Y-J:RETURN

1550 X1=X-J:¥Y1=¥Y-J:RETURN

1560 X1=X-J:Y1=Y:RETURN

1570 X1=X-J:Y1=¥Y+J:RETURN




\

1600 FOR D=1 TO Z&:READ G{(D) :NEXT:RETURN

1510 FOR B=1 TO 35:READ A::HWEXT

1620 FOR D=1 TO 346:READ G(DY:NEXT:RETURN e q
1630 FOR B=1 TO 7Z2:READ A:NEXT >
1640 FOR D=1 TO F&5:READ G(D) sHEXT:RETURN

1650 FOR B=1 TO 108:READ A:NEXT

1560 FOR D=1 TO Z46:READ G(D)sNEXT:RETURN

1670 FOR D=3& TO 1 GTEFR-1

1680 READ G(D) sNEXT: RETURN

1590 FOR RBR=1 TO Z&:READ A:NEXT

1700 FOR D=36 TO 1 STEF-1

1710 READ G(D):NEXT:RETURN

1720 FOR D=1 TO 3&

1730 G(DY=36—-(D-1)

1740 NEXT:RETURN

1800 FOR L=0 TO S

1810 IF FP>=L¥&+1 AND FF<{={(L+1)%& THEN Y=L+1 ELGSE 1830C
1820 X=FF—-(Y¥-1)xb6

1830 NEXT:RETURM

1840 FOR C=1 TO ZF:1IF X$="MISE" THEN 18&0

1830 FRINT 2F5,CHR% (202)

1B&O PRINT 2234,X%

1870 FOR A=1 TD 2DO:NEXT A

1880 FRINT BPS "

1890 FRINT 2234,STRING$(4,32):HEXT C

1900 RETURN

1210 NF=18-CT:IF NF=0 THEN 1230 ELSE 1220

1920 COLOUR 4:FRINT 2680,"6GAME OVER.RESULT";:COLOUR 1:FRINT CT::COLOUR 4:FRINT *
FOUND &";NF;“™NDT FDUND":GOTO 19240

1930 COLOUR 1:FRINT 2580, "GAME OVER. EXCELLENT RESULT™

1240 FRINT 9740, "ANOTHER GAME (Y/N)?2"

1950 As=INKEY$: IF As="" THEN 1950

1260 IF A%="Y" THEN RUN 275 ELSE END

2000 DATA B,7,6,4,3,.2

2010 DATA &£,5,4,3,2,1,12,11,106,2,8,7,18,17,1&,15,14,13,24,2Z%,22,21,20,19,30,29,2

s
~r v/ T

8,27,2&,25,36,35.34,Jg,gL,_1

2020 DATA 36,30,24,18,12,6,35,29,253,17,11,5,34,28,22,14,10,4,33,27,21,15,9,3,32,

248,20,14, S,L,_;,Ld,iq 13,7,1

2030 DATA 6,12,18,24,30,36,5,11,17,23,29,35,4,10,146,22,28,34,3,9,15,21,27 33
«14,20,26,32,1,7,13,19,25,31

”040 DATA \1,L4.19 13,7,1,32,26,20,14,8,2,33,27.21,15,9.3,34,28,22,16,10,4,35,29
s oS 17,11,5,35,30,24,18,12,56

20530 A=6:FOR C=0 TO 20O STERP 440

2055 COLOUR 4:FRINT 344&4,"C O D E™

2040 COLOUR 1:FRINT 21460+L,A:COLOUR B:FRINT 21&62+C,CHR$(Z212)

2070 COLOUR 1:FRINT 2177+C,A:COLOUR 8:FRINT 2179+C,CHR$(212)

2100 A=A-1:NEXT ©

2110 COLOUR B:FPRINT 2402,5TRINGS(13%,209)

2120 PRINT 24192,STRING% (173,209)

2130 A=0:FDR C=1 TO 6

2140 COLOUR 1:PRINT 2443+A/,C

2150 PRINT 24460+A,C

21460 A=A+2:NEXT C

2170 COLOUR 4:FRINT 21923, 5TRING%{(5,147)

2180 FRINT R2273,5TRING$(5,143)

2120 FRINT 223Z,CHR$(143) s FRINT 323E,CHR$ (143)

2200 RETURN

-3
<.

o
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BOTTLES

S REM Alistair Clark June 1985

10 CLS:COLOUR ZF: A$=CHR% (176}

20 FRINT 248,STRING%(17,A%)

30 FOR I=1 TO =

40 FRINT TAB(8);A%:; TABR(24) ;A% NEXT

530 FRINT 2208.STRING$(17,A%)

&0 COLDUR 2:PRINT 2130,"B O T T L E S":COLDUR 4

70 Z=RND(4) :V=7%100

80 FRINT 2320,"YOU MWILL SEE F BOTTLES SOON"

0 FRINT "EACH WITH ";:COLOUR 1

100 PRINT V3" UNITS":;:COLOUR 4:FRINT " OF WATER."

110 FRINT:FRINT "U MUST GUESS WHAT EACH FULL BOTTLE HOLDS"®

20 PRINT 2725,"HIT <5> TO SEE BOTTLES"

130 FRINT 280%, "then when ready"”

140 PRINT 28385, "HIT <RETURN> TO GIVE ANSWERS"

150 O3=INKEY$: IF @3="8" THEN 1460 ELSE 150

160 A1=RND{19}) -1

170 A2=RND(13)-1

180 B1=RND(17)-1

120 C1=RND(1%)-1

200 AR=S54-Al1:AT=AB-12-A2

210 YBR=32-R1:¥YC=34-C1

220 FCLS:FGR:FCOLOUR X

230 FLOT 20,70 70 40,70 TO 40,AR TO 34, (AB-4) TO 34,AT TO 2&6.AT TO 26, (AB-6) . TO
20,AR TO 20,70

240 FPLOT 24,41 TO B4,YER TOD 76.YR TO 74,41:CIRCLE 20,55,15:NFLOT 76,41 TO 77.40 T
0 83.40 TO 84,41

250 FLOT 120,70 TO 142,70 TO 134,446 TOD 134,YC TO 128.YC 7O 128,446 TOD 120,70
260 FCOLOUR 4:FPLOT 21,462 TO 39.62:FLOT 68,62 TO 92.62:PLOT 124,462 TO 138,62
270 FCOLOUR 2:FLOT 27.86 TO 27,80 T0O 3EZ,.8B0 TQ 3Z3,86:FLOT 27.83 7O 33,83
280 PLOT 77,8F TO 83,83 T0 8B3,86 TD 77,86 TO 77,80 T 82,80 TO 82,83

290 FLOT 134,80 70 128,80 70 128,86 TO 134,86

300 VA=100X (14+AL1) +310416X (6+A2)

310 VB=1.333¥1503+16% (B8+R1)

Z20 VC=13044+92% (124C1D)

I30 CALL 0049

340 LBR:CLS

45 DATA A.B.C

IS0 FOR J=1 TO 3

I60 FRINT:FRINT "YDOUR GUESS FOR BOTTLE ":;:=:READ R&:FRINT R&:" IS "::INFUT G
370 ON J4 GOTO 380,390,400

380 A=VARVA/BOO:GOTO 410

I?0 A=VXVE/BO0: GOTO 410

400 A=VEVC/BOO

410 S=INT (1Q0XARS (G-A) /A)

420 IF S<=4 THEN 46&0

430 S1=INT(1099/(5+6)): IF G>A THEN 449 ELSE 450

440 FRINT S;"%4 too high.SCORE ";S1:;" points.":607T0 470

450 FRINT S:; "% tcoo low .SCORE ":;S51:;" points.":G0TO 479

440 FRINT "S0 CLOSE!'!'!' SCORE 100 points.":S51=10¢

470 SC=5C+51:MEXT

480 FRINT 2560,"YOU SCORED ":;:COLOUR 1:FRINT SC:;" points";:COLOUR 4:FRINT " OF F
OSSIEBLE Z00. M :

4590 FRINT 2810, "<{Fress RETURN:>":CALL 0049




‘ SO0
S10
S20
S0

540

o0

ShO

570
o8O
90
&£00
b10
&20
&30
&40

S0

&60
&0
700
710
720

30

740
750

760
770
780
790
2800
810

820
830

240
850
860
g70
880
Q0
210
FZ0

P30

F40

o0

260

70

280

P50
1000
1010
1020
10320

1030

1050

10460
1070
10890

1090

1100

1110

1120

PQ{SC =

CLS:COLOUR 4:PRINT "YOUR TEST NOW IS TO SYFHON FROM FULL™
FRINT “BOTTLES OF R%C TO FILL A AND ALSO"
FRINT "TRY TQ END WITH THE SAME LEVEL IN"
FRINT “ROTTLES B%C.":FRINT:FRINT "TO DO THIS"
FRINT “"HOLD THE SFPACE EAR DOWN TILL™
FRINT "YOU JUDGE ENQUBH OF EOTTLE E"
FRINT ™IS IN A ";:COLOUR 1:PRINT "%%% THEN RELEASE ¥%%"
COLOUR 4:PRINT 2480, "BOTTLE C WILL TRANSFER AUTOMATICALLY"
FRINT 2560,"1 WILL THEN SCORE YOU. GDOD LUCK!t!!t'-
FRINT 2812,"<Hold SFACE>"

P=FEEK (%HFB40)

IF P AND 178 THEN &20 ELSE &00

FGR:NFLOT 48,62 TO 92,62:NFLOT 124,62 TO 138,672
FCOLOUR 4:FLOT 77.YE TO 83,YR:FLOT 129,.YC TO 133,YC
FLOT 30,AT TO 30,10 TO 80,10 TO 80,YR
AY=469: W=90:N=18: X0=21: X1=39

NFLOT 21,62 TO 39,62
FOR RY=YR+1 TO 40
NFLDT 77,BY-1 TO B3,BY-1:PLOT 77,.BY TO 83,BY
FLOT 80,BY—-1 TO 80,BY:SV=5V+16
GOSUR 1500

IF AY=AT THEN 1090
P=FEEK (XHF840): IF F AND 128 THEN 750 ELSE %00
NEXT EBY
NV=SV:NFLOT 77,40 TO 83,40
FOR Y2=1 TD 30
BY=40+Y2: Y3=Y2-1

X2=INT((Y2X(S0-Y2))[0.5)

XI=INT ((YIX(Z0-Y3)) [0, )
NFLOT 81-X3,40+Y3 TO 79+X3,40+4Y3
FLOT 81-X2,RBY TD 79+X2,BY

FLOT 80,RBY-1 TO 20,RY
SV=NV+1SkY2[2-Y2L[3/3

GOSUR 1500

IF AY=AT THEN 1090
P=FEEK (XHF840) : IF F AND 128 THEN B80 ELSE 900
NEXT Y2

NPLOT B0,10 TD BO,YR

FLOT 80,10 TO 131,10 TO 131,YC
FOR CY=YC+1 TO 4é&

NPLOT 129,CY-1 TO 133,CY-1
FLOT 129,.CY TO 133,CY
FLOT 131,CY-1 TO 131,CY:SY=5V+9
GOSUE 1500

IF AY=AT THEN 1090
NEXT CY
FOR Y4=1 TO 24

CY=46+Y4: YS=Y4-1

X4=3+Y8/3F: XS=Z+Y5/3

NFLOT 132-X5,46+YS TO 130+XS, 46+YS

FLDT 132-X4,CY TO 130+X4,CY

FLOT 131,CY-1 TO 131,CY

SV=SV+X4[3-XS[3

GOSUR 1500

IF AY=AT THEN 1090

NEXT Y4

FOR T=1 TO 7S0:NEXT T:LGR:CLS:COLOUR 4

IF AY=AT THEN 1120

FRINT “0OFS!! ROTTLE A NOT FULL.ND FOINTS":S52=0:G070 1190
DF=AES (RY-CY)

W\



1130 IF DF>S THEN S2=10:60T0 1190

1140 IF DF=0 OR DF=1 THEN S52=100:G60T0 1120

1150 IF DF=2 THEN 52=20:G07T0 11%0

11460 IF DF=3 THEN S52=75:G070 1190

1170 IF DF=4 THEN §Z=60:60T0 1190

1180 IF DF=5 THEN S52Z=30

1170 SC=5C+52

1200 PRINT "YDU SCORED"::COLOUR 1:FPRINT S2;"points";:COLOUR 4:FRINT " OUT OF FOS
SIBLE 1007

1210 FPRINT:FRINT:FPRINT "TOTAL FOINTS SCORED IS ":&C
1220 PRINT "HIGHEST FOSSIBLE SCORE IS 400"

1220 PRINT:PRINT

1240 INPUT "ANOTHER GAME (Y/N)";J%

1250 1IF J$="Y" THEN RUN 10

1260 END

1500 ON (CER+1) BGOTO 1510,1560,1410

1510 IF AV+100<=5Y THEN 1530

1520 RETURN

15Z0 IF AY=AE—1 THEN CR=1:60T7T0 1540

1540 PLOT 21,AY TO 39,AY:GOSUR 1700

1550 AV=AV+100: AY=AY-1:60T0 1310

1560 IF AV+W<K=8V THEN 13580

1570 RETURN

1589 IF AY=ABR-7 THEN C@=2:G0T0 1410

1590 FLOT Xo+1,AY TO X1-1,AY:G0SUR 1700

1600 AV=AV+W:z W=W-N: N=N-2: XO=X0+1: X1=X1-1:AY=AY-1:60T0 135360
1610 IF AV+16<=5V THEN 1630 .
1620 RETURN

1630 PLOT 27,AY TO 33,AY

1540 IF AY=AT THEN RETURN

1650 AV=AV+16: AY=AY-1:60T0 1610

1700 FOR T=1 T0O BO:NEXT:RETURN

e - .
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Now we have two programs from Ron Hart - these programs are based
on Olwen’s program right back in No 2 or No 3 newsletter (March 1984).

CIRCUL AR 3D GRAPH

Adapted from “Spectrum Graphics and Sound", by Ron Hart.

// (:\H.f(: e [L«M,J (rﬁ’«‘/’g e /Z

10 Rem Pork Pie Graph. / &27 ~
15  FCLS:FGR:FCOLOUR3 (Red is best) Sy et
20 PI=3.14159

30 K=PI/2500 (Experiment for other effects)

40 M=1/SQR (2)

50 ¥xXDEFFN a (z) =10x%C0S (Kx (X¥X+YxY)) (See below)
100 Rem Plot Graph

160 FOR X= -80TO8O0

170 Y1=5%INT (SQR (10000-Xx%X) /5)

180 FOR Y =YITO -YISTEP -5

190 x%Z=FN a (SQR (XxX+YxVY)) ~-MxY

200 IFY=Y1THENGOTO0220

210 IFZ2=21THENGOTO240

220 PLOT80+X, 48+INT (2/2)

230 21=2

240 NEXTY

250 NEXTX

260 (User Terminate) (GOTO260)

NOTES

(a) In this form it won’t work!

Amend as follows:

DELETE: 50
DELETE: 190
ADD: 45, GOTOle0
50. F=10xC0S (KxBxB)

51. RETURN
185. B=SQR (XxX+YxY)
186. GOSUB50

190. Z=INT (F) -MxY

Calculations take a while,but be patient!

\

In this form,too big.Circle incomplete.Suggestions welcome.
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Coe  bcalucil ¢ DeF A

10 FCLS:FGR:!FCOLOURS3

30 LETM=1/S@QR(2)

7 : , .
15 PI=3.1416 e il on /fea.c“ﬂ“&

120
121
140
141
160
170
180
184
1835
120
200
210
220
230
240
250
260

( 7
K=P1/2500 df a¢4fd7'
GOTO140
PA=8%COS (K¥B*B)
RETURN
FORX=-80T0O80
LETY1=5%INT (SRR (10000-X¥X) /5)
FORY=Y1TO-Y1STEP-6
B=SER (X¥X+YXY)
GOSUBR140
LETZ=INT (PA) -M*Y
IFY=Y1THENGQTO0220
IFZ<Z1THEN240
PLOTX+80,48+INT(Z/2)
LETZ1=2
NEXTY
NEXTX
G0TO260

Over the next couple of pages are a couple of letters - one from a
supplier of software with a tip for the Superprint program (which I
have used to preoduce the graphics in the Meoby Dick Typing Tutor
program — an extremely good program this')., and the other letter from
a member who has had a lot of probklems trving to save data. PFPerhaps

someone could help him with his problem. Flease reply direct to
Farapaumu.
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19 Grangewood Gardens

Fair Oak
Telephone Eastleigh
Southampton 694856 Hants SO5 7ER

24 August 1985

Auckland Colour Genie Users Group
PO Box 27-387

Auckland 4

NEW ZEALAND

Dear Mrs Huggins

Many thanks for your letter, recieved yesterday wmorning.

I was very pleased to hear your comments regarding my program
"SUPAPRINT". I’m glad you are finding it useful. I think that the version
recieved by you may have a small bug, which is why it is necessary to press
the two "RST" keys after loading. This is that the program fails to reset
the system tape execution address after auto running, resulting in the "¥7?"
prompt being displayed a second time. This does not, of course, affect the
subsequent execution of the utility package. An alternative to the RST
method is just to press "RETURM" in response to the prompt; which ensures
that the BASIC stack pointer is in the correct location (or by entering the
command "CLEAR" before proceeding).

It doesn’t look very likely that I will be able to write the
utility package I had hoped to, since 1 will be going to university in

October and there really isn’t the time to get on with the job!

Anyway, I wish the users group well (unlike some others 1 could
mention) and hope to hear from you in the near +future.

Yours faithfully,

James Brier.
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22 Chum’s Rd
Paraparaumnu

1 Sept 1985

The Secretary

Colour Genie Users Club Inc
F.0. Box 27-337

ALICKLAND, 4

Dear Nola,
FRINTH# PROBLEMS

This is to let the club know of some experiments that I have carried
put to try and solve this lack of being able to save data.

I have discovered that if I put a separate PRINTH# to every variable eg
PRINTH-1,LL:PRINT#-1,P$ then the computer will accept them.I have
modified lines 394 and 332 in my WP2 program and I now do not get that
infuriating REDO but after the format details have been loaded
(INPUTH) Entry Error appears on the next loaded item which I cannot
identify.Perhaps someone could point the way.It appears to be in line
312,

All this points to timing problems as the header appears to be present
during the INPUTH which would tend to keep the computer in sync.

I will now attempt to print out line 394 and 332

Id4 INPUTH-1,LAIINPUTH-1,LLIINPUTH-1,3: INPUTH-1,P$. INPUTH-1,FLIINPUTH-1,LH. INPUT
#-1,PLIIMNPUTH-1,PNS; INPUTH-1,FP: INPUTH#-1,P1s%: INPUTH#-1,HS IFNL{LA+F-1FPRINT"Total

no.

lines>"NLILA=F-1:6G0TO29

252 PRINT"Saving"iPRINTH-1,LAIPRINTH-1,LLIPRINTH-1,S:PRINTH#~1,PHIPRINTH~1,FLIPRI
MTH-1,LMIPRINTH-1,PL:PRINTH#-1,FNS:PRINTH-1,FFIFRINTH-1,P1EIPRIMNTH-1,HS

Well there they are direct from the machine. Hope someone up there can
assist. Thankyou for all the good work from our committee.

Regards

Qube Lyl

R.J.{(Dick) Collins

Well, that’s about it from me - hopefullv we will he able to oet some
more Euromatic recorders for those who have them ordered. at the next
meeting.

P | The next meeting date - 16th September, 1985 3

K2 EEE YQOU THERE k33

£ v Nola Huggins %



Swaps

Colour Quest 1 - swap for any other Colour Quest

Death Cells )

Kings ) - swap for just about anything

Spell A Picture #1 - Swap for Spell A Picture §2

(Barry and Irene Walker, 20 Ellesmere Cres,Palmerston North.

NOTES ON ELIZA - Your Fersonal Therapist (J”Né NGWSLffft’:R) Fage 1

ELIZA as listed is a simplification O‘ an early experiment in

artificial intelligence, and is based on Fogerian  counselling
technigues : client-centred therapy where the counsellor is
non—-directive and tends to reflect the client’s feelings to encaurage
further self-examination. Hence the tendency to answer a question wi%h
question., The only vreally bad couns@llor response is the _one you get
when you input something with the words “shut  up” in it. The responge
may be an honest expRssion of the counsellor’s own feelings, but it is
nhot particularly helpful to the client.

A& brief summary of £the computer process is as  follows
t13 The computer examines your inpug . Don't use commas - in fact

forget atl punctuation.,
(2) The computer then searches for a key word., (see first set of DATA
statements). Usin thesey 1t searches for a suitable answer .
(3) The second set of data is the conjugation process - "I’ becomes
Tyou'y, Tam’ becomes tare’, etc, This has its limitations in  this
simplified programme
(4) The longes set of data is in groups corresponding to the
keywords, there being several responses for  each keywoard. Thus Eliza
won't  repeat hersel! too often., Data ending in  an asterisk are
followed by a translated part of your input
(8 The {ast lines of  numeric data determine the replies.

Far further information see David Ahl’s 'More Basic Computer
Games’ (Creative Computing), page 366

Take care in typing in the DATA lines. A space before or after the
alpha «characters inside the gquotes is meaningful and must not  be
omitted. Data statements can be changed to suit your purposes, as long
as you observe the above precautions. But if you add or delete data
lines, you are in for some hard work, You will have to change various
fines - including the last numerical data which tell the computer how
many responses there are in each group. You may also have to alter DIM
statements., I have changed a few responses and added one or two, but
it took quite a b%t of  study of tbe programme  and  David  Ahl’s
comments. All good trainingy, I suppose! e V1cék”



Basic Basic for Parents & Beginners
Part 3

David Donaldson

Well now how time flies when you are having fun,its another month
already . I hope this series is some use to you.

I thought this time we would start with a few gquick explanations,
firstly I thought you might like to know that the word Basic is
actually one of those compressed words it stands for Beginers All
Purpose Symbolic Instruction Code and was developed to be a
simple set of instructions for computer programming, you see our
computer as I said in & previous part only deals with
numbers,actually only 0°s & 1°s BUT of course humans don’t. SO we
need a kind of interpreter to take ow language & convert it into
computer language, the problem is that English can be very vague
& 1liable to mis-interpretation so the idea was to take a short
list of english words & use only these for specific commands, we
have used some of them already eg for,next,print,input etc.By
making the dialect (in English) very rigid the problem of
ambiguity is less.

There is one area in which people get confused & that is RAM
& ROM. ROM stands for Read Only Memory and is the area of memory
reserved for the machine instructions in other words you can only
read & not write to this area {(even pokes are disallowed) RAM on
the other hand is Random Access Memory & this is the area where
vyour programme is stored while you are writing it or executing
it.You may access this area randomly to add to, edit or delete
parts.In other words this is your bit of memory space.However
this memory disappears when the computer is switched off unlike
ROM which is permanently written into the computer.

Now when looking at a new (or second hand) computer there
will be quoted figures for ROM & RAM look very carefully at these
because they are the vital memory space you require for your
programmes, ask the salesman how much is available for you to use
as all the quoted space won’'t necessarily be available to,you for
example the Colour Genie has 32k memory of which 27k is available
normally but 30k if you do away with the highres graphics, some
computers will quote 32k but when vou get home you find that only
some 19 to 23k are available to you to use,this is because the
computer gets in first & absconds with some for its own
housekeeping.A way to find out how much is available is to start
the computer up & type in *print mem®™ or °print memory® & the
figure appearing on the screen is the available space.lLook
carefully at the quoted RAM space,for example the Vic 220 only
comes with about 3.5k RAM & you might be faced with buying an
expansion to do any serious programming later,the ZX81 has only
1k RAM & if you want more you are faced with a 16k expansion (all
costs money).The ROM +igure gives vyou an idea about the
complexity of the built in BRasic interpreter the 1larger the
figure the better (theoretically) the interpreter although bear
in mind if you have colour and/or sound this will take up ROM
space too.



Now lets get back to another short Frogramme.
Type in the following:

610 CLS

615 REM ¢ CONVERSIDN

620 FRINT:PRINT "FOREIGN CURRENCY CONVERSION"

630 PRINT: INPUT "WHAT CURRENCY ARE YOU CONVERTING TO “;C$

640 FRINT: INPUT "HOW MANY NZ ¢ DO YOU HAVE ":A

650 FRINT: INPUT "WHAT IS TODAYS EXCHANGE RATE ";3R

660 Y=AXR

670 FPRINT "THE AMOUNT IN ";C$ ;" IS "3V

675 FRINT "HOWEVER FLEASE CHECK WITH YOUR BANE FOR THE EXACT
FIGURE"

680 FPRINT: INFUT "ANOTHER CONVERSION "3Z$

6920 IF Z$="Y" GOTO 630: IF Z+="N" GOTO 695 ELSE 680

695 END

Now lets have a look at the programme,you will see in line 630 we
are using a string variable,thats a string of letters % or
numbers represented by a letter & a $ sign to the computer,this
string could be anything but in this case we insert the data we
want printed out later in the programme eg. Aust $ & in lines 640
& 650 we use letters to represent the variables there,eg 100 +for
& hundred dollars % .58% for the Aust exchange rate. The computer
does the difficult calculation in line 660 & then in line 670
prints the result (YY) for us.Now this is a simple print line
exept that we have the computer insert the string variable from
line 630 & the resultant variable from line 660.The (3;)’s are
very important as are the spacings inside the inverted
comma®s,to have the line lock OK when printed out.

The usual question re anaother calculation & line &%20 which acts
on it,now some basic®s may not like this line so if your computer
wont work with this line I suggest you use separate lines for
each part of the statement.

eg 680 PRINT: INFUT "ANOTHER CONVERSION "Z%
690 IF Zs="Y" GOTO &30
691 IF Z$="N" GOTO &95
692 GOTO 680

Now here is another little programme to try.

7310 CLS
715 REM AVERAGE ATTENDANCE
720 PRINT: INFUT "HOW MANY ATTENDED ON WEEK 1 ";A
725 INPUT "HOW MANY ATTENDED ON WEEK 2 ":B
730 INPUT "HOW MANY ATTENDED ON WEEK 3 ";
35 INPUT "HOW MANY ATTENDED ON WEEK 4 ";D
740 INFUT "HOW MANY ATTENDED ON WEEK S ":;E
750 GOSUE 790
753 PRINT:FRINT: "THE AVERAGE FOR THE S WEEKS WAS "“3F
770 FRINT: INFPUT "ANOTHER CALCULATION Y/N "3Z%
780 IF Z$="Y" BGOTO 720:1IF Zs="N" GOTO 795 ELSE 780
790 F=(A+B+C+D+E) /5 :RETURN
795 END

"

N




This programme could be used by the scoutmaster (or girls
brigade leader? to average ocut the attendance at scout meetings
for the census data,or even the children in your class at school.

RIGHTY HQO then have another look at what we have got there.Helo
not one but S variables (is there no end to this) and in line 7350
a new one a GOSUK. No nothing to do with yellow submarines but GO
to a SUBroutine ,thats it in line 790 thats where the calcuations
are done.Now its a bit silly in a simple programme like this but
its used a 1ot where a set of instructions are used often & by
putting the calculation in a separate bit of the programme it
lets us go there from any point in the programme & the RETURN at
the end of the routine sends execution back to where it came
from. Now 1its & bit like our GOTO exept that the GOTO is 1like
being told to "go to Grandma’s &% do what she asks you to do’% our
GOSUEBE is being told "go to Grandma’®s & do what she asks you to do
then come straight home®.

Now we have line 790 bang in the way of our last part of
programme but here comes the neat bit we jump straight over it in
line 78% with the GOTO 795. So the programme runs along merrily
until 1line 785 then jumps 790 % goes on to 795 Jjust like
leapfrog.

Well thats about it for this month but a quick loock into the
future,as you have seen we are building these little programmes
slowly up 1into a bigger unit which will be a sort of utilities
programme & these are the building blocks,although we have stayed
with about 100 numbers per block we dont have to,we could make
our blocks any length we like & next month we will be into a
longer programme.If you have a computer with a limited memory you
might have to save each block separately or in 2°s to get them in
to vyour memory space but try playing around with them thats how
vyou learn with computers,however save the programme once you have
typed it in & if you make a blue you will always have the
original to go back to.



9 September 198% NEW GAMES

ELIMINATOR $15.00
The kids tell me that there is an arcade game of the same name, and
this program is modelled on that game. You are an airship of some
sort, and you have to shoot these foreign airships coming at vyou,
while you are flying along at a real fast pace. These ships come
together out of ‘dots’ in the sky. A fast moving game, and not bkad at
altl.

BOMBER $8.00

We have a version in BASIC and a compiled version one on each side of
the tape. You have to shoot up at the plane that is dropping bombs an
the town, and you have a set time to shoot the piane. The pilot jumps
out and floats down with his parachute. Several levels of difficulty
are included.

TRAMPOLINE $8.00
This is another of those BASIC versus COMFILED tapes. I have only
tried the compiled version. and it is quite fast. A man climbs up the
ladder at the side then jumps down, and you have to manouever your
trampoline across the screen to catch him.

FAHR $12.00
This is another car race game - all in 3D - more difficult than Mad
Driver.

ZALAGA $12.00
This is & cross between a Space Invaders/Meteor type game - and damned

hard too.

NAUTILUS $12.00
This game is like a sea version of Chopper - you have a lot of
‘tunnels’ to go in and out of (you’‘re a submarinme I think) and ships
are bkombing you from the surface, and other things are under the water
with you, trying to get you.

VORTEX $12.00
This is so far the kids favourite. It is a cross between Blitz/Motten
and Invasion. Of course, if you haven’t got any of those games yau
still don’t know what it’s about. Well. all these things are flying

down at you, at breakneck speeds. and you have to both shoot at them,
and avoid them. There are many differently coloured screens. My
huskand’s score is nearly 5000 and my daughter’‘s score was 10,000.

hustand’s score is nearly S000 and my daughter’s score was 10,000.
Mind you, she’s a smart wee thing.
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$3.50 PROGRAMS

Graphmaker

This program appeared in the July 1985 (#18) newsletter. It as
been especially formulated for the Super 5 printer, my printer
misbehaved with this program, and I had to redo the Genie graphics

on it before it would run. Mind you, my printer often misbehaves,
so I'm not surprised.

Novacalc

A spreadsheet program converted from 80
publication) at great effort

options on columns and rows.

Micro (a TRS80
by Peter Fisher. Has 4 different
b pages of instructions.

Computerised Address Program

Another of Herman Philipsen's good
complete name and address book on
produce sorted lists, or labels.

programs. You can keep a
tape, and have the printer

Bannochburn Legacy

Given to us by Keith McGill, who is well known for the amount of
programs he provides cur newsletters with,

this program is too
long to go in the newsletter. An adventure program without
graphics.
Coral

This program appeared in the August 1985 (#19)

newsletter. It
a game, sent in by Herman Philirosen.

b
[}

04

Slot Machine

Another cffering by Herman Philipsan.

As per the roulette wheel

.

WNE&WW?WW&N\W\

Y.
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More $3.50 programs

Moonlanding

This is a game that Herman has translated for us from a basic
program sent from Holland. In our May 1985 (#16) newsletter.
Intruders

Another game that Herman has translated from a Dutch program. Also
in our May 1985 (#16) newsletter.

Genie Lander

This program was actually written by one of +the bright boys at
EACA when it was still alive. A 'space invader' type game, the
listing was in our April 30th 1985 (#15) newsletter.

Bank Account Update $2.00
Those who have the original Bank Account program can return their
tape, and receive the updated wversion for 32.00. This has been

expanded 1n great detail, by Barry Walker.



