












































































































































_ ASHTON.TATE M dBase II*

- The worlds leading
micro database package
can now be enhanced
with one of the worlds
leading automatic

- programmers
RUUPI @O os ]

If you are a programmer it cuts your time dramatically and gives you bug
free codes first time.

A 15 minute demonstration will convince you.

SONWW3LS

® Automatic Menus and SubMenus ® Automatic Programs in dBase* code with

® Automatic Data Entry screens interactive screens : -

® Automatic Data Entry Routines ® Documentation of the generated system

©® Automatic Edit/Validation ' produced automatically ‘

® String, Numeric, Date and calculated fields ® No prior knowledge of dBase II* is needed

® Automatic Multiple Reports Selection on @ |nstalled on more than 50 microcomputers
part fields ® Available on MS-DOS, CP/M 86 and CP/M 80

Call Stemmos or any of our distributors and dealers to arrange your
demonstration at your nearest Autocode centre

DISTRIBUTORS . XITAN SYSTEMS LTD PETE AND PAM COMPUTERS
TRADESOFT LTD Southampton 0703 38740 Rossendale 0706 212321/227011
London SW11 01 622 9373 SOFTWARE LTD ENCOTEL SYSTEMS LTD

London EC1 01 833 1173/6 Croydon 01 686 9687/680 6070
FERRARI SOFTWARE
Feitham 01 751 5791

STEMMOS LTD

Stemmos Ltd
199 Uxbridge Road, London W12
Tel: 01-740 9444 Telex 893003 Stemmos G.

*dBASE Il is a registered trademark of Ashton-Tate Ltd.
® Circle No. 123
PRACTICAL COMPUTING December 1983





















































































































































































































































































































































































































gh
: een the computer and its human
fopponent Each player has two pieces in the
‘centre of the board at the beginning of the.
*| game. Human and computer take turns to |’
‘place :a new ‘piece ‘in one of the vacant S
,;squarés in such a way as to. capture one or | always plays: first.The -com
‘more of the:opponent’s pieces. ’ slow in choosing its-mov
Pieces are captured if ‘they lie -on -a'| provide a challenging game
vertical, . diagonal . or: horizontal line The board is displayed an
: 'termmated at. one end by the piece just | each move hasbeen'made. There:
) placed on the board and at the other by | to press Return after en ng eac
another. ‘piece  belonging to the player. | To  forfeit your n
-Captured piéces change to the colour.of the “.computer ‘will- then ake
-player who has captured them. : -able, -
Every move. must. capture at least one.
. piece.. Where no: piece can be captured the. | a:
player ‘misses~a turn-and ‘the opponent
nmﬂ«sanoﬂmrnunw The game ends when
‘all 64:squares of the. board have been filled,
.or when neither player can move. The |’
th most pleces at the end of the

G ThéOthello program has been wntten hy,

,GaryNugent of Dublin for a 48K Oric. The.| B%()* : ;

‘ ays the: computer, and ‘has the’ ‘array ‘does not match tk :
“of being black or white. Black ‘valge in the B%() array th

1 REM #3x OTHELLO =%
2 PRINT CHR$(17)CHRS(20):CLSPAPER O02FOR I=1 TO S:PRINTINEXT I
3 DOKE #BC70,535:D0OKE #BC?&,535

4 PRINT SFC(L4)CHRS(27)CHRS(4) " JOTHELLOCHRS (4)

3

5

7

PLOT 11,14,CHRS(3)+CHRS (17 +CHRS(96)+° Gary Nugent *+CHR$(16)
PLOT 12,17,CHR$(7)+CHRS$(20)+° Moy 1983 *+CHRS(16)

WAIT 300
10 DATA €,28,62,62,62,62,62,28,0
20 DATA \,0 0 0 o, 63 0 0,0
30 DATA 1,10,9, ,—1, 9, 10,-11
40 X$=" A B CDEF GH®
S50 Ys=" 1 23 45 4678 °
60 Z&="* "% 19 spaces #

100 FOR I=1 TO 2:READ CHS

110 FOR J=0 TO 7:REAL D:FORE 46080+8%ASC(CHS)+J,DsNEXT J,I

120 LORES 0:INK4

130 FOR I=0 TO 19:FLOT 10,I,23:FLOT 11,1,Z%sNEXT I

140 FOR I=1 TO 18

150 PLOT 10+I1,1,ASCIMIDS(XS,T1,1))0+128:PLOT 11,I,ASCI(MIDS(YS,I,1))+128
160 NEXT Ir

170 FOR I=1 TO 9:FOR J=1 TO 15

180 PLOT 10+42%I,2+4J,"1"21IF INT(J/2)%2<x4 THEN FLOT 12+J,2%1,°\"

190 NEXT J,1

200 IIM AZ(99) ,NX(7) ,BX(99)

210 FOR I=0 TO 7:READ NX(I)azNEXT I

220 CMPTR=-1zHUMAN=1

230 AZ(44)=CMPTRzAX(45)=HUMAN2AZ (54)=HUMAN:zAZ (55)=CMFTR

240 GOSUER S00:FLOT 8,24, *What do you wants®

250 FLOT B,QS,“Bluck (B) or White (W) ?°:FLOT 11,26,°Rlack plays first.®
11 260 GET A$:IF A%$<x"h" AND A$<:x"w®" GOTO 260

. 270 PLOT 8,24, Z$+“ “2FLOT 8,25,Z%+" *:FLOT 11,226,728

280 IF As="b" THEN 800 ELSE CMFTR=LsHUMAN=-1:GOTO &00
300 5=0 '

310 IF AX(FSN)Y<x0 THEN 420
320 FOR I=0 TO 7

330 Q=FSN:L=13Z=N2(I)

340 Q=Q+Z

350 IF AZ(Q)=0 THEN 410
360 IF AZ(Q)=T THEN 380

(continued on next page)

PBAcgr;ICAL COMPUTING Iéecénéber 1963



















































































































	Practical Computing December 1983_1
	Practical Computing December 1983_2



