APPLICATION i A
ON SPEAKING TERMS Programmmg -
robots to speak is one of the most difficult 761

tasks facing computer scientists. We look at
the most recent developments in the field

THE BEASTY WITHIN We look at the
Beasty, one of the first budget-priced robots, 770
which can be used with a BBC Micro

GRlD ]RON Our spreadsheet series .
continues with a review of Multiplan for the 764
Commodore 64. We draw up a table to

calculate statistics for American football to
demonstrate its capabilities

MUG’S GAME A game of gangsters for the
Spectrum from the creators of The Hobbit 780

SWORD PLAY We look at the general
theory behind programming a text-based
adventure game in LOGO

HOLLERITH CODETOHYBRID .
INTEGRATED CIRCUIT A weekly 769
glossary of computing terms

PROGRAMMING PROJECTS 4] i

SPIRIT OF ADVENTURE We begin a

new project for all the popular micros in 766
which we learn to program an adventure

game

MACHINE CODE

PEST CONTROL We continue to develop
a machine code debugger program by
looking at the preliminary set of routines

LOST IN MAZES We manoeuvre our twin-
motor vehicle through a maze 772

REFERENCE CARD We continue to list INSIDE
extracts from the Z80 programmers’ BACK
reference card COVER

QuiZ

1) If the pivot point is five centimetres from a servo |
motor, what is the maximum weight that can be |
lifted by the servo? |
2) By what number would you have to AND a |
character cell on a Spectrum in order to ‘mask’ the |
PAPER colour?

3) What is the major difficulty in the digital storage
of speech?

4) Today, holograms are mostly known for |
producing three-dimensional pictures. For which
purpose are they potentially useful in computers?

Answers To Last Week's Quiz
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Plan a ZB0 second processor s raquired :
‘is the range of shades of grey (usually 256)
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