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Not all games are ibout shooting aliens.
Some, such as the program we present here,
demand logical thinking. Trying to drive a
truck across a desert is not easy when it can't
carry enough fuel to get it all the way.
Solving the problem requires a little
experimentation or even another program!

Our game is set in a desert 1,000 kilometres wide.
Every hundred kilometres or thereabouts is a
staging post where fuel tanks may be stored. Back
at base, you've as many petrol tanks as you could
possibly need, each one large enough to fuel the
truck from one stage to the next. The journey
across the desert would be quite simple apart from
one thing; the truck has room for a maximum of
eight tanks at any one time. Therefore, to make it
across the desert, you must build up supplies of
fuel at various points on your route, driving back
and forth between them.

- Obviously, the first objective of the game is to
make sure that you don't run out of petrol — it's a
long walk back to base and the desert isn't a place
for a pleasant stroll. Secondly, you must complete
the journey travelling the shortest distance and
using the fewest tanks possible. You should find
this relatively easy to solve with the program set up
for eight tanks.

However, we can alter the game to make the
problem a little more mind-stretching. What
happens, for example, if you can carry only four or
six tanks at a time? To investigate these variations,
you must alter the value of the variable M in line 60
and try the problem again. You should discover
that you are using the same technique but that the
intervals between your fuel dumps and the
number of journeys made are altered. Can you
devise an algorithm that is certain to see you safely
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across the desert every time? Such an algorithm
could be the basis for a program that solves this
particular problem.

Our puzzle demonstrates an invaluable
technique for solving problems in the
development of a program. You must first
experiment with the information given, try lots of
worked examples and then, if all goes well,
discover an emerging pattern. From this you can
devise an algorithm and then come up with a
program. If you want to develop our Desert
Trucker game, you could add graphics and other
refinements, introducing difficulties like needing
to carry water as well as fuel.

Basic Flavours
This program is written in Microsoft BASIC, so

should run unchanged on most machines with a
40 x 25 screen display. Spectrum owners must
insert LET before all assignment statements.

CHRS(26): Replace by CLS on Spectrum, Uric-1,
Atmos, Dragon and BBC; and by CHRS(147) on
Commodore 64 and Vic-20.

IMIRSTRIRA(1),2)): Replace by STRS(A(1)) on the
Spectrum and any machine on which the command
PRINT LEN(STRS(2)) produces the result 1.

THEN 1260 & THEN 1300: Change to THEN GOTO
1260 & THEN GOTO 1300 on the Spectrum.
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