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FÉÆ'2 for over 8s

BY the tim€ most children reach junior school they have had some
computer experience. Some are very sophisticâted users ând most
welcome a more challenging interaction thân â mâths test or spel-
ling quiz.

This Fun School package combines the challengcs of a larger
adventurc gamc with the convenience of a series of short puzzles.
Seven of the programs are sell-contained ând can be done at
various levels of difficulty, in any order and in as many scssions as

required. The cxception is the eighth game Escape - which can
only be solved using the keywords obtained by successfully
completing the seven other programs.

Children can either make their own path through the gamcs or
the whole package could be used as a class activity, with seven
groups each tackling a sepârate puzzle and reporting back to an
eighth group who undertake the Escape. This might be particu-
larly useful in schools whcre computer access time is limited.

Wherever possible the programs are designcd to allow various
levels of difficulty. As thc child becomes more competent the
exercise automatically advances to thc next level, or goes down a
level if the player is having diificulty. The level stârts at the lowest
but can âlso be set by parents by following the instructions in the
keys section on the following page.

Although sound is an important part of the gamcs, increasing
the child's cnjoyment and helping distinguish betwccn right and
wrong answers, not everyone wants it at full volume all tbe time.
'l'his is particularly true in the classroom where the tantalising
sounds from the micro can disruot all the othcr work in the room.
Follow the instructions given in the keys section tO adjust the
volume to suit the occasion.

Finally. as with all learning. children vary as to how quickly they
grasp the diftèrent skills involved in using computer educational
gamcs. Some may be satisficd with sticking to a singlc program
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again and again while others flit from one to another, hardly
finishing a complete game before starting another.

Fortunately the micro is as patient with repetition as it is with
interrupted tasks. 'l'herc is no absolute right or wrong way to use
the programs, simply be guided by the child's own enjoyment and
let Fun School do the teaching.

THE KEYS
'l'he controls arc given in the program descriptions that follow but
in any program, pressing Escape twicc and replying N to the
Arutther go? prompt will return you to the menu on the disc
version or return you to Basic to allow you to RUN another
program on tape. At the prompt thcrc arc also somc hidden
options for tcachcrs and parents:
O On programs where dilliculty levels can be selected, you can

press Control+D and enter your choice. This will be the new
delault tbr all the programs.

O On programs where your own selection of words can be
entered, you can prcss Control+W and enter them.

O Sound can be turned off by pressing Control+Q or on with
Control+S.

O Joysticks may be sclccted by pressing Fire and keyboard
sclectcd with the spacebar - Fiie then replaces the spacebar.
On the CPC series. Z, X, I and \ are often used for lcft, right.

up and down movement. In these instructions. anywhcre where
arrow keys arc mcntioned you may use cither these popular keys
in place of the arrow - cursor - keys or joystick.

Note: On thc CPC46,1 and CPC664 there is no Return key.
Whenever Return appears in these instructions it refers to the
large Enter key near the main keyboard. If you inadvertantly
break out of a program. you can resumç by entering CONT.

Loading instructions arc on the disc or lape label and, in the



case of discs, you will be presented with a menu. Use the arrow
keys to scroll through the ôptions and Return or the spâcebâr to
selcct, or press the appropriate number key. Either the numcric
keypad or the numbers on the top row may be uscd for numeric
input.

THE PROGRAMS
When euù of the Tirst seven progrqms hss been sucessfully
utmpleted you will be given a keyword. These should be wrilten
down and kept somewhere saJe - you will need all the keywords to
complete the last pr?gram.

The aim is to use the coloured shapes to fill the gap in the bridge.
You can choose a shape by moving the robot on to it using the

arrow keys. It is picked up - or put down - by pressing the
spacebar and once you have picked up a shape it is guided with the
arrow keys 1o the dcsircd position. It is then positioned using the
spacebar - the program will let you know if the shape is overlap-
ping another object.

At higher levels more shapes are used and some may need
rotâting to fit. Return rotâtes â selected shape one eighth of a turn
each oress.

The aim of this game is to guide your robot along the passage past
all the Robot Cuardians. You do this with the arrow keys until you
get to a Guardian blocking the path - each oi them requires a
password. 1'hey will give you the letters in their word but you have
to unscramble them to find the word.

Enter your answer by typing in the word and then press Return.



I1 you are wrong the lettcrs are put in a new order for you to 1ry
again and if you are wrong again you have to go back to the
beginning of the passage. If you are right the Guardian goes away
anq you can go on.

'l'herc arc three levels of difficulty in this game plus a fourth
which is words entered by the parent or teacher. Lcvel I has
four-letter words. level 2 has five-letter words and level 3 has
six-letter words.

In this game the aim is to get the bird. worm and apple over to the
unicorn before you are surrounded by the forest fire.

However, there is a problem: You can only carry one object at a
time through the nârrow paths. All the objects are safe whên you
are there but some obiccts can't be left alone together.

Move the robol with the arro\d keys. Pressing the spacebar when
you are by an object picks it up so that you cân move it. Pressing
the spacebar again drops the object.

There are three levels of difficulty: While the puzzle rcmains the
same, the time allowed belbre the fire surrounds you varies.

Here you have to work your way through the maze to the room
containing the keyword.

Each roclm in the maze contains one or more coloured doors.
On level I you can go through any door without using a key bul
you do not get the keyword at the end. This level should be used ttr
practice and to look at the maze and map before tackling thc
higher level.

In level 2 keys are needed to unlock the doors. There are several



vrililblc throughout thc n]lzc $hiclr cirn hc pickcd up b\ lvping in
thcil nunrbcl. Howcvcr. vou can ()nlv carr! up to tw() kcvs ilt ny
tinls but y()u can tlrop all thc oncs vou lrc holding bv prcssing lhc
spacebar.

Kcvs will open ()nl_,- thc d(x)r'\\'ith ihc samc plttcrn ol col()urs.'lhc dools onlr opcn llonr onc siclc anrl thc othct sho\\'s irn
rtll-rcd drtor. You cirn cDter l ro()nl ln(l not bc lblc t(, gct ()ut
bccausc vou arc rrot holdins thc liuht kcr". If lhis happcns thc {anrc
ends rtnrl \()ll uill hir\c lo lr'\ 'l{ r'n

You shorrld lrv lo nrirp thc nrazc milrking in doors and where
vou cun lind which kcr's. Rcnrcmbcr. as vou wulk through a door
lhc ncw ro(nn is shown with the drxrr vou (]ntercd by behind you.

Ilirtt: Iurrt yotrr tttup totlrc narr tlirc<tirtt ltL,litrc tnqtltitt... It ntr.\'
t.tk( \'ot! s(t (t el !:(r( t(, !:d thnnrgh tlt nn:a.

'[ hc aim herc is to visit all lhc countrics ()n the map oncc - hy
plcssing thc ppropriatc lett€r buv a souvenir from e|ch -
sclcctcd with thc rppropriate number and cnd up back in Britain.
You start off with a limitccl umount of moncv in Pounds Stcrling.
but Ill the souvenir priccs are in thc currency ()l thill countrv. An
cxchilngc rillc is givcn t() convcrl Pounds lo thc currcncl-.

-l'hcre arc li)ur lcvcls to thc gilnrc. Levcls I - -l are sinlililr cxcepl
li)r thc amount ol m()ncv availablc and the uccunrcy ol thc
exchrngc ratc. Lcvel -l is diflercnl in th l a serics ol Fla{s arc {ivcn
with nunrbcrs antl v()u have to visit all thc countrics hv rccognisins
lhc flrgs.

-l'hc aim ol lhis c nrc is 1() oDcn thc box n(l discovel lhc



kcyword.'lir open any box you have to simply type in the numb€r
shown on it. Untbrtunately. the numbcr is in code so you have to
work lhilt out betbre you can succced.

At lirst vou can only guess the number. lf you don't get it right
after (he second guess. the box opens and a number of objects are
shown. Count them to find out the answer for that box.

Evcntually you should be able to sce the pattern in the code. If
vou seem to be getiing most of thc boxcs right, the computer will
lel vou try the keyword box. This will not be a number you have
alrcady comc acr()ss but you should be able to solve it if you have
undcrstood the code. Answers are cntered as numbers from the
kcyboard. tirllowed by Return.

Hint: iJ yotr orc having prohlcnts, Â'ritc out the Arubic - normul -
nuntbers und Jill in the ctxlc rumtbcrs by thcnt. This shoulcl help you
t(, sc( lhc lrullcnt.

'l'hc aim of this puzzle is to work the machine in the correct
scqucncc in order to get the keyword. 'I'he correct sequence of
movcs is writtcn under the machine. but in code.

'l'o dccodc the message. move the robot onto any symbol and
press thc spacebar thcn the letter you think lhat symbol might
rcpresent. The letlcr will then replace that symbol throughout the
mcssaSe.

Whcn you havc worked out all the instructions. move the robot
to thc p rt of thc machine where the c()ntrols are and press
Return. lhcn lirllrru thc ortlers hr moving the r()b(,1 to c ch noint
in turn and prcssing Return or thè spacebàr to do thc action. You
must li)lk)\À'1he instructi()ns in exactlv thc order thev are sivcn in
rrrtler lo rucccctl lrntl win the lcrw.lid.

I Iint: not dl lattcrs urc uluullt,-<ttrrurton in English. For cxamplc
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.1, Z and V are much less used tlttur E, S nnd T. Re,netnber tq) thal
the instructions are for working a tnschine. What sort of worcls
might you find?

If you have.all the keywords from all the other games you can
try Escape.

You are given a maze similar to th€ one in Logic Doors, but
withdut the keys. At certain points you will come across obstacles
which require the use of a keyword to get past. Each keyword has
a special use in this program: You can only use each once in your
attempt to escape.

DATABASE
EDJCATIONAL
SOFTWARE

Europr Housc.
Adlingion Prrk.

Adlington.
lUircclcslicld. SKlll.lNP


