ANSWER BACK JUNIOR (Acorn/Amstrad CPC)

The ANSWER BACK JUNIOR quiz package contains a powerful control program and a sertes of self-con-
tained General Knowledge quizzes. As an effective ihal incentive, only correctly answered ques-
tions are rewarded with further turmns in a compelling animiated %ame, Fifteen ready made quizzes are
'incliuded ;gl }he package, these ave referred to by their filenames Q1 to Q15. Each quiz covers a different
topic, as follows:

Q1 Nature ‘ Q8 Around the World

Q2 Music & Nursery Riiymes Q9 Brain Strainers

Q3 Lucky Dip Q10 Games & Sport

Q4 Fainous People Qi1 Books & Postry
a5 s fence Q12 Fun-Sums

¢ Q13 TV, Films & Theatre
Q5 The British Isles Q14 Spelling
Q7 Word Fun

Q13 Take your Chance

1. LOADING AND STARTING THE PROGRAM

The control program should first be loaded using the command CHAIN “QUIZ, On successful loading the screen wili show the
program litie and = list of available facilities. This is known as the COMMAND MENU. Atthe bottom cf the screen the niessaga
*Question store empty” will be seen. The question store is actually the part of the computer's memory in which a quiz is stored
while it is being used. Only one quiz may occupy the question stote at any time. :

2. PROGRAM FACILITIES

The facilities listed in p aphs 3 to 11 are available wh the screen shows the menu. Individual program. fa-
cilities are requestad simpfy by keying the first leiter of the appropriate command. Your first comrnand will probably be to load
a quiz file into the quastion stors,

3. LOADING A QUIZ INTO THE QUESTION STORE (Key L}

The program will ask 1o key in the filenamae of e quiz you wish to iry. Key in a filename {Q1 to Q15) from the list
end with RETURN, " Y e e ‘ }rom the s ahove,

4. BEGINNING A QUIZ (Key B)
T begin the quiz key B, you will then be asked which format you woulc like. The options are:



M = Muitiple choice, where the computer p stich followed by sevetal Alyou have 10 do ia salect the.cor
rect answer each time by pressing A, B, CorDuappropnah

Y = Yes-No, where the p gives an to the guesti andyouMnbdoddeHﬁnMrhemnctwnoL

C= Oomplmhmmg,whonﬂnoompuwwyoupmomnm.mdyouhmbﬁlllnmmuiugm...

§ = Selection of ail thres of the above.

mvingmadoyoureholcog.aoomquterwmukhWMm ldnkotovy.whom.ryouwouldmroamdomat

in store and be timed or not. The Mry princess-will then ap-
pelronfm battiements of the maglcmﬂcandwmuwmdh«wmwmukthoﬂmquo

5. ANSWERING THE QUESTIONS

If you answer the question corre: Xou will heara high note from tho computer. You will then have two chances to save the-
beautiful princess from the dreadful dragon which keeps her imprisoned in the castie. To do this you must first move the llr bai-

Sandibags onto'is head: m“%%'.ﬁ“yﬁ‘u"o':.m?‘l" o hontroy e aragon and i moves very fstl e Toowing
keys are used to control the air balloon: ) )

< Left > Rghl®  SPACE Drop sandbag.
if you get the wrong the P will sound a low nots and then tell you the correct answer.
¥ you donotknowthe nnswortothoquuﬁon you can pm byprouingiho DELEI’Ekcy
When you have completed the ber of g d f ypu per  will .ppoar You then’ hayethe
option to repeat the questionsyou answered lneorrewy and to diwovct the: answers 1o those you "passed”
There are three spacial commands which can be used wh the fairy pri is wattlng for your lnuwor to her qmntton
CTRL A This dispiays the position ber of the question within the Question Store (only required for editmg purpocu)

CTRLF Turn off the sound effects.
CTRL S Tumn on the sound effects.

The number displayed on the small flag indicates which question you are on, the large flag shows elapsed time in minutes and
seconds (if timer requested).

6. CREATING YOUR OWN QUIZ (Key C)

You can create any number of y% own quizzes b successively Keying ln lists of questions smd answers In the boxes shown on
the screen. Each g the at least one wrong answer. The text for sach ques-
nonandmmrshou!db-temﬁnmdusbngme URN key. Youennuutho& to move the cursor down to the next line
w question box if required. The last two "wrong answer” boxes may optionally be Ioﬁ biank simply by pressing the RETURN

Mistakes in entering text can be corrected with the DELETE key pwvidodmRETURNkeyhunotbunpnmdubykoying
X (RETURN) as the first character in any answer box 1o retum 10 the previous one. Oucmonslndanmnmeybou u&
kvytdhmmoqucnionmunmwwuyunﬁlyourquhhoompkm ﬂnrohroomhrsOmeqmmmdo on

ngth magoFILEFULL'wMappoarmouidyouuuehmeumnVoucnnmdquizermonatmyhmdmply keying
END (RETURN) at the start of line 1 of the guestion box.



ANSWER BACK JUNIOR (Acorn/Amstrad CPC)

‘The ANSWER BACK JUNIOR quiz package contains a powerful control program and a sefes of self-con-
tained General Knowledge quizzes. As an effective educatighal incentive, only correctly answered ques-
tions are rewarded with further tumns in 4 compelling anitated ?)ame, Fifteen ready made quizzes are
'Inclluded ;gl }he package, these are referred to by their filenames Q1 to Q5. Each quiz covers a different
topic, as follows:

Q1 Nature Q8 Around the World
Q2 Music & Nursery Rirymes Q9 Brain Strainers
Q3 Lucky Dlp Q10 Games & Sport
Q4 Faraous People Q11 Books & Poetry
Q5 Science Q12 Fun-Sums
¢ , Q13 TV, Films & Theatre
Q5 The British Isles Qi4 Spelling
Q7 Word Fun Q15 Take your Chance

1. LOADING AND STARTING THE PROGRAM

The control program should first be loaded using the command CHAIN “QUIZ". On successiul loading the screen will show the
program title and 2 list of available facilities. This is known as the COMMAND MENU. At the bottom of the screen the message
*Question store empty” will be seen. The question store is actually the part of the computer’s memory in which a quiz is stored
while it is being used. Only one quiz may occupy the question stote at any time.

2. PROGRAM FACILITIES

The facilities listed in paragraphs 3 to 11 are avallable whenever the scpsen shows the d menu. Individual

¥ A
cllities are reguestad simply by keying the first letter of the appropriate command. Your first comranct wifl probabl; be to ;Bad
a quiz fiie inio the quastion store.

3. LOADING A QUIZ INTO THE QUESTION STORE (Key L}

The program will ask 1o key in jhe filename of the quiz you wish to try. Key in a filename (Q1 to Q15) from the list .
ond Wit RETORN, T o " quizyo try. Key ( ) e list above,

4. BEGINNING A QUIZ (Key B)
Te begin the quiz key B, you will then be asked which format you would like. The options are:
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