5 FORY=1T05
10 FORX=1T0255
20 PRINT CHR(X);
30 NEXT X
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TO THE KIDS

This book teaches you how to write programs for the IBM computer.

You will learn how to make your own action games, board games and word games. You
may entertain your friends with challenging games and provide some silly moments at
your parties with short games you invent.

Perhaps your record collection or your paper route needs the organization your special
programs can provide. If you are working on the school yearbook, maybe a program to
handle the finances or records would be useful.

You may help your younger sisters and brothers by writing drill programs for arithmetic
facts or spelling. Even your own schoolwork in history or foreign language may be made
easier by programs you write.

How to Use This Book: Do all the examples. Try all the assignments. If you get stuck,
go back and reread the lesson carefully, from the top. You may have overlooked some
detail. After trying hard to get unstuck by yourself, you may go ask a parent or teacher
for help.

There are review questions for each lesson. Be sure you can answer them before
announcing that you have finished the lesson!

MAY THE BLUEBIRD OF HAPPINESS EAT ALL THE BUGS IN YOUR PROGRAMS!
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TO THE PARENTS

This book is designed to teach BASIC on the IBM to youngsters in the range from 10 to
14 years old. It gives guidance, explanations, exercises, reviews and “quizzes.” Some
exercises have room for the student to write in answers that you can check later.
Answers are provided in the back of the book for program assignments.

Your child will probably need some help in getting started and a great deal of encouragement
at the sticky places. For further guidance, you may wish to read my article in
CREATIVE COMPUTING, page 168, April 1983.

Learning to program is not easy because it requires handling some sophisticated
concepts, as well as accuracy and attention to detail, which are not typical childhood
traits. For these very reasons, it is a valuable experience for children. They will be well
rewarded if they can stick with the book long enough to reach the fun projects that are
possible once a repertoire of commands is built up.

How to Use This Book: The book is divided into 33 lessons for the kids to do. Each
lesson is preceded by a NOTES section which you should read. It outlines the things to
be studied, gives some helpful hints and provides questions which you can use verbally
(usually at the computer) to see if the skills and concepts have been mastered.

These notes are intended for the parents, but the older students may also profit by
reading them. The younger students will probably not read them, and can get all the
material they need from the lessons themselves. For the youngest children, it may be
advisable to read the lesson out loud with them and discuss it, before they start working.




TO THE TEACHER

This book is designed for students in about the 7th grade. It teaches BASIC and the
features of the IBM computer.

The lessons contain explanations (including cartoons), examples, exercises and review
questions. Notes for the instructor which accompany each lesson summarize the material,
provide helpful hints and provide good review questions.

The book is intended for self study, but may also be used in a classroom setting.

I view this book as teaching programming in the broadest sense, using the BASIC
language, rather than teaching “BASIC.” Seymour Papert has pointed out in
MINDSTORMS that programming can teach powerful ideas. Among these is the idea
that procedures are entities in themselves. They can be named, broken down into
elementary parts and debugged. Some other concepts include: “chunking” ideas into
“mind-sized bites”, organizing such modules in a hierarchial system, looping to repeat
modules, and conditional testing (the IF...THEN statement).

Verbal and visual metaphor is used to make the new material familiar to the student.
Each concept is tied to the student’s everyday experiences through the choice of
examples, the language chosen to express the idea and through cartoons.
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ABOUT PROGRAMMING

There is a common misconception about programming a computer. Many people think
that ability in mathmaties is required — not so. Computing is analogous to the childhood
activities of playing with building blocks and writing an English composition.

Like a block set that has many copies of a few types of blocks, BASIC uses a relatively
small number of standard commands. Yet the blocks can be formed into unique and
imaginative castles and BASIC can be used to write an almost limitless variety

of programs.

Like an essay on the theme “How I Spent My Summer”, writing a program involves skill
and planning on all scales. To write a theme, the child organizes her thoughts on several
scales, from the overall topic, to lead and summary paragraphs and sentences, and on
down to grammar and punctuation in sentences and spelling of words.

Creativity in each of these activities; blocks, writing, and BASIC, has little scope at the
lowest level: individual blocks, words, or commands. At best, a small “bag of tricks” is
developed. For example, the child may discover that the triangle block, first used to make
roofs, makes splendid fir trees. What is needed at small scale is accuracy in syntax. Here
computing is an almost ideal self-paced learning situation, because syntax errors are
largely discovered and pointed out by the BASIC interpreter as the child builds and tests
the program.

At larger scales, creativity comes into full scope and many other latent abilities of the
child are developed. School skills such as arithmetic and language arts are utilized as
needed, and thus strenghened. But the strongest features of programming are balanced
between analysis (why doesn’t it work as I want) and synthesis (planning on several size
scales, from the program as a whole down through loops and subroutines to individual
commands).

The analytical and synthetical skills learned in programming can be transferred to more
general situations and can help the child to a more mature style of thinking and working.

11



ABOUT THE BOOK

This book is written for the IBM-PC and PCjr computers. Most of the book describes
features present in cassette BASIC, which is “functionally equivalent” on the two machines.
Some commands, such as those for music and graphies, are those described for the
Advanced BASIC of the PC. Since the commands in the Cartridge BASIC of the PCjr are
a “superset” of Advanced BASIC, the description should be correct there also.

The book was written while using an IBM-PC II with 64K of memory on the main board
and a 320 K double sided disk drive running DOS 1.1 and Advanced BASIC. The monitors
were a Sanyo color and a Zenith green screen interfaced to the IBM Color/Graphiecs
Monitor Adapter.

Refer to the IBM manuals if you have a difficulty that may be due to your computer’s
differing from the PC configuration stated above.

For instructors who feel themselves weak in BASIC, or are beginners, the student’s
lessons form a good introduction to BASIC. The lessons and notes differ in style. The
lessons are pragmatic and holistic, the notes and GLOSSARY are detailed and
explanatory.

The book starts with a bare bones introduction to programming, leading quickly to the
point where interesting programs can be written. See the notes for Lesson 6, THE INPUT
COMMAND, for an explanation. The central part of the book emphasizes more advanced
and powerful commands. The final part of the book continues this, but also deals with
broader aspects of the art of programming such as editing, debugging and user friendly
programming.

The assignments involve writing programs, usually short ones. Of course, many different
programs are satisfactory “solutions” to these assignments. In the back of the book I
have included solutions for assigned programs, some of them written by children who have
used the book.

Lessons 14: SAVING TO DISK, can be studied any time after the first lesson.

12
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INSTRUCTOR NOTES 1 NEW, PRINT, REM AND RUN

There are many little questions your student may have in the beginning, so pull up a
chair and help in the familiarization.

If you have a PCjr, some features of the keyboard may differ from those described in this
book. Use the Keyboard Adventure program built into your machine to learn about
your keyboard.

You cannot damage the computer with what you type in. If something goes wrong and all
else fails, turn the computer off, wait six seconds, then turn it on and start again.

Instructions are given for starting up in Advanced BASIC with a disk you prepare for
the student’s exclusive use. Instructions for making the disk are given in the appendix
“Disk Care.” If you want different start-up instructions, cross out inappropriate lines and
fill in the blank lines in the first lesson.

Help your student find the Ctrl, Enter, Home, Shift and quote keys.

The contents of the lesson:

Turning on the computer.

Typing versus entering commands or lines. Enter key.

Commands NEW, REM, PRINT and RUN.

What is a program. Numbered lines.

The cursor is sent home with the Home key.

The screen can be cleared using Ctrl-Home keys.

Memory can be cleared with NEW.

What is seen on the sereen and what is in memory are different. At first, this may be
a hard concept for the student to understand.

RUN makes the computer go to memory, look at the commands in the lines (in order)
and perform the commands.

10. One can skip numbers in choosing line numbers, and why one may want to do so.

PN

©

QUESTIONS:

1. Write a program that will print your name.

2. Make the program disappear from the TV screen but stay in memory.
3. RUNit.

4. Erase the program from memory.

5. Write a program that will print HELLO.

6. Make it run.

7. Erase it from memory but leave it on the screen.

13



LESSON 1 NEW, PRINT, REM AND RUN

HOW TO GET STARTED.

Open the disk drives and take out any disks, put them into their envelopes and put them
away.

Put your STUDENT disk into the drive (drive A if you have two drives). Reach back on
the right side of the computer and turn it on. You will see a small flashing light on the
screen. You will hear the disk drive start up and then stop.

You will see a message. The last word is:

Ok

Below Ok is a flashing line. This line is called the “cursor.” When you see it flashing, it
means the computer is waiting for you to type something in.

Cursor means runner. The little line runs along the screen showing where the next letter
you type will appear.

TYPING

Type some things. What you type shows on the TV screen.

HOME

Press the “Home” key. It is on the “7” key on the right side of the keyboard. The cursor
jumps to its home in the top left corner of the screen.

14
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ERASING THE SCREEN
Type some more. It covers what you typed before. The screen is a mess. Let’s erase it.

Two keys used together erase the screen.

Do this: Find the “Ctrl” key. It is beside the “A” on the left end of the keyboard.
Hold down the Ctrl key and press the Home key. The screen
is erased.

COMMAND THE COMPUTER
Type: give me candy

and press the “Enter” key. The Enter key is next to the Home key and has a bent arrow
on it like this:

Pl
(If you make a mistake, press the Ctrl and Home keys to clear the screen and start over.)

The computer printed

Syntax error
Ok

When the computer prints Syntax error, it means the computer did not understand you.

15



The computer understands only about 160 words. You need to learn which words the
computer understands.

Here are the first four words to learn:

NEW PRINT REM RUN

THE NEW COMMAND

Type: new

and press ENTER.

NEW empties the computer’s memory so you can put your program in it.

HOW TO ENTER A LINE

When we say “enter” we will always mean to do these two things.

1) type a line -

2) then press the Enter key.

Clear the screen and enter this line:

1@ print “hi”
The “ marks are quotation marks. To make * marks, find a Shift key. There are two.
Each has a fat arrow pointing upward. Hold down a Shift key and press the key that has
the “ on it. The “ key is two keys to the right of the “L” key.

(Did you remember to press the Enter key at the end of the line?)

/

16
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Now the line number 10 is in the computer’s memory. It will stay in memory until you
enter the NEW command, or until you turn off the computer. Line 10 is a very short
program.

THE NUMBER ZERO AND THE LETTER “O0”

The computer always writes the zero like this:

Zero ;]
and the letter O like this:
letter O 0

You have to be careful to do the same.
right 1@ print “hi”
wrong 10 print “hi”
WHAT IS A PROGRAM?

A program is a list of commands for the computer to do. The commands are written in
lines. Each line starts with a number. The program you entered above has only one line.

17



HOW TO RUN A PROGRAM
A moment ago you put this program into memory:
1@ print “hi”

Now enter: run -

(Did you remember to press the ENTER key?)

The RUN command tells the computer to look into its memory for a program and then to
obey the commands it reads in the lines.

Did the computer obey the PRINT command? The PRINT command tells the computer to
print whatever is between the quotation marks. The computer printed:

hi
Ok

HOW TO NUMBER THE LINES IN A PROGRAM

Clear the screen. Command new to empty memory. Enter this program:
1 rem hello
2 print “hi”
3 print “friend”

This program has three lines. Each line starts with a command. You have already
learned the PRINT command.

The REM command is for writing little notes to yourself. The computer ignores the
notes. Use REM for putting the name of your program in the top line of the program.

18
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Usually you will skip numbers when writing the program.

Like this: 1@ rem hello
15 print “hi”
20 print “friend”

It is the same program but has different numbers. The numbers are in order, but some
numbers are skipped. You skip numbers so that you can put new lines in between the old
lines later, if the program needs fixing.

RUN the program you have entered. The computer does the commands in the lines. It
starts with the lowest line number and goes down the list in order.

Assignment 1:
1. Use two keys to erase the screen.
2. Use the command NEW. Explain what it does.

3. Write a program that uses REM once and PRINT twice. Then use the command RUN
to make the program obey the commands.

19



INSTRUCTOR NOTES 2 BEEPS AND STRINGS

The BEEP statement makes the computer “beep.” We wish to make plenty of “bells and
whistles” available to the student to increase program richness.

The CLS command used in a program clears the screen and homes the cursor, just as the
Ctrl-Home keys do from the keyboard.

The COLOR statement changes both the foreground and the background colors of the
characters printed from that point on. It doesn’t change any characters already on the
screen. The third number in the COLOR statement changes the border color.

The idea of a “string constant,” used in Lesson 1, is explained. The numbers appearing
in a string, for example the “19,” cannot be used directly in arithmetiec.

QUESTIONS:
1. How do you do each of these things:
Make the computer “beep”?
Erase the screen?
Empty the memory?
Print your name?
2. What is a “string”?
3. What special key do you press to “enter” a line?

4. What does the computer mean when it prints Syntax error?

5. Write a program to print FIRE on a red background and make the computer beep.

20
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LESSON 2 BEEPS AND STRINGS
Enter: new (did you press the Enter key?)
Press the Ctrl Home keys
NEW empties the memory and the Ctrl Home keys erase the screen. You are ready to
start this lesson.
THE COMPUTER BEEPS LIKE A BIRD.
Enter this program:
1@ rem bird
20 cls
25 print * ---0---"
30 beep

run

Did the computer “beep”? Line 30 makes the computer beep.

y : » W s
‘/'/\’?\.'/ “5 " f\"‘ .’-7/‘; (\q n’
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CLEARING THE SCREEN IN A PROGRAM

The CLS statement clears the screen. Example:
RUN: 1@ rem wipe that smile off!
20 print "Smile”
30 beep

4@ cls
50 print “That is better”

PRINTING AN EMPTY LINE

RUN this: 10 rem skipping
15 cls
20 print “here is the first line”
30 print
4@ print “one line was skipped”

Line 30 just prints a blank line.

COLOR THE SCREEN RED
RUN this: 1@ REM color screen
20 COLOR G4
Now hold down the Enter key until the whole screen is red.
If your screen didn’t turn red, try adjusting your color monitor.

To get other colors, try other numbers from 1 to 7 in place of the 4 in the COLOR
command. (Leave the other number zero for now.)

PUT A FRAME AROUND THE SCREEN

RUN this: 1@ rem color border
20 color 34,3

Try other numbers from 0 to 7 in place of the “3”.

22
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The letters are stretched out like beads on a string.

A string between quotatior marks is called a “string constant.”

It is a string because it is made of letters, numbers, and punctuation marks all in a row.

It is a constant because it stays the same. It doesn’t change as the program runs.

Assignment 2:

1. Write a program that prints your first, middle, and last names. Make the letters black
on a blue screen.

2. Now add a “beep” before it prints each name.

3. Now make the screen border change color before it prints each name.

24
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INSTRUCTOR NOTES 3  LIST AND MEMORY

In this lesson:

LIST, LIST 3@

memory boxes holding lines

erase one line from memory

add a line between old lines
replace a line

REM for titles, remarks

drawings using PRINT commands

Your student needs to understand that the program is stored in memory, even when it is
not visible on the screen, and that LIST just lists the program to the screen. The special
uses like LIST 10@-300 and LIST -30@ will be taken up later.

The memory as a shelf of boxes is a key model of the computer that we will develop in
this book. It is an important tool in helping the student understand variables and the
detailed workings of complicated expressions in a statement.

REM as a remark command can be a little confusing to new students. It needs to be
distinguished both from PRINT and from just typing to the screen Using PRINT to
draw pictures is demonstrated. It is better to draw some at the end of each lesson, than
to do a lot now. Drawing after Lesson 4 helps develop line editing skills.

QUESTIONS:

1. How do you erase a line you no longer want?

2. Clear the screen. Now how do you show all of the program in memory on the screen?
3. How can you replace a wrong line with a corrected one?

4. Suppose you want to put a line in between two lines you already have in memory.
How do you do this?

5. Explain how the computer puts program lines in “boxes” in memory. What does it
write on the front of the box?

25



the screen.
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LESSON 3 LIST AND MEMORY

LISTING THE PROGRAM

list 30

\
\\\\\ ///

7
=

\

4

Now enter: 1@ rem house
20 print “listen”
30 beep
4@ print “Did you hear the doorbell?”

To show the whole stored program, enter:

To show line 30 of the program, enter:

—

gy

¥l
o
ajo

)

Start each lesson with NEW to erase the memory, and press the Ctrl Home keys to erase

Run this four line program. Then press Ctrl Home to erase the screen. The program is no
longer visible on the screen.

But the program is not lost. The computer has stored the program in its memory. We can
ask the computer to show us the program again.

e J

Y

/ \
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CAPITAL LETTERS

The computer lists commands in capital letters, even when you typed in lower case
letters. From now on in this book, we will use capital letters for commands (like LIST,
PRINT, REM, RUN, NEW), but you can type in lower case letters if you want.

THE MEMORY

The computer’s memory is like a shelf of boxes. On the front of each box goes its name.
At the start, all the boxes are empty and no box has a name.

When you entered: 10 REM house

the computer took the first empty box and wrote the name “Line 10” on the label. Then it
put the statement

REM house

into the box and put the box back on the shelf.

When you entered: 20 PRINT “listen”

the computer took the second box and wrote “Line 20” on its label. Then it put the
statement

PRINT “listen”

into the box and put that box in its place on the shelf.
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ERASING A LINE FROM MEMORY

To erase one line of the program, enter the line number with nothing after it. For
example, to erase line 20, enter:

20

You still see the line on the screen, but do a LIST and you see that line 20 is gone from
memory.

When you enter only a line number with nothing after it, the computer finds the box with
that line number on the front. It empties the box and erases the line number off the front
of the box.

How do you erase the whole program? (Look at the beginning of this lesson to see the
answer.)

What does the computer do to the boxes when you give it the command NEW?

ADDING A LINE

You can add a new line anywhere in the program, even between two old lines. Just pick a
line number between those of the old lines, and type your line in. The computer puts it in
the correct place.
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Enter NEW and this: 1@ REM more and more
20 PRINT “more lines wanted”
40 PRINT “here they are”

List it and RUN it. Now add this line:

15 PRINT “still”

List and RUN it again.

FIXING A LINE

If a line is wrong, just type it over again. For example, in the above program, line
number 40 can be changed by entering:

4@ PRINT “needs fixing”

What did the computer do to the box named “Line 40” when you entered the line?

L
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THE REM COMMAND

Use a REM command to put a title on your program.

Enter NEW and this: 10 REM Lazy
20@cls
30 PRINT “line 1@ does nothing”
35 REM this line does nothing
RUN

What does line 30 do?

What does line 35 do?

REM means “remark.” Use REM to write any little note in the program that can help
the reader understand the program.

PICTURE DRAWING

You can use the PRINT command to draw pictures. Here is a picture of a car. Enter
NEW before drawing the car.

1@ CLS

20 PRINT

30 PRINT " XXXXXX"

40 PRINT “XXXXXXXXXXXX"
5@ PRINT" O 0"

Don’t forget to put the spaces into the PRINT lines! They are part of the drawing.

Assignment 3:
1. What command will list line 10 of the program?

2. How do you tell the computer to list the whole program on the screen?

8. What does the computer do (if anything) when it sees the REM command? What is
the REM command used for?

4. Add a COLOR command to the car picture program so that a blue car on a red
background is drawn.

5. Use CLS, BEEP, REM and PRINT to draw three flying birds on the screen. Make
each bird peep after it is drawn.
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INSTRUCTOR NOTES4 THE KEYBOARD AND EDITING

This lesson concerns the arrow keys, the rubout key «— and the delete key.

The arrow keys are used in moving the cursor to any spot on the screen. Characters on
the screen are not affected by the cursor moving over them. Wherever the cursor stops,
you can type in new characters. For now, characters cannot be inserted, only replaced by
others or deleted.

There are two deletion modes: Rubout @ and Delete.

The difference is explained in the text.

A repaired program line, when all is satisfactory, can be entered into the computer by
pressing Enter, as usual.

You can even change the line number, and then you have two identical lines with
different numbers. Sometimes you need several similar lines. It is much easier to create
them by modifying a single line, using the cursor keys, than to type each from scratch.

The arrow keys can be used to fix any line that you see on the screen. If the line you
want to fix is not on the screen, put it there with LIST.

Holding any key down a short time starts the “auto repeat” feature of the keyboard. This
is very useful for making repeated characters, such as a line of characters or spaces in a
line, or for moving the cursor fast with the arrow keys.

QUESTIONS:
1. What is a “cursor””? What is it good for?
2. Have your student demonstrate the following:

How to edit a line. This includes using the arrow keys to move the cursor to the
interior of the line, modifying characters there, and pressing Enter.

3. Demonstrate use of the Rubout key.

4. Demonstrate use of the Delete key. Explain how the Rubout key and the Delete
key differ.

5. Using the repeat feature of the keyboard.
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LESSON4 THE KEYBOARD AND EDITING

THE CURSOR IS A FLASHING LINE

The little flashing line is called the “input cursor.” It shows you where the next letter you
type will appear on the screen.

THE ARROW KEYS MOVE THE CURSOR

Find the four arrow keys on the right side of the computer. They are on number keys 2, 4,
6, and 8.

These keys move the cursor. Press one. Hold it down. Use the arrow keys to move the
cursor all over the screen.

(If the cursor doesn’t move, but numbers are printed, then fix it by pressing the “Num
Lock” key just once.)

Do this: Use the cursor arrow keys to move the cursor to the middle of the screen, then
type your name there.

REPEATING KEYS
Hold down a cursor arrow key. The cursor goes whizzing along!

This works for most keys on the keyboard. Try holding down the “H” key. You see:

hhhhhhhhhhhhhhhhhhhhhhhhh

%

53
&
2

R
\

\}

‘\\‘\\\\\\\\\R\\\\&“\ &

\
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Clear the screen.
Move the cursor to the middle of the screen.

Type your name there.

Now put a box of “stars” around your name.

Hold down the shift and the “*” key to make the top and bottom of
the box.

Do this:

FIXING MESSED UP LINES

The cursor arrow keys help you fix errors in typing.

Enter: 1@ rem zragon

We want dragon

Use the arrow keys to move the cursor onto the z.
Type a d instead.

Now the line is correct, reading:
10 rem dragon

Press Enter to store the correct line in the memory.
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ERASING LETTERS

There are two erase keys. One is next to the Num Lock key and has an arrow on it

- @
«—
\

We call it the “Rubout” key. It is like rubbing out a mistake with an eraser.

The other is the Del key. Del stands for “delete” which means *‘take away.”

Enter:

Move the cursor over the E. Press the Del key. It erases the letter E that the cursor
was on.

Now hold the Del key down. The cursor sits there eating up all the i letters!

Again: 1@ rem aaaaaaaaaaaWiiiiiiiiiiiii

Move the cursor over the W. Press the Rubout key. It erases the a next to it!

Now hold the Rubout key down. The cursor goes whizzing off to the left, erasing all the a

letters.
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NOTICE: The Rubout key does not erase the W. It always erases the letters to its left.

WHAT IS THE DIFFERENCE?

Del eraﬁes what is under it and then sits there eating up letters from the
right.
Rubout erases what is next to it on the left, and then goes whizzing along to

the left, erasing as it goes.

THE CLS COMMAND IN A PROGRAM LINE

RUN: 1@ REM vanishing junk
12 cls
20 print
22 print “ Nice clean screen!”

The CLS command clears the screen and puts the cursor into the home spot on
the screen.
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Assignment 4:

1. Type a line and use the arrow keys to move around in the line. Change letters in the

line. When you are done, press the Enter key to enter the line into memory.
. Fix this line to read CAT:

10 REM CAAAT

First fix it using the Del key. Then write it again and fix it using the Rubout key.
3. Draw a large “smiley face.”

4. Write a program that makes a valentine. Use COLOR 4,7 to make red letters on a
white background.

AN Z

v AN

309 % % //% %//
36
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INSTRUCTOR NOTES 5 THE INPUT STATEMENT

This lesson is about the INPUT command and string variables.
We introduce the input command in its simplest form:
INPUT AS$

without a message in quotes in front. This allows the student to concentrate on the central
feature of an INPUT.

Similarily, we will give only the essential feature of each command for the whole of the
introduction of the book (through Lesson 14). We want the student to “see the forest”
before going into details. The commands required for interesting programs are:

PRINT allows output

INPUT input

GOTO infinite looping

IF branching and decisions
RND random numbers for games

String variables are introduced using the “box” concept again. For the time being,
variable names arerestricted to one letter. This allows faster typing and puts off discussion of
the complicated naming rules until after our sprint to the RND command.

The “two hats” of the student, programmer and user of the programs, cause much
confusion as the student reads the assignments. PRINT is the programmer speaking,

while the user can only speak when invited by an INPUT command put there by the
programmer.

QUESTIONS:

1. What two different things does the computer put into boxes? (One at programming time,
and one from an INPUT.)

2. How does the program ask the user to type in something?

3. How do you know the computer is waiting for an answer?

4. What is a letter with a dollar sign after it called?

5. Write a short program that uses CLS, PRINT and INPUT.

6. Are you in trouble if the computer answers with Redo from start after an input?
What made it do that? What do you do next?
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LESSONS5 THE INPUT STATEMENT

Use INPUT to make the computer ask for something.

Enter: 10 REM Talky-Talk
15 cls
20 PRINT “say something”
25 INPUT AS
30 PRINT
35 PRINT “did you say "
40 PRINT AS;
5@ PRINT “?"

RUN it. When you see a question mark, type “hi” and press the ENTER key.

The question mark was written by INPUT in line 25. The flashing cursor means the
computer expects you to type something into it.

When you type hi, the computer stores this word in a box named A$.

Later, in line 40, the program asks the computer to print whatever is in the box named A$.

RUN the program again and this time say something funny.

STRING VARIABLES

A$ is the name of a “string variable.” The computer stores string variables in memory
boxes, just like the boxes it puts program lines into. The name is written on the front of
the box and the string is put inside the box.

38

)X 22D D)) D)>D)>))»I)>I)>II>II)>II)IXIIYII)))) ) D))



5999999999 )939999)9992999)3)93)3993)393)2)2)2))

)

RULE: A string variable name ends in a dollar sign, “$”. You can use any letter you like
for the name and then put a dollar sign after it.

AS$ is called a variable because you can put different strings into the box at different times
in the program.

The box can hold only one string at a time.

Putting a new string into a box automatically erases the old string that was in the box.

ERROR MESSAGES FROM INPUT

Run this two times: 10 INPUT AS

20 PRINT “ "AS
Try these answers: HI

HI, THERE

RULE: Do not put any commas into the string you type in answer to the computer.
If you accidentally do put one in, the computer will answer:
?redo from start

and wait. This means that the computer wants you to try again, but do not put any
commas into the answer you type.
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YOU WEAR TWO HATS, USER AND PROGRAMMER

You are a PROGRAMMER when you write a program. The person who runs the
program is a USER.

Of course, if you run your OWN program then YOU are the USER.

When the programmer writes a PRINT command, she is speaking to the user by writing
on the screen.

When the programmer writes an INPUT command, she is asking the USER to say
something to the computer.

It is like a game of “MAY I?” The only time the user gets to say something is when the
programmer allows it by writing an INPUT command in the program.

Assignment 5:

1. Write a program that asks for a person’s name and then says something silly to the
person, by name.

2. Write a program that asks you to INPUT your favorite color and put it into a box
called C$. Now the program asks you your favorite animal and puts this into box C$
too. Have the program print C$. What will be printed? RUN the program and see if
you are right.
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INSTRUCTOR NOTES 6  TRICKS WITH PRINT

In this lesson:

PRINT with a semicolon at the end

PRINT with semicolons between items

the “invisible” PRINT cursor
We don’t discuss the use of commas in a PRINT statement.
The lesson introduces the output cursor, which is invisible on the screen. It marks the
place where the next character will be placed on the screen by a PRINT command. (The
input cursor is the flashing line. It is familiar from the edit mode and the INPUT
command.)
When a PRINT statement ends with a semicolon, the output cursor remains in place and
the next PRINT will put its first character exactly in the spot following the last character
printed by the current PRINT command.
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