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Preface

The microcomputer has come a long way since the 1975 introduction of the
Altair 8800, which required program entry, in binary, through “front panel”
switches. But now there are several different microcomputer systems to
choose from. Most systems include a typewriter style keyboard, some sort of
video graphics display, and a BASIC language resident in ROM.

This book is written for the hobbyist who owns an Atari 400/800/1200XL
personal computer. It's composed of 38 chapters filled with useful BASIC pro-
grams for the home and office. The programs can help the hobbyist save
money on energy usage, keep a record of medical expenses, bar chart business
sales, teach foreign languages, and dial the telephone.

As an added feature, an educational Dungeons and Dragons* game pro-
gram, called the Dungeon of Htam, is included. It's a two level dungeon where
the player must answer math questions as he wanders through the maze. He
receives gold for a correct response, and will lose gold for an incorrect
response. His goal is to find the way out of the dungeon, with as much gold as
possible.

Also included is the Tarot Card Reader, a program based on the ancient deck
of 78 cards used in fortune-telling.

The last section in the book includes six chapters on graphics and sound.
The programs include several color graphics routines, Display List manipula-
tion, a message writer that uses the joystick for typing instead of the
keyboard (may be used to aid the handicapped), a joystick test program with
sound, and a moving stars simulation.

The programs are written in Atari BASIC for the Atari personal computer.
Many of the programs utilize the expanded text mode with color. Some will
run without modifications in other microcomputer BASICs, and may contain
additional program lines to ensure some compatibility with the many dialects
of BASIC.

The programs listed are only a fraction of the useful and practical programs
that will be available to the computer hobbyist.

The application of the home computer is only limited by the imagination.

HowarD BERENBON

*Dungeons and Dragons is a registered trademark of TSR Hobbies, Inc.
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SECTION |

Real Time Applications



This book begins with 4 “real time” applications for your microcomputer.
They are a telephone dialer, a timer, a combination lock, and a digital stop-
watch. Most require a simple hardware interface, for connection to the “out-
side world.”

The Atari* 400/800/1200X L+t personal computer has four game controller
jacks for interfacing the system to the “outside world.” The interface circuit, as
shown in Fig. I-1, consists of 2 resistors, one transistor, one diode, a miniature
relay, and a 9 volt battery.

]

ny

R2

Bl

=i

L

Fig. I-1. Interface circuit.

*Atari is a registered trademark of Atari, Inc.
tThe Atari 1200XL has only two game controller jacks.



CHAPTER 1

BASIC Telephone Dialer

Here's an excellent application for your home com-
puter. It's a telephone dialer program, written in
BASIC, for your microcomputer. The program
listing is given in Program 1-1.

THE PROGRAM

The program accesses phone numbers by compar-
ing your string input (any string of characters) to
the phone number list, stored in DATA statements
beginning at program line 1000. If the entry is not
found, then the program will display ENTRY NOT
FOUND. When the entry is found, the number is
dialed and displayed, one digit at a time. Pulses are
output to the interface circuit through the i/o port of
the computer, simulating the action of a rotary dial.

ENTERING PHONE NUMBERS

The phone numbers are entered in the following
format:

1010 DATA NAME,5,5,5,1,2,1,2,55

Separate each digit with a comma. The last entry
must be 55. This is used to stop the dialing process.
Also, the last data statement in the list must be
DATA END. The number of phone numbers in your
list is limited by your RAM memory size.

HARDWARE

A simple interface circuit is required to operate
the dialer. It's connected in series with L1 of the
phone, using the normally closed (N.C.) contacts of
relay K1; it works with both dial and pushbutton
phones (see Note 1-1).
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NOTE 1-1

This device may be added to a privately
owned home or company internal phone
system. It is not intended to be connected
directly to a subscriber’s telephone set without
compliance to local telephone company regula-
tions. It is intended for demonstrating a prac-
tical application for the home computer.

INTERFACE

The interface circuit is shown in Fig. 1-1 and the
parts list is given in Table 1-1. It consists of two 5.6
kQ resistors, one 2N2222A NPN transistor, one
1N914 silicon diode, and a 5- or 6-V dc miniature
relay, and a 9-volt battery.

Q1 2N2222A

JACK 11 R

1

Bll1 —
1 || ]

JACK 18 =

IN SERIES WITH
L1 OF PHONE

—w—

D2-VARISTOR FOR SURGE
PROTECTION (OPTIONAL)

Fig. 1-1. Interface circuit.



The interface is connected to the Atari game con-
troller jack 1. The connector is located on the left-
front of the cabinet, labeled 1.* The interface is con-
nected to jack 1, pins 1 and 8. Pin 1 is the output and
pin 8 is the ground. The statements POKE 54018,48 ,
POKE 54016,255 and POKE 54018,52 are used to
program the game controller for output. The state-
ment POKE 54016,1 activates the circuit, and
POKE 54016,0 deactivates it. The normally closed
contacts (N.C.) of relay K1 are connected in series
with L1 of the phone (see Note 1-1).

Table 1-1. Parts List for Interface Circuit

ltem Description
B1 Battery, 9-V transistor
D1 Diode, silicon, TN914 or equiv
D2 Varistor, GE-V82ZA12 (Optional for surge protection)
K1 Relay, 5- or 6-V dc, 500-ohm, spdt (Radio Shack
275-004 or equiv)
Ql Transistor, NPN, 2N2222A or equiv
R1,R2 Resistors, 5.6 kQ, V2 W
Misc Battery clip
OPERATION

After you run the program, you have 3 options:

1. Print the phone number list by entering an L.
2. Access a phone number for dialing by entering a
D.

3. Repeat the last number dialed by entering an R.

To dial a number, enter a D for the dial mode, then
lift the telephone receiver and wait for a dial tone.
Finally, enter the string access code of the phone
number that you want dialed. See Fig. 1-2 for a sam-
ple run.

*The Atari 1200XL game controller jacks are located on the left
side of the cabinet.
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Fig. 1-2. BASIC telephone dialer sample run.




Program 1-1. BASIC Telephone Dialer Program Listing

100 PRINT CHRS$(125) :DIM AS$S(50),C$(50) ,R$(1) :GOSUB 930
110 PRINT "ATARI PHONE DIALER PROGRAM"
120 PRINT "COPYRIGHT (C) 1979 BY HOWARD BERENBON"
130 PRINT

140 GOTO 770

150 PRINT "LIFT RECEIVER BEFORE DIALING"
160 PRINT "WAIT FOR A DIAL TONE"

170 PRINT

180 PRINT "ENTER ACCESS CODE (ANY STRING)"
190 INPUT AS

200 PRINT CHRS$ (125)

210 PRINT "SEARCHING FOR ";AS

220 READ C$

230 IF C$="END" THEN 440

240 IF CS$S<>AS$ THEN 410

250 REM DIALING NUMBER FROM DATA

260 PRINT

270 PRINT "DIALING ";AS

280 READ C

290 IF C=55 THEN 730

300 PRINT C;" ";

310 IF C=0 THEN 870

320 REM DIAL PHONE NUMBER 1 DIGIT AT A TIME
330 GOSUB 480

340 POKE 54016,1

350 GOSUB 510

360 POKE 54016,0

370 GOSUB 540

380 C=C-1

390 IF C=0 THEN 280

400 GOTO 340

410 READ C

420 IF C=55 THEN 220

430 GOTO 410

440 PRINT "ENTRY NOT FOUND"

450 RESTORE

450 PRINT

470 GOTO 140

480 FOR A=1 TO 95

490 NEXT A

500 RETURN

510 FOR A=1 TO 18

520 NEXT A

530 RETURN

540 FOR A=1 TO 11

550 NEXT A

560 RETURN

570 GOSUB 590

580 GOTO 770

590 PRINT ," PHONE NUMBER LIST"

600 PRINT

610 READ AS

620 PRINT AS,



Program 1-1-cont. BASIC Telephone Dialer Program Listing

630 IF AS="END" THEN 700

640 READ A

650 IF A=55 THEN 680

660 PRINT A;" ";

670 GOTO 640

680 GOSUB 890

690 GOTO 610

700 PRINT

710 RESTORE

720 RETURN

730 PRINT

740 PRINT "DIALING COMPLETE"

750 PRINT

760 RESTORE

770 PRINT "INSTRUCTIONS?"

780 PRINT

790 PRINT "ENTER 'L' TO PRINT PHONE §# LIST"
800 PRINT "ENTER 'D' TO DIAL A PHONE NUMBER"
810 PRINT "ENTER 'R' TO REPEAT LAST #"

820 INPUT RS

830 IF R$="R" THEN 200

840 IF RS$="D" THEN 150

850 IF R$="L" THEN 570

860 GOTO 770

870 C=10

880 GOTO 320

890 PRINT

900 FOR X=1 TO 387

910 NEXT X

920 RETURN

930 POKE 54018 ,48

940 POKE 54016,255

950 POKE 54018,52

960 RETURN

980 REM DATA STORAGE BEGINS AT LINE 1000
990 REM ENTER LAST DATA STATEMENT AS-DATA END
1000 DATA TIME,4,7,2,1,2,1,2,55

1010 DATA WEATHER,9,3,2,1,2,1,2,55

1020 DATA HARRY,5,5,5,1,2:8,2,55

1030 DATA FIRE,9,1,1,55

1040 DATA POLICE,9,1,1,55

1050 DATA LONG DISTANCE,1,2,1,3,5,5,5,1,2,1,2,55
1060 DATA RICK,5,5,5,5,2,1,9,55

1070 DATA DAVE,5,5,5,1,9,6,3,55

1080 DATA BRUCE,5,5,5,2,8,9,7,55

1090 DATA COMPUTER CENTER,5,5,5,2,1,5,1,55
1100 DATA END



CHAPTER 2

The Time Machine

Here's a program that allows your computer to
operate as a 24-hour digital clock and timer, for con-
trolling lights or appliances plugged into a power
control circuit. It's written in BASIC for your
microcomputer. A simple interface circuit is re-
quired for interfacing your computer to the “outside
world.” See Program 2-1 for the program listing.

THE PROGRAM

The program accepts entry of the 24-hour time,
the time for circuit activation, and the time for cir-
cuit deactivation. After entering a 1 to begin, the
program displays the 24-hour time, the activation
time, and the deactivation time in hours and
minutes. After each minute has passed, the display
is updated. When the timer reaches the activation
time, the circuit is activated, and CIRCUIT AC-
TIVATED is displayed. When it reaches the deac-
tivation time, the circuit is deactivated, and CIR-
CUIT DEACTIVATED is displayed. See Fig. 2-1
for a sample run.

Table 2-1. Parts List for Interface and Control Circuits

Item Description

B1 Battery, 9-volt transistor

B2 Battery, 6-volt lantern

D1, D2 Diode, silicon IN914 or equiv

K1 Relay 5- or 6-V dc, 500-ohm, spdt (Radio Shack
275-004 or equiv)

K2 Relay 6-V dc, 350-ohm, spdt, contacts rated at 3.5A,
117 V ac (Allied Electronics 802-1880, series 1345
or equiv)

Ql Transistor, NPN, 2N2222A or equiv

R1, R2 Resistor, 5.6 k2, V2 W

Misc Ac outlet box; 117 V ac line cord with plug; battery
clips

INTERFACE

The interface circuit and control circuit are shown
in Fig. 2-2. The parts list is given in Table 2-1. It
connects to the Atari game controller, jack 1.* The

*The Atari 1200XL game controller jacks are located on the left
side of the cabinet.

THE TIME
COFYRIGHT

MACHINE
(C) 1980 Y HOWARD EBERENEON

THE TIME MACHINE WILL
SYSTEM INTOQ A TIMER»

TURN YOUR
FOR CONTROLLING

LYIGHTS OR AFFLIANCES,

ENTER THE CURRENT 24 HOUR TIME IN HKRS
AND MINUTES (HRSMIN)

? 15,20

ENTER THE ACTIVATION TIME (249 HF)
IN HRS AND MINUTES (HRSyMIN)

? 21500

ENTER THE DEACTIVATION TIME (24 HR)
IN HRS AND MINUTES (HRSsyMIN)

? 25215

ENTER A '1' TO START THE TIMER

? 1

THE TIME MACHINE

24 HR TIME

HRS 15 ¢+ MIN 20

ACTIVATION TIME

HRS 21 ¢ MIN 0

DEACTIVATION TIME
HRS 25 ¢ MIN 15

Fig. 2-1. Time machine sample run.



connector is located on the left-front of the cabinet, controller for output. The statement POKE 54016,1
labeled 1. The interface is connected to jack 1, pins 1 activates the circuit, and POKE 54016,0 deac-
and 8. Pin 1 is the output and pin 8 is the ground. tivates it. The normally open contacts (N.O.) of relay
The statements POKE 54018,48 , POKE 54016,255 K1 operate the power control circuit, for controlling
and POKE 54018,52 are used to program the game lights or appliances.

Q1 2N2222A

JACK 1-1 K

1
N.O.
D1 B2
1N914 4 §H l’\:l -:||||}*
6V

B1
‘:llll}* D2
| w >
IRER 18 = INTERFACE CIRCUIT IN914
K2
AC OUTLET T
o0 N.O.

CONTROL CIRCUIT

Fig. 2-2. Interface and control circuits.

s

117 Vac PLUG
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100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
4380
490
500
510
520
530
540
550
560
570
580
590
600
610

Program 2-1. Time Machine Program Listing

POKE 54018 ,48:POKE 54016 ,255:POKE 54018 ,52
PRINT CHRS$(125);"THE TIME MACHINE: ATARI"
PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"
PRINT "THE TIME MACHINE WILL TURN YOUR"
PRINT "SYSTEM INTO A TIMER, FOR CONTROLLING"
PRINT "LIGHTS OR APPLIANCES." :PRINT

PRINT "ENTER THE CURRENT 24 HOUR TIME IN HRS"
PRINT "AND MINUTES (HRS,MIN)"

INPUT H,M:PRINT

PRINT "ENTER THE ACTIVATION TIME (24 HR)"
PRINT "IN HRS AND MINUTES (HRS,MIN)"

INPUT I,N:PRINT

PRINT "ENTER THE DEACTIVATION TIME (24 HR)"
PRINT "IN HRS AND MINUTES (HRS,MIN)"

INPUT J,K:PRINT :PRINT

PRINT "ENTER A 'l' TO START THE TIMER"

INPUT C

PRINT CHRS (125)

PRINT "THE TIME MACHINE"

PRINT

REM DISPLAY TIMER

PRINT "24 HR TIME"

PRINT "HRS ";H;" : MIN ";M

PRINT

PRINT "ACTIVATION TIME"

PRINT "HRS ";I;" : MIN ";N
PRINT

PRINT "DEACTIVATION TIME"
PRINT "HRS ";J;" : MIN ";K
GOSUB 410

GOTO 270

FOR A=1 TO 226*60

NEXT A

M=M+1

IF H=I AND M=N THEN 540

IF H=J AND M=K THEN 590

IF M>=60 THEN 480

RETURN

M=0

H=H+1

IF H=25 THEN H=1

IF H=I AND M=N THEN 540

IF H=J AND M=K THEN 590

RETURN

POKE 54016,1

PRINT CHRS$ (125);"CIRCUIT ACTIVATED"
FOR A=1 TO 195*60

NEXT A:M=M+1

GOTO 460

POKE 54016,0

PRINT CHR$ (125) ;"CIRCUIT DEACTIVATED"
GOTO 560

19
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CHAPTER 3

Combination Lock

The Combination Lock program will allow your
computer to accept input of a combination, to ac-
tivate a control circuit. It can be used to open a safe,
turn on a light, switch on your tv, or unlock a door.
The program is written in BASIC for your
microcomputer. An interface circuit is required for
operation. See Program 3-1 for the program listing.

INTERFACE

The interface and control circuit is shown in Fig.
3-1. The parts list is given in Table 3-1. It connects
to the Atari game controller, jack 1.* The connector
is located on the left-front of the cabinet, labeled 1.
The interface is connected to jack 1, pins 1 and 8.
Pin 1 is the output and pin 8 is the ground. The
statements POKE 54018,48 , POKE 54016,255 and
POKE 54018,52 are used to program the game con-
troller for output. The statement POKE 54016,1 ac-
tivates the circuit, and POKE 54016,0 deactivates
it. The normally open contacts (N.O.) of relay K1
operate the control circuit. Relay K2 is a power relay
for controlling lights or appliances.

PROGRAM

In the load mode, the Atari program allows entry
of numbers and letters for the combination, limited
to 79 characters. After entering the access mode,
the program is locked into that mode. Entering the
correct combination will activate the control circuit,
and OPEN will be displayed. Entering a C will deac-
tivate it. If there is an error in entry, it will display
ERROR, RE-ENTER. After 3 unsuccessful tries, it

*The Atari 1200XL game controller jacks are located on the left
side of the cabinet.
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will display NO ENTRY. Depress BREAK to stop
program.

USES

Computerized Lock

A solenoid may be used in place of K2, to design a
computer activated lock. See Fig. 3-2 for the circuit
changes. K1 and B1 are the same as in Fig. 3-1. The
solenoid is a 6-volt, 2-oz at %" limit (Allied Elec-
tronics 802-1111, or equiv). The plunger of the
solenoid is used to latch the lock on a door or safe.

A “foolproof” system would require an external
keypad for entering the combination. This will
eliminate direct access to the computer, to prevent
tampering with the program.

Light or Appliance Lock

A light or appliance may be activated with the
program. The appliance is plugged into the ac outlet
box for activation.

See Fig. 3-3 for a sample run.

Table 3-1. Parts List for Interface and Control Circuits

Item Description

B1 Battery, 9-volt transistor

B2 Battery, 6-volt lantern

D1,D2 Diode, silicon 1N914 or equiv

K1 Relay, 5- or 6-V dc, 500-ohm, spst (Radio Shack 275-
004 or equiv)

K2 Relay, 6-V dc, 350-ohm, spdt, contacts rated at 3.5A,
117-V ac (Allied Electronics 802-1880, series 1345 or
equiv)

Q1 Transistor, NPN, 2N2222A, or equiv.

R1,R2 Resistor, 5.6 kQ, 2 W

Misc AC outlet box; 117-V ac line cord with plug; battery
clips




Q1 2N2222A

JACK 1-1 K1
o N.O.
B2
R2 $556 Ka T ! W:l allls
< : SV
Bl
=il
.hhr D2
v —}-
Tk 1w INTERFACE CIRCUIT L
K2
AC OUTLET 100900
.10 NO.
(1|
L ]
117 Vac PLUG
CONTROL CIRCUIT
Fig. 3-1. Interface and control circuits.
COMEINATION LOCK
COFYRIGHT (C) 1980 EY HOWARD EERENEON
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Fig. 3-2. Solenoid circuit for computerized lock.

ENTER MODE?

'"1' TO LOAD NEW COMEINATION
'2' TO ACCESS COMEINATION LOCK
? 1

LOAD NEW COMEINATION

ENTER UF TO 79 CHARACTERS»
LETTERS AND/OR NUMEERS

? 2054AECDEFGH

COMEINATION LOADED

ENTER MODE?

'1' TO LOAD NEW COMEINATION
'2' TO ACCESS COMEINATION LOCK
?2

ACCESS MODE

ENTER COMEINATION

? 2054AEBCDEFGH

OFEN

ENTER A 'C' TO CLOSE
?C

CLOSED

ACCESS MODE

ENTER COMEINATION
?
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Fig. 3-3. Combination lock sample run.




100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
INPUT

Program 3-1. Combination Lock Program Listing

CHRS$ (125) :DIM AS(79) ,B$(79) ,C$ (1) :GOSUB 520
"COMBINATION LOCK: ATARI"
"COPYRIGHT (C) 1980 BY HOWARD BERENBON"

"ENTER MODE?"

“'1' TO LOAD NEW COMBINATION"
"'2' TO ACCESS COMBINATION LOCK"
A

IF A=1 THEN 210
IF A=2 THEN 270
GOTO 140

PRINT
PRINT
PRINT
INPUT
PRINT

"LOAD NEW COMBINATION"
"ENTER UP TO 79 CHARACTERS,"
"LETTERS AND/OR NUMBERS"

AS

"COMBINATION LOADED"

GOTO 140

PRINT
PRINT
PRINT
PRINT
N=3

N=N-1
INPUT

CHRS (125)
"ACCESS MODE"

"ENTER COMBINATION"

BS

IF A$<>B$ THEN 470

GOSUB

500

POKE 54016,1

PRINT
INPUT

"ENTER A 'C' TO CLOSE"
C$

IF Cs<>"C"™ 'THEN 370
POKE 54016,0

PRINT "CLOSED"
FOR A=1 TO 1329
NEXT A

GOTO 270

PRINT "NO ENTRY"
GOTO 460

IF N=0 THEN 450

PRINT

"ERROR, RE-ENTER"

GOTO 320

PRINT

RETURN

"OPEN"

POKE 54018,48
POKE 54016,255
POKE 54018,52

RETURN
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CHAPTER 4

Digital Stopwatch

This program turns your system into a digital
stopwatch. It's written in BASIC for your micro-

computer, See Progr 3_1 for the program COFYRIGHT (C) 1980 EY HOWARD EERENEON
listing. FRESS 'EREAK' TO STOF TIMER

DIGITAL STOFWATCH

ENTER A 'L’ TO START
THE PROGRAM

The program displays the HRS MIN SEC on the
display beginning with 0 HRS 0 MIN 0 SEC. It will
RUN to 1000 before it resets to zero. See Fig. 4-1 for DEGLTAL STOPHATEH
a sample run. To stop the stopwatch press BREAK
on the Atari. A suggested use would be as a long
distance phone call timer.

HRS 0 ¢ MIN 1 ! SEC 8

Fig. 4-1. Digital stopwatch sample run.
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100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420

Program 4-1

PRINT CHRS (125)

PRINT "DIGITAL STOPWATCH"
PRINT "ATARI"

PRINT "COPYRIGHT (C) 1980 BY
PRINT

PRINT "PRESS 'BREAK' TO STOP
PRINT

PRINT "ENTER A 'l' TO START"
INPUT A

PRINT CHRS (125)

W=0

T=1000

X=0:¥Y=0:Z2=0

POSITION 6,0

PRINT "DIGITAL STOPWATCH"
POSITION 2,11
PRINT "HRS ";Z;"
GOSUB 360

X=X+1

IF X=60 THEN 320
GOTO 260

X=0

Y=Y+1

IF Y=60 THEN 390
GOTO 260
FOR A=1
NEXT A
RETURN
¥Y=0
Z=7+1

IF Z=T THEN 220
GOTO 260

: MIN ";vy;"

TO 245

. Digital Stopwatch Program Listing

HOWARD BERENBON"
TIMER"
SEC ll;x;ll ";
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SECTION 11

Educational Programs



Educational software is needed to utilize the home computer for learning.
This section contains programs to aid in learning.

In a classroom situation, where each student has his own terminal, the com-
puter allows the teacher more time for individual instruction.

In the home, you can use your computer to supplement your children’s
education, and your own. The Dungeon of Htam is a math educational game.
The Language Flash Card program and the Word Board will aid in learning
French, Spanish, Italian, and German. Constellation 10 and The Sun will help
out in astronomy. Also included is a memory test game, a visual perception
game, a math test, a spelling test, and a reading pacer.



CHAPTER 5

Memory Challenger

The Memory Challenger is a game used to test
your memory and concentration. It's written in
BASIC for your microcomputer. See Program 5-1
for the program listing.

The program generates and displays random
numbers of different lengths. There are three dif-
ferent levels of play. Enter a 1 for easy, 2 for
medium difficulty, and 3 for most difficult.

THE PROGRAM
Enter a 1 to begin. The numbers are flashed at the

center of the screen. Enter the number that was
flashed. Each time you enter an answer, the pro-
gram checks the entry, and prints CORRECT or IN-
CORRECT. Then it displays the correct answer, and
the number of correct entries out of the number of
tries so far. Now you may change the difficulty level
and continue, continue at the same level, or end the
game. If you decide to stop playing, then it displays
your final percent score. See Fig. 5-1 for a sample
run.

RUN
MEMORY CHALLENGER
COFYRIGHT (C) 1979 EY HOWARD EERENEON

THIS FROGRAM GENERATES AND DISFLAYS RANDOM NUMEERS
OF DIFFERENT LENGTHS. YOU MUST ENTER THE NUMEER THAT

I5 FLASHED ON THE SCREEN.

ENTER DIFFICULTY LEVEL?
1=EASY

2=MEDIUM DIFFICULTY
3=M0OST DIFFICULT

?

ENTER '1' TO EEGIN
-

GET READY

40035

DIFFICULTY LEVEL 2
ENTER NUMEER
? 40035
THE ANSWER IS 40035

CORRECT

YOU HAVE 1 CORRECT OUT OF 3 TRIES
TRY AGAIN?

1 = YES & SAME DIFFICULTY-XXGET READYXx
2 = YES & CHANGE DIFFICULTY

0 = NO

®

Fig. 5-1. Memory challenger sample run.



100
110
120
130
140
150
160
170
180
199
200
219
220
230
240
250
260
270
280
299
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610
620

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
2=0

W=390

PRINT
PRINT
PRINT
PRINT
INPUT
PRINT

Program 5-1. Memory Challenger Program Listing

CHR$ (125) :PRINT "ATARI MEMORY CHALLENGER"
"COPYRIGHT (C) 1979 BY HOWARD BERENBON"

"'THIS PROGRAM GENERATES AND DISPLAYS RANDOM NUMBERS"
"OF DIFFERENT LENGTHS. YOU MUST ENTER THE NUMBER THAT"
"IS FLASHED ON THE SCREEN."

"ENTER DIFFICULTY LEVEL:"
"]=EASY"

"2=MEDIUM DIFFICULTY"
"3=MOST DIFFICULT"

A

CHRS (125)

IF A=1 THEN 560
IF A=2 THEN 600
IF A=3 THEN 640
GOTO 190

PRINT
PRINT
INPUT

¥Y=3986

CHR$ (125)
"ENTER 'l' TO BEGIN"
B

GRAPHICS 1
POSITION 6,4

PRINT

FOR D=

#5; "GET READY"
1 TO 264

NEXT D:GRAPHICS 0
X=INT(RND(0)*Y+1)*F
GRAPHICS 1:POSITION 8,5

PRINT
GOsuB

#6;X
680

GRAPHICS O
POSITION 20,1 :PRINT "DIFFICULTY ";A

PRINT "ENTER NUMBER"
Z=27+1

INPUT C

PRINT "THE ANSWER IS ";X
PRINT

IF X=C THEN 530

PRINT "INCORRECT"

PRINT "YOU HAVE ";W;" CORRECT OUT OF ";Z;" TRIES"
GOTO 730

PRINT "CORRECT"

W=W+1

GOTO 510

G=40

F=1

N=INT(RND(0)*134+1)
GOTO 300
N=INT(RND(0)*90+1)

G=16
F=15
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Program 5-1-cont. Memory Challenger Program Listing

530 GOTO 300

640 N=INT(RND(0)*45+1)

650 G=20

660 F=158

670 GOTO 300

680 FOR E=1 TO G+N

690 NEXT E

700 RETURN

710 PRINT "YOUR FINAL SCORE IS ";W/Z*(100);" PERCENT"
720 END

730 PRINT

740 PRINT "TRY AGAIN?"

750 PRINT "1 = YES & SAME DIFFICULTY-**GET READY"
760 PRINT "2 = YES & CHANGE DIFFICULTY"

770 PRINT "0 = NO"

780 INPUT D

790 IF D=1 THEN 330

800 IF D=2 THEN 190

810 IF D=0 THEN 710

820 GOTO 730
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CHAPTER 6

Visual Perception Test

The Visual Perception Test is a game used to The program randomly displays 5 different sym-
check your visual perception. It's written in BASIC bols (= + < > *) at random locations, for a random
for your microcomputer. See Program 6-1 for the period of time. You have 25 tries to enter the correct
program listing. symbol, as it’s flashed on the screen. This could be

RUN

VISUAL FERCEFTION TEST
COFYRIGHT (C) 1980 EY HOWARD EERENEON

IT RANDOMLY DISFLAYS S SYMEOLS FOR A RANDOM FERIOD
FROM .2 TO 3 SEC. YOU HAVE 25 TRIESy WITH THE COMFUTER
KEEFING TRACK OF YOUR SCORE.

THE SYMEOLS ARE: = + X

TRIAL 24 DIFFICULTY LEVEL 1
ENTER DIFFICULTY LEVEL
1=EASY ENTER THE SYMEOL # FOR EACH TRIAL
2=MEDIUM DIFFICULTY 1 FOR '=' 2 FOR '+' 3 FOR '+
3=MOST DIFFICULT 4 FOR '»' O FOR 'x' 0 FOR DON'T KNOW
g

?3

ENTER '1' TO EEGIN
GET READY
? i3

TRIAL 25 DIFFICULTY LEVEL 1

ENTER . SYMEOL # FOR EACH TRIAL
1 FOR 2 FOR '#* 3 FOR 4
X 4 FOR ' 5 FOR 'x' 0 FOR DON'T KNOW

21
TRIAL 1 DIFFICULTY LEVEL 1
ENTER THE SYMEOL # FOR EACH TRIAL YOUR VISUAL FERCEFTION SCORE I8 2% 0UT OF 28
1 FOR '=' 2 FOR '+' 3 bt THAT'S 100 % CORRECT
4 FOR "' 5 FOR “x' 0 FOR DON'T KNOW
? 3 YOU HAVE COMFLETED 1 TEST(S)

7% SCORE
TEST 1 100

TRIAL 2 DIFFICULTY LEVEL 1

DO YOU WISH ANOTHER TEST

ENTER THE SYMEOL # FOR EACH TRIAL ENTER '1' FOR YES, '0' FOR NO

1 FOR '=' 2 FOR '+' 3 FOR '« 5 0
4 FOR '=' 5 FOR 'x' 0 FOR DON'T KNOW
? 4

Fig. 6-1. Visual perception test sample run.
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from 0.2 second to 3 seconds. See Fig. 6-1 for a sam-
ple run.

THE TEST

Begin the program by entering the difficulty level.
You have three to choose from. Enter 1 for easy, 2
for medium difficulty, and 3 for most difficult. Now
you must pay attention, and enter a 1 to begin. A

31

symbol will be displayed on the screen, then you
enter the number (1-5) that corresponds to the sym-
bol: 1 for =; 2 for +; 3 for <; 4 for >; and 5 for *. Con-
tinue for 25 tries. When you're finished with the
test, you may continue with another and change the
difficulty level, or end the game.

When you end the game, your percent score for
each test is displayed. Finally, an average score is
given.



100
110
120
130
%40

150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
450
470
430
490
500
510
520
530
540
550
560
570
530
590
600
610

Program 6-1. Visual Perception Test Program Listing

PRINT CHR$ (125) ;"ATARI VISUAL PERCEPTION TEST"
PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"
PRINT

PRINT "IT RANDOMLY DISPLAYS 5 SYMBOLS FOR A RANDOM

PRINT "KEEPING TRACK OF YOUR SCORE."

PRINT "THE SYMBOLS ARE: = + < > *!
PRINT

DIM A(100)

W=0

G=1

GOSUB 890

PRINT CHRS(125)

PRINT "ENTER A 'l' TO BEGIN"
W=0

PRINT "GET READY"

INPUT F

FOR B=1 TO 25

PRINT CHRS (125)

Y=15

REM GENERATE RANDOM NUMBERS
N=INT(RND(O)*R+1)

GOSUB 1040

GRAPHICS 1:G0OSUB 560

FOR A=1 TO Y+N

NEXT A

GRAPHICS 0

PRINT "TRIAL ";B;" DIFFICULTY LEVEL ";H
PRINT

GOSUB 690

NEXT B

PRINT "YOUR VISUAL PERCEPTION SCORE IS ";W;" OUT OF
PRINT "THAT'S ";W*4;" % CORRECT"
GOSUB 780

PRINT "DO YOU WISH ANOTHER TEST"
PRINT "ENTER 'l FOR YES, '0' FOR NO"
INPUT C

IF C=1 THEN 210

PRINT "YOUR AVERAGE SCORE OUT OF ";G-1;" TEST(
G=G-1

B=A(1)

FOR X=1 TO G

B=A(X+1)+B

NEXT X

PRINT "IS ";3/G;"3"

END

Z=INT(RND(0) *5+1) :POSITION X,Yl

ON Z GOTO 590,610,630,650,670

GO0TO 560

PRINT #6;"="

RETURN

PRINT #6;"+"

971

)ll
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PERIOD"
PRINT "FROM .2 TO 3 SEC. YOU HAVE 25 TRIES, WITH THE COMPUTER

25"



Program 6-1-cont. Visual Perception Test Program Listing

620 RETURN
630 PRINT #6;"<"
640 RETURN
650 PRINT #6;">"
660 RETURN
670 PRINT #6;"*"

630 RETURN
690 PRINT "ENTER THE SYMBOL # FOR EACH TRIAL"
700 PRINT "1 FOR '=' 2 FOR '+' 3 FOR '<'"

710 PRINT "4 FOR '>' 5 FOR '"*' (0 FOR DON'T KNOW"
720 INPUT T

730 PRINT CHRS$(125)

740 IF T=Z THEN 760

750 RETURN

760 W=W+1

770 RETURN

780 PRINT

790 A(G)=W*4

800 PRINT "YyOU HAVE COMPLETED ";G;" TEST(S)"
810 PRINT

320 POSITION 11,6:PRINT "% SCORE"
830 FOR X=1 TO G

840 PRINT "TEST ";X,A(X)

850 NEXT X

860 G=G+1

870 PRINT

830 RETURN

890 PRINT "ENTER DIFFICULTY LEVEL"
900 PRINT "1=EASY"

910 PRINT "2=MEDIUM DIFFICULTY"
920 PRINT "3=MOST DIFFICULT"

930 INPUT H

940 IF H=1 THEN 980

950 IF H=2 THEN 1000

960 IF H=3 THEN 1020

970 GOTO 890

980 R=400

990 RETURN

1000 R=200

1010 RETURN

1020 R=100

1030 RETURN

1040 Y1=INT(RND(0)*16+1)

1050 X=INT(RND(O)*16+1)

1050 RETURN
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CHAPTER 7

The Dungeon of Htam

The Dungeon of Htam is an educational fantasy
game, where the player must answer math ques-
tions as he wanders through the chambers and cor-
ridors of the dungeon. It's a 2 level dungeon, based
on the fantasy role playing game Dungeons and
Dragons*. It's written in BASIC for your microcom-
puter. See Program 7-1 for the program listing.

THE PROGRAM

You are given 1000 gold pieces, and then tele-
ported to a random location in the lower level of this
128 chamber, 2 level dungeon (64 chambers per
level). Your goal is to find your way out, with as
much gold as possible. Gold pieces are acquired by
answering math questions asked by monsters that
occupy the dungeon. Each time a question is
answered correctly, a random amount of gold is
given as a reward. If your answer is incorrect, then a
random amount of gold is taken away. The level of
math is simple addition, subtraction, multiplication,
and division. The game is directed towards children,
as an incentive for learning math. See Fig. 7-1 for a
sample run.

The Math Problems

The problems are generated randomly using pro-
gram lines 3250 through 4100. A random number
generator subroutine at line 3860 is used to generate
the X and Y components of the problems. Division
is slightly different than the others. In order to have
the answer as an integer, multiplication is used to
create the problem, with Z = X * Y. It is generated
using X = Z/Y, where X is the answer entered.

*Dungeons and Dragons is a registered trademark of TSR Hob-
bies, Inc.
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In the lower level of the dungeon, level 2, the prob-
lems are generally less difficult than those at level 1.
The maximum value generated for X and Y is 30 at
level 1, and 15 at level 2. The values in the random
number generator subroutine may be changed for
different difficulty levels.

ACTIONS OR MOVES

In your trip into the dungeon, you will encounter
math monsters, thieves, empty chambers, trap
doors, secret doors leading to North-South or East-
West corridors, maps, and enchanted keys.

Enter the letter in parentheses for the following
actions or moves in the dungeon:

(N)ORTH movement (up)
(E)AST movement (right)
(SYOUTH movement (down)
(W)EST movement (left)
(U)P movement

(M)AP display

(G)OLD pieces left

North Movement

=1 Oy O i (G o=

Entering an N allows you to move North through
the dungeon. You may not move North under the
following conditions.

1. If you reach the North Wall you cannot pass
through.

2. If you enter an East-West corridor (through
a secret door), North movement is not allowed.

East Movement

Entering an E allows you to move East. You may
not move East under the following conditions:



YOU WILL BE TELEFORTED TO . . . THERE IS A THIEF IN THIS CHAMEER

THE DUNGEON OF HTAM ¢« + + o« + o+ + HE SURFRISES YOU.

AS HE QUICKLY FASSES EBY YOU HE
ENTER YOUR CHARACTERS NAME? SNATCHES .+ + + 325 GOLD FIECES
? RICK THE GREAT

YOU CARRY 1000 GOLD FIECES WITH YOU RICK THE GREAT» MWHAT IS YOUR ACTION OR MOVE?
RICK THE GREAT .+ . « YOU ARE ON YOUR WAY (N)ORTHy (E)ASTs (S)OUTH» (WIEST
(WHFy (MYAFy (GHOLD
? E
YOU HAVE ARRIVED AT + + + & THERE IS A THIEF IN THIS CHAMEER
YOU SURFRISED THE THIEF + « +
THE DUNGEON OF HTAM + . « LEVEL 2 AS HE RUNS OUT HE DROFS + + «
« +» +» 103 GOLD FIECES.
YOU WILL ENCOUNTER MONSTERS AND YOU FICK UF THE GOLD FIECES
THIEVESs AND GOLD . + + EBUT WATCH
YOUR STEF P T S S S S YOU SEARCH THE CHAMEER AND
TRAF DOORS CAN EE COSTLY + + + YouU « « « + « FIND A MAF

RICK THE GREATsy WHAT IS YOUR ACTION OR MOVE?

(N)ORTHy (E)AST»y (S)OUTHy (WIEST
(WFy (M)AFy (G)OLD

? N
YOU ARE IN A COLD AND DARK
« + o+ + + o« EMFTY CHAMEER
RICK THE GREATy WHAT IS YOUR ACTION OR MOVE?
(N)ORTHy (E)ASTy (S)OUTHs (W)EST YOU DISTUREED A MONSTER IN THIS CHAMEER
(WPy (MYAFy (G)OLD AND HE SFEAKS + « ¢ ¢ o o o &
? N
HALT xxx I AM DDA
YOU MAY NOT FASS THRU UNTIL
YOU ANSWER THIS MATH QUESTION.
WHAT IS + + .
13 + 27 = ? 40
CORRECT
YOU DISTUREED A MONSTER IN THIS CHAMEER YOU WIN 1460 GOLD FPIECES
AND HE SFEAKS + ¢« + 4+ o o + o
STOF xxx I AM EUS RICK THE GREAT»> WHAT IS YOUR ACTION OR MOVE?
YOU MAY NOT FASS THRU UNTIL (N)ORTHy (E)ASTy (S)OUTH» (WIEST
YOU ANSWER THIS MATH QUESTION. ;U;P’ (M)AFy (G)OLD
WHAT IS « +
30 - 3 = P 27
CORRECT

YOU WIN 352 GOLD FIECES

RICK THE GREAT» WHAT IS YOUR ACTION OR MOVE?
(N)YORTHy (E)ASTy (S)0UTH» (WIEST

(WHFy (MYAFy (G)OLD
78

Fig. 7-1. The Dungeon of Htam sample run.
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YOU DISTUREED A MONSTER IN THIS CHAMEER
AND HE SFEAKS « + o ¢ ¢ o o o

STOF xxx I AM VID

YOU MAY NDT FASS THRU UNTIL
YOU ANSWER THIS MATH QUESTION.

WHAT IS . . .

399 / 21 = ? 19¢
19
CORRECT
YOU WIN 379 GOLD FIECES

RICK THE GREATs» WHAT IS YOUR ACTION OR MOVE?
(N)ORTHy (E)ASTy» (S)0OUTHs (WIEST

(WFy (M)AFy (G)OLD

? W

YOU OFEN A SECRET DOOR AND + + + .
+ + + ENTER AN EAST-WEST CORRIDOR

RICK THE GREATy WHAT IS YOUR ACTION OR MOVE?
(N)ORTHy (E)AST» (S)OUTH» (W)EST

(UWFy (M)AFy (G)HOLD

?H

YOU ARE AT A STAIRWAY
+ GOING UF

)

RICK THE GREAT»y WHAT IS YOUR ACTION OR MOVE?
(N)ORTHy (E)ASTy (S)0UTHy (WIEST

(Fy (MAFy (G)OLD

?U

YOU WALK UP THE STAIRWAY
THE ENCHANTED KEY . . + OFENS THE LOCK
YOU FOUND YOUR WAY . . .
+ + + OUT OF THE DUNGEON OF HTAM
YOU HAVE ACQUIRED

5600 GOLD FIECES

GAME RATING IS 919
YOU TOOK 166 TURNS TO FIND THE WAY OUTy
AND ANSWERED 28 QUESTIONS CORRECTLY.

ANOTHER GAME?

ENTER '1'-YES
4

'0'—NO

Fig. 7-1-cont. The Dungeon of Htam sample run.

. If you reach the East Wall you cannot pass
through.

. If you enter a North-South corridor (through
a secret door), East movement is not allowed.
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South Movement

Entering an S allows you to move South. You may
not move South under the following conditions:

1. If you reach the South Wall you cannot pass
through.

2. If you enter an East-West corridor (through
a secret door), South movement is not al-
lowed.

West Movement

Entering a W allows you to move West. You may
not move West under the following conditions:

1. If you reach the West Wall you cannot pass
through.

2. If you enter a North-South corridor (through
a secret door), West movement is not allowed.

Up Movement

Entering a U, when you are at a stairway and have
found the Enchanted Key, allows you to go up to the
next level. If you haven’t found the key, or you are
not at a stairway, you cannot go up the stairway. To
find the Enchanted Key, you must answer a random
number of math questions correctly, for each level.
There is a different key for each level.

Map Display

Entering an M, when you have found a Map, will
display the map for that level. Each level has a dif-
ferent map, and they may be found when encounter-
ing thieves. The 64 chamber dungeon is displayed
using the following symbols:

1. M = Math monster

2. O = Empty chamber

3. ? = Unknown contents (either a thief or a trap
door)

. UP = Stairway up

. NS = North-South corridor (entered through
secret doors)

6. EW = East-West corridor (entered through

secret doors)
7. P1 = Your location in the dungeon

Qv W

See Fig. 7-2 for a sample Map.

A question mark (?) indicates either a Thief or a
Trap Door. There is no way of knowing what the
contents are, unless you enter the chamber. If you
encounter a Thief, you either surprise him and he
drops some of his gold pieces, or he surprises you
and steals some of your gold pieces. This is random-
ly determined, but it’s in favor of the Thief.



X% MAF LEVEL 2 xxx

THE DUNGEON OF HTAM

o

0 EW 0
0 ] M
EW 7 NS
NS ? Pl
M NS M
0 M NS
NS EW 0
EW EW 0

n WE
= w
w

cexCICMIIX
x

coMIIocoIXC
I XYM Z
ZIVW2ZoUX
I oo Uuc

w

RICK THE GREATs WHAT IS YOUR ACTION OR MOVE?
(NJORTHy (E)AST»y (S)0UTH, (WEST

(WFy (M)AFy (G)OLD

? 8

Fig. 7-2. Sample map.

If you activate a Trap Door, you can either fall
through, or catch yourself from falling. If you fall
through, you will lose most of your gold pieces.
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There is a 50 percent chance that you will fall
through. If you are at level 2, then you will fall into a
deep pit. If you are at level 1, then you will fall
through to level 2.

Gold Pieces Left

Entering a G will display the number of gold
pieces you have with you. You will start out with
1000, and you can gain or lose gold during your trip.
But if you lose all your gold pieces, you will lose the
game. '

GAME RATING

After you complete the game, a game rating is
displayed, along with the number of gold pieces ac-
quired, the number of math questions answered cor-
rectly, and the number of turns taken. The rating is
a number from approximately —500 to -+1000,
depending upon the above statistics. The higher the
rating number, the better the rating. A negative
number indicates a poor rating.



100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610

Program 7-1. The Dungeon of Htam Program Listing

PRINT CHRS (125)

PRINT "THE DUNGEON OF HTAM"

PRINT "ATARI"

PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"
PRINT

PRINT "AN EDUCATIONAL MATH DUNGEON"

GOSUB 440

GOSUB 440

PRINT CHR$(125)

DIM A$(100) ,A(9,9),B(9,9) ,M15(1)

PRINT "YOU WILL BE TELEPORTED TO . . . ."
PRINT

PRINT "THE DUNGEON OF HTAM"

PRINT

MA=0:CA=0:G=1000:M1=1:K=0

PRINT "ENTER YOUR CHARACTER'S NAME?"

INPUT AS

GOSUB 440

PRINT :PRINT "YOU CARRY 1000 GOLD PIECES WITH you"

PRINT :GOSUB 440:PRINT AS;" . . . YOU ARE ON YOUR WAY"

GOSUB 440

GOSUB 480

GRAPHICS 0

PRINT "YOU HAVE ARRIVED AT . . ."

PRINT

PRINT "THE DUNGEON OF HTAM . . . LEVEL 2"
PRINT

PRINT "YOU WILL ENCOUNTER MONSTERS AND"
PRINT "THIEVES, AND GOLD . . . BUT WATCH"
PRINT "YOUR STEP ¢ ¢ & « o o o o o o« o"
PRINT "TRAP DOORS CAN BE COSTLY . . . ."
FOR AB=1 TO 2684

NEXT AB

GOTO 1010

REM DELAY

FOR Z2=1 TO 536

NEXT 22

RETURN

REM SET UP 2 LEVEL DUNGEON

FOR X=1 TO 8

FOR ¥Y=1 TO 8

A(X,Y)=INT(RND(0)*7+1) :B(X,Y)=INT(RND(0)*7+1)
NEXT Y

NEXT X

REM TRAP DOORS #8, MIN-1 MAX-3

H=INT (RND(0)*3+1)

FOR N=1 TO H

X=INT(RND(0)*8+1)

Y=INT(RND(0)*8+1)

P=INT(RND(0)*8+1)

W=INT (RND(0)*8+1)

A(X,Y)=8:B(P,W)=8
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Program 7-1-cont. The Dungeon of Htam Program Listing

620 NEXT N

630 REM STAIRWAYS #9, MIN-3 MAX-6

640 S=INT(RND(O)*4+1)+2

650 FOR N=1 TO S

660 X=INT(RND(0)*8+1)

670 Y=INT(RND(0)*8+1)

680 P=INT(RND(0)*8+1)

690 W=INT(RND(0)*8+1)

700 A(X,Y)=9

710 B(P,W)=9

720 NEXT N

730 REM SET UP COMPLETE

740 RETURN

750 REM STAIRWAY

760 Ll=L1-1

770 PRINT "YOU WALK UP THE STAIRWAY"

780 GOSUB 440

790 PRINT "THE ENCHANTED KEY . . . OPENS THE LOCK"
800 GOSUB 440

810 IF L1=0 THEN 870

820 MA=0:K=0:K4=INT(RND(0)*4+1)+4

830 PRINT :CB=CA+K4

840 PRINT "YOU ARE AT . . . . . LEVEL 1"

850 GOSUB 440 :GOSUB 440

860 GOTO 1070

870 PRINT "YOU FOUND YOUR WAY . . ."

880 PRINT " . . . OUT OF THE DUNGEON OF HTAM"
890 PRINT

900 PRINT "YOU HAVE ACQUIRED ";G;" GOLD PIECES"
910 GOSUB 930

920 GOTO 1910

930 GG=G+100:REM RATING

940 R=INT((GG*CA-7000+1)/M1)

950 PRINT

960 PRINT "GAME RATING IS ";R

970 PRINT :IF G<=0 THEN 4300

980 PRINT "YOU TOOK ";Ml;" TURNS TO FIND THE WAY OUT,"
990 PRINT "AND ANSWERED ";CA;" QUESTIONS CORRECTLY."
1000 RETURN

1010 REM SET UP 1ST MOVE

1020 C=INT(RND(0)*8+1)

1030 D=INT(RND(0)*8+1)

1040 A(C,D)=1

1050 L1=2

1060 K4=INT(RND(0)*4+1)+4

1070 REM PLAYER MOVE ROUTINE

1080 PRINT CHR$(125):IF L1=1 THEN A=B(C,D) :GOTO 1100
1090 A=A(C,D)

1100 GOSUB 440

1110 ON A GOSUB 2220,2280,2340,2340,2390,2700,2750,2800,3080
1120 PRINT

1130 IF G<0 THEN 1820

1140 PRINT AS;", WHAT IS YOUR ACTION OR MOVE?"
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1150
1160
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1470
1480
1490
1500
1510
1520
1530
1540
1550
1560
1570
1580
1590
1600
1610
1620
1630
1640
1650
1660
1670

PRINT

Program 7-1-cont. The Dungeon of Htam Program Listing

PRINT " (N)ORTH, (E)AST, (S)OUTH, (W)EST"

PRINT " (U)P,

INPUT M1$
M1=M1+1:IF
IF M13$="N"
IF M1$="E"
IF M1$="s"
IF M18="W"
IF M1$="u"
IF M1$="M"
IF M1$="G"
PRINT
GOTO 1120

(M)AP, (G)OLD"

K=0 AND M1>=140/L1 THEN 4210
THEN 1290
THEN 1340
THEN 1390
THEN 1440
THEN 1490
THEN 1610
THEN 1670

REM NORTH MOVEMENT
IF A=7 THEN 1710
IF (D-1)=0 THEN 1980

D=D-1
GOTO 1070

REM EAST MOVEMENT
IF A=6 THEN 1170
IF (C+1)=9 THEN 2030

C=C+1
GOTO 1070

REM SOUTH MOVEMENT
IF A=7 THEN 1770
IF (D+1)=9 THEN 2050

D=D+1
GOTO 1070

REM WEST MOVEMENT
IF A=6 THEN 1770
IF (C-1)=0 THEN 2070

C=C-1
GOTO 1070

PRINT CHRS$(125) :REM STAIRWAY UP
IF A<>9 THEN 1580
IF K=1 THEN 750

PRINT

PRINT "YOU CANNOT GO UP THE STAIRWAY"
PRINT "YOU DON'T HAVE THE KEY"

GOSUB 440
PRINT
GOTO 1120

PRINT "YOU ARE

GOSUB 440
GOTO 1120

NOT AT A STAIRWAY"

PRINT CHR$ (125) :REM MAP
IF MA=1 THEN 2090
PRINT "YOU DON'T HAVE THE MApP"

PRINT
GOSuUB 440
GOTO 1120

REM GOLD PIECES
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1680
1690
1700
1710
1720
1730
1740
1750
1760
1770
1780
1790
1800
1310
1820
1830
1840
1850
1860
13870
1880
1890
1900
1910
1920
1930
1940
1950
1960
1970
1980
1990
2000
2010
2020
2030
2040
2050
2060
2070
2080
2090
2100
2110
2120
2130
2140
2150
2160
2165
2170
2180
2190

Program 7-1-cont. The Dungeon of Htam Program Listing

PRINT CHR$ (125) :PRINT "YOU HAVE ";G;" GOLD PIECES WITH You"
PRINT

GOTO 1120

REM EW CORRIDOR

PRINT

PRINT CHR$ (125) :PRINT "YOU ARE IN AN EAST-WEST CORRIDOR"

PRINT "YOU CAN ONLY GO EAST OR WEST"

PRINT

GOTO 1120

REM NS CORRIDOR

PRINT

PRINT CHRS$(125) :PRINT "YOU ARE IN A NORTH-SOUTH CORRIDOR"

PRINT "YOU CAN ONLY GO NORTH OR SOUTH"

GOTO 1750

REM GOLD ZERO

GOSUB 440:GOSUB 440

PRINT

PRINT "YOU LOST ALL YOUR GOLD AND YOU WERE"
PRINT " . . . UNABLE TO MEET THE DEMANDS OF"
PRINT " . . . THE DUNGEON OF HTAM."

PRINT :PRINT

PRINT "BETTER LUCK NEXT TIME"

GOSUB 930

PRINT

PRINT "ANOTHER GAME?"

PRINT "ENTER 'l1'-YES '0O'-NO"

INPUT AA

IF AA<>1 THEN 1970

PRINT CHRS$ (125) :GOTO 220

END

PRINT CHR$ (125) :PRINT "YOU ARE AT THE NORTH WALL"
PRINT "YOU CANNOT PASS THROUGH"

PRINT

PRINT "TRY ANOTHER DIRECTION?"

GOTO 1120

PRINT CHRS$(125) :PRINT "YOU ARE AT THE EAST WALL"
GOTO 1990

PRINT CHRS (125) :PRINT "YOU ARE AT THE SOUTH WALL"
GOTO 1990

PRINT CHRS (125) :PRINT "YOU ARE AT THE WEST WALL"
GOTO 1990

REM DISPLAY MAP

PRINT CHRS (125)

PRINT "THE DUNGEON OF HTAM ** MAP LEVEL ";L1;"**"
PRINT

FOR Q=1 TO 8

FOR N=1 TO 8

IF C=N AND D=Q THEN PRINT "P1 ";:GOTO 2180

IF L1=1 THEN S1=B(N,Q) :GOTO 2170

S1=A(N,Q)

ON S1 GOosuB 3120,3120,3140,3140,3160,3180,3200,3220,3230
NEXT N

PRINT
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Program 7-1-cont. The Dungeon of Htam Program Listing

2200 NEXT Q

2210 GOTO 1120

2220 REM EMPTY ROOM

2230 PRINT

2240 PRINT "YOU ARE IN A COLD AND DARK"

2250 PRINT " . . . . . . EMPTY CHAMBER"

2260 PRINT

2270 RETURN

2280 REM® EMPTY ROOM 2

2290 PRINT

2300 PRINT "YOU ARE IN A DAMP AND MISTY"
2310 PRINT ". . . . . . . EMPTY CHAMBER"
2320 PRINT

2330 RETURN

2340 PRINT CHR$(125) :GOSUB 4160

2350 M4=INT(RND(O)*4+1)

2360 ON M4 GOsSuB 3250,3380,3550,3680

2370 PRINT

2380 RETURN

2390 PRINT CHR$(125) :PRINT "THERE IS A THIEF IN THIS CHAMBER"
2400 IF L1l=1 THEN B(C,D)=2:GOTO 2410

2405 A(C,D)=2

2410 GOSUB 440

2420 G4=INT(RND(0)*350/L1+1)

2430 Y=INT(RND(O)*8+1)

2440 IF Y<=3 THEN 2610

2450 PRINT

2460 PRINT ". . . . . . . HE SURPRISES YOU."
2470 GOSUB 440

2480 PRINT "AS HE QUICKLY PASSES BY YOU HE"
2490 PRINT "SNATCHES . . . ";G4;" GOLD PIECES":PRINT
2500 G=G-G4

2510 REM LOOK FOR MAP

2520 IF MA=1 THEN RETURN

2530 MA=INT(RND(0)*4+1) :IF MA<=2 THEN MA=1
2540 IF MA=1 THEN 2570

2550 RETURN

2560 GOSUB 440

2570 PRINT "YOU SEARCH THE CHAMBER AND"

2580 GOSUB 440

2590 PRINT "YOU . . . . . FIND A MAP"

2600 RETURN

2610 PRINT "YOU SURPRISED THE THIEF . . . ."
2620 GOSUB 440

2630 PRINT "AS HE RUNS OUT HE DROPS . . . ."
2640 PRINT " . « ";G4;" GOLD PIECES."

2650 PRINT "YOU PICK UP THE GOLD PIECES":G=G+G4
2660 PRINT :IF MA=1 THEN RETURN

2670 MA=INT(RND(0)*4+1) :IF MA<2 THEN MA=1
2680 IF MA=1 THEN 2570

2690 RETURN

2700 PRINT CHR$ (125) :REM NORTH SOUTH CORRIDOR
2710 PRINT
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2720
2730
2740
2750
2760
27170
2780
2790
2800
2810
2820
2830
2840
2850
2860
2870
2880
2890
2900
2910
2920
2930
2940
2950
2960
2970
2980
2990
3000
3010
3020
3030
3040
3050
3060
3070
3080
3090
3100
3110
3120
3130
3140
3150
3160
3170
3180
3190
3200
3210
3220
3230
3240

Program 7-1-cont. The Dungeon of Htam Program Listing

GOSUB 4350:PRINT ". . . ENTER A NORTH-SOUTH CORRIDOR"
PRINT :GOSUB 4330

RETURN

PRINT CHRS$(125) :REM EAST WEST CORRIDOR
PRINT

PRINT " . . . ENTER AN EAST-WEST CORRIDOR"
PRINT :GOSUB 4330

RETURN

REM TRAP DOOR

PRINT "YOU ACTIVATED A . . . TRAP DOOR"
GOSUB 440

TD=INT (RND(0) *4+1)

IF TD>=3 THEN 2890

PRINT

PRINT "BUT . . . YOU CAUGHT YOURSELF"
PRINT "FROM FALLING"

RETURN

IF L1=2 THEN 3000

L1=L1+1:PRINT :K=1

PRINT "YOU FELL THRU TO LEVEL 2 . . . AND"
G=100

GOSUB 440

PRINT

PRINT "YOU « ¢ « « « « o o LOST"

PRINT "MOST OF YOUR GOLD PIECES" :PRINT
PRINT "YOU HAVE . . ";G;" GOLD PIECES LEFT"
PRINT "BUT . . . YOU STILL HAVE YOUR KEY"

RETURN
PRINT "YyOU FELL INTO A DEEP . . . PIT"
GOSUB 440

PRINT "YOU'RE LUCKY . . . ."
PRINT "YOU DIDN'T GET HURT"
PRINT

GOSUB 440

PRINT "BUT IN CLIMBING OUT . . ."
GOTO 4250

PRINT "YOU ARE AT A STAIRWAY"
PRINT ™ . « - = = » GOING up”®
PRINT

RETURN

PRINT "0  ";

RETURN

PRINT "M ";

RETURN

PRINT "? ",

RETURN

PRINT "NS ";

RETURN

PRINT "EW ";

RETURN

GOTO 3160

PRINT "UP ";

RETURN
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Program 7-1-cont. The Dungeon of Htam Program Listing

3250 REM ADD

3260 PRINT "HALT *** T AM DDA"
3270 GOSUB 3810

3280 GOSUB 38560

3290 PRINT X;" + "y = W
3300 Z=X+Y

3310 INPUT Al

3320 IF Al=Z THEN 3360

3330 REM LOSE GOLD

3340 GOSUB 4020

3350 RETURN

3360 GOSUB 3920

3370 RETURN

3380 REM SUB

3390 PRINT "STOP *** I AM BUS"
3400 GOSUB 3810

3410 GOSUB 3860

3420 PRINT X;" - ey ™ = "
3430 Z=X-Y

3440 INPUT Al

3450 IF Al=Z THEN 3480

3460 GOSUB 4020

3470 RETURN

3480 GOSUB 3920

3490 RETURN

3500 GOSUB 480

3510 H=1:0=9:W=8

3520 B=0:E=5:R=14

3530 C=0:PR=0

3540 GOTO 1010

3550 REM MULT

3560 PRINT "HALT *** T AM LUM"
3570 GOSUB 3810

3580 GOSUB 3860

3590 PRINT X;" X Waigam = ";
3600 Z=X*Y

3610 INPUT Al

3620 IF Al=Z THEN 3660

3630 REM LOSE GOLD

3640 GOSUB 4020

3650 RETURN

3660 GOSUB 3920

3670 RETURN

3680 REM DIV

3690 PRINT "STOP *** I AM VID"
3700 GOSUB 3810

3710 GOSUB 3860

3720 PRINT X*y;" / Woe gt = s
3730 Z=X

3740 INPUT Al

3750 IF Al=Z THEN 3790

3760 REM LOSE GOLD

3770 GOSUB 4020
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Program 7-1-cont. The Dungeon of Htam Program Listing

3780 RETURN

3790 GOSUB 3920

3800 RETURN

3810 PRINT

3820 PRINT "YOU MAY NOT PASS THRU UNTIL"
3830 PRINT "YOU ANSWER THIS MATH QUESTION"
3840 PRINT

3850 RETURN

3860 REM RANDOM ROUTINE

3870 X=INT(RND(O)*30/L1+1)

3880 Y=INT(RND(0)*30/L1l+1)

3890 PRINT "WHAT IS . . ."

3900 GOSUB 440

3910 RETURN

3920 PRINT "CORRECT"

3930 G4=INT(RND(0)*400/L1+1)+25

3940 G=G+G4

3950 GOSUB 440

3960 PRINT "YOU WIN ";G4;" GOLD PIECES"
3970 IF Ll1=1 THEN B(C,D)=1:GOTO 3980
3975 A(C,D)=1

3980 CA=CA+1:IF K=1 THEN RETURN

3990 IF CA=K4 THEN 4110

4000 IF Ll=1 THEN 4230

4010 RETURN

4020 PRINT

4030 PRINT "INCORRECT"

4040 PRINT "THE CORRECT ANSWER IS ";Z
4050 PRINT

4060 G4=INT(RND(0)*350/L1+1)

4070 G=G-G4

4080 GOSUB 440

4090 PRINT "YOU LOSE ";G4;" GOLD PIECES"
4100 RETURN

4110 GOSUB 440

4120 K=1

4130 PRINT :PRINT "YOU HAVE FOUND THE ENCHANTED KEY . . ."
4140 GOSUB 440

4150 RETURN

4160 PRINT "YOU DISTURB A MONSTER IN THIS CHAMBER"
4170 GOSUB 440

4180 PRINT "AND HE SPEAKS « « « « « o« o o o":PRINT
4190 GOSUB 440

4200 RETURN

4210 GOSUB 4120

4220 GOTO 1200

4230 IF CA=CB THEN 4110

4249 RETURN

4250 G=100:GOSUB 440 :PRINT

4260 PRINT "YOU « « « « « o DROPPED"
4270 PRINT "MOST OF YOUR GOLD PIECES"
4280 PRINT "YOU HAVE ";G;" GOLD PIECES LEFT"
4290 RETURN
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4300
4310
4320
4330
4340
4350
4360

Program 7-1-cont. The Dungeon of Htam Program Listing

PRINT "YOU ANSWERED ";CA;" QUESTIONS CORRECTLY"
PRINT " . . . . o IN ";MLl;" TURNS."

RETURN

PRINT "THE DOOR CLOSES AND LOCKS BEHIND YOU":GOSUB 440
RETURN

PRINT "YOU OPEN A SECRET DOOR AND . . . .":GOSUB 440
RETURN
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CHAPTER 8

Language

Flash cards are an important educational tool for
learning a variety of subjects. An excellent applica-
tion of the home computer is its use as a language

Flash Cards

flash card generator. This chapter describes 4 dif-
ferent language flash card programs, written in
BASIC, for your microcomputer. They are French,

CARD # 2
3K KKK K K 3K 3K K KKK K
X
FRENCH-ENGLISH FLASH CARDS X X
X REFOS X
COFYRIGHT (C) 1980 EY HOUOWARD EERENEON X X
X X
EEGINNING AT LINE 2000, ENTER YOUR LIST OF 3K 3K K K K K 3K K KK XK KK K
FLLASH CARDS IN THE FORM OF DATA STATEMENTS. ALTERNATE
EETWEEN FRENCH AND ENGLISH; OR USE THE WORDS GIVEN.
CARD # 2
THE FROGRAM WILL FLASH THE FRENCH OR ENGLIS! ENTER ANSWERy IN ENGLISH
AND EXFECT YOUR ENTRY OF ITS EQUIVALENT. CFORE YOU ? REST
TAKE THE TEST YOU MAY REVIEW THE WORD LIST. THE CARD CORRECT
MAY EE IN FRENCH OR IN ENGLISHy AND YOU HAVE A CHO
OF THREE SFEEDS: SLOWs MODERATE, FAST. FRENCH 'REF0S' = ENGLISH 'REST'
ENTER '1' FOR FRENCH CARDS» Y20 FOR ENGLISH CARDS ENTER A 'i' TO CONTINUE
?a ? 1
ENTER SFEED: 1=8LOW 2=MODERATE 3=FAST
?2
CARD # 3
REVIEW THE WORD LIST? 1=YES 0=NO KOK XK K 3K 3K 3K K 3K K K KKK
7?0 X
X X
ENTER A '1' TO BEGIN X RUE X
? 1 X X
X X
KKK K K 3K KKK 3K KK XK K
CARD # 1
KKK KKK K 3K K K KKK
X b CARD # 3
X X ENTER ANSWERsy IN ENGLISH
X FLUS X ? STREET
X X CORRECT
X X
3K KK K K K K KK XK KK KK FRENCH 'RUE' = ENGLISH 'STREET®
ENTER A '1' TO CONTINUE
CARD # 1 ? 1
ENTER ANSWER, IN ENGLISH
? MORE
CORRECT
FRENCH 'FLUS' = ENGLISH 'MORE’
ENTER A '1' TO CONTINUE
? 1

Fig. 8-1. Language flash cards sample run.
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Spanish, Italian, and German flash cards. See Pro-
grams 8-1 through 8-4 for the French, Spanish,
Italian, and German flash card programs, respec-
tively.

THE PROGRAM

Each program will flash 25 language cards, with a
choice of three different speeds, and either foreign
entry, or English entry.

The words are stored in DATA statements, begin-
ning at line 2000. You can use the words given, or
select your own list. Alternate between the foreign
word and its English equivalent.

After you run the program, it requests entry of

48

the type of card to be flashed. Enter a 1 for foreign
cards, or 2 for English cards. Then enter the speed; 1
for slow, 2 for moderate, or 3 for fast. Finally, you
can review the word list before starting the test.
Enter a 1 for YES or a 0 for NO.

THE TEST

Enter a 1 to begin the test. A card will be flashed
on the screen. Now enter the correct word. The pro-
gram will check your entry, and print CORRECT or
INCORRECT, then print the correct answer. Enter
a 1 to continue. After all 25 cards are displayed, it
prints your point score, out of 25, and the percent
correct. See Fig. 8-1 for a sample run.



100 .
110
120
130
140
150
160
170
130
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
530
590
600
610

Program 8-1. French Flash Cards Program Listing

PRINT CHR$(125) ;" FRENCH-ENGLISH FLASH CARDS"

PRINT "ATARI":DIM AS$(20) ,BS$(20),C$(20) ,LS$(10)

PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"

PRINT

PRINT "BEGINNING AT LINE 2000, ENTER YOUR LIST OF"

PRINT "FLASH CARDS IN THE FORM OF DATA STATEMENTS. ALTERNATE"
PRINT "BETWEEN FRENCH AND ENGLISH; OR USE THE WORDS GIVEN."
PRINT

PRINT "THE PROGRAM WILL FLASH THE FRENCH OR ENGLISH WORD,"
PRINT "AND EXPECT YOUR ENTRY OF ITS EQUIVALENT. BEFORE YoOU"
PRINT "TAKE THE TEST YOU MAY REVIEW THE WORD LIST. THE CARDS"
PRINT "MAY BE IN FRENCH OR IN ENGLISH, AND YOU HAVE A CHOICE"
PRINT "OF THREE SPEEDS: SLOW, MODERATE, FAST."

PRINT

PRINT "ENTER '1'-FRENCH OR '2'-ENGLISH CARDS"

INPUT J

GOSUB 970

PRINT "ENTER SPEED: 1=SLOW 2=MODERATE 3=FAST"

INPUT S

GOSUB 400

PRINT "REVIEW THE WORD LIST? 1=YES 0=NO"

INPUT A

IF A<>1 THEN 340

GOSUB 490

PRINT CHRS (125)

PRINT "ENTER A 'l' TO BEGIN"

INPUT A

GOSUB 600

GOSUB 820

END

IF S=1 THEN 430
IF S=2 THEN 450
IF S=3 THEN 470

X=368

RETURN

X=162

RETURN

X=68

RETURN
FOR C=

1 TO 25

GRAPHICS 1+16:PRINT #6;"CARD #";C:PRINT #6

PRINT
PRINT

#6;"ENGLISH" ," FRENCH"
#6

READ AS,BS

PRINT

FOR T=
NEXT T
NEXT C

#6; 8% ,AS
1 TO 600

RESTORE

RETURN

IF J=2 THEN 1140

W=0
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Program 8-1-cont. French Flash Cards Program Listing

520 PRINT CHRS$(125)

630 FOR F=1 TO 25:GRAPHICS 2+16

640 READ AS$:READ B$:N=INT(RND(0)*15+1)
650 SETCOLOR 0,N,8:COLOR 1

660 PRINT #6;"CARD #";F

670 PRINT #6;"***kkkkkkkkkkxn

680 PRINT #6;"* st

690 PRINT #6;"* *" :PRINT #6;"*";

700 PRINT #6;" ";A$:POSITION 13,4:PRINT #6;"*"
710 PRINT #6;"* *"

720 PRINT #6;"* e

730 PRINT #6; Mhkkhkhkkhkhkhkhkhkhkkkx?

740 GOSUB 1040

750 INPUT CS$

760 IF C$=B$ THEN 920

770 PRINT

780 PRINT "INCORRECT"

790 GOSUB 850

800 NEXT ¥

810 RETURN

320 PRINT "YOUR SCORE IS ";W;" CORRECT OF 25"
830 PRINT "THAT'S ";W*4;"% CORRECT"

840 RETURN

850 PRINT "FRENCH '";A$;"' = ENGLISH '";BS;"'"
860 IF F=25 THEN 1100

870 PRINT

880 PRINT "ENTER A '1l' TO CONTINUE"
890 INPUT A

900 PRINT CHRS (125)

910 RETURN

920 W=W+1

930 PRINT "CORRECT"

940 PRINT

950 GOSUB 850

960 GOTO 800

970 REM SET UP TYPE OF CARD INPUT REQUEST
980 IF J=2 THEN 1020

990 J=1

1000 L$=" ENGLISH"

1010 RETURN

1020 L$=" FRENCH"

1030 RETURN

1040 FOR A=1 TO X

1050 NEXT A

1060 GRAPHICS 0

1070 PRINT "CARD #";F

1080 PRINT "ENTER ANSWER, IN";L$
1090 RETURN

1100 PRINT

1110 PRINT "ENTER A '1' TO DISPLAY SCORE"
1120 INPUT A

1130 RETURN

1140 W=0

50



Program 8-1-cont. French Flash Cards Program Listing

1150 PRINT CHRS$ (125)

1160 FOR F=1 TO 25:GRAPHICS 2+16

1170 READ AS$:READ BS$:N=INT(RND(0)*15+1)
1180 SETCOLOR 0,N,8:COLOR 1

1190 PRINT #6;"CARD #";F

1200 PRINT #6;"**************"

1210 PRINT #6;"* y
1220 PRINT #6;“* *" .PRINT #6;"*";

1230 PRINT #6;"  ";B$:POSITION 13,4 :PRINT #6;"*"
1240 PRINT #6;"* o

1250 PRINT #6;"* o

1260 PRINT #6;"**************"
1270 GOSUB 1040

1280 INPUT CS$

1290 IF C$=A$ THEN 1350

1300 PRINT

1310 PRINT "INCORRECT"

1320 GOSUB 850

1330 NEXT F

1340 RETURN

1350 W=W+1

1360 PRINT "CORRECT"

1370 PRINT

1380 GOSUB 850

1390 GOTO 1330

1980 REM ENTER THE DATA, ALTERNATE BETWEEN FRENCH AND ENGLISH WORD

1990 REM 25 FRENCH AND 25 ENGLISH

2000 DATA PLUS,MORE,REPOS,REST,RUE,STREET,SALE,DIRTY

2010 DATA VIN,WINE,PLUTOT,RATHER,VERRE,GLASS,TOUT,ALL
2020 DATA SEL,SALT,TACHE,SPOT,VELO,BICYCLE,MONTRE,WATCH
2030 DATA ICI,HERE,FRANCAIS,FRENCH,HAUT,HIGH,ENFANT,CHILD
2040 DATA FAIM,HUNGER,AMI,FRIEND,CENT,HUNDRED,BRAS,ARM
2050 DATA CHAMBRE,ROOM,GARCON,BOY,LAIT,MILK

2060 DATA GRAND,BIG,FLEUR,FLOWER
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Program 8-2. Spanish Flash Cards Program Listing

100 PRINT CHR$ (125) ;"SPANISH-ENGLISH FLASH CARDS: ATARI"

110 DIM AS(20),B$(20),C$(20) ,L$(10)

120 PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"

130 PRINT

140 PRINT "BEGINNING AT LINE 2000, ENTER YOUR LIST OF"

150 PRINT "FLASH CARDS IN THE FORM OF DATA STATEMENTS. ALTERNATE"
160 PRINT "BETWEEN SPANISH AND ENGLISH; OR USE THE WORDS GIVEN."
170 PRINT

130 PRINT "THE PROGRAM WILL FLASH THE SPANISH OR ENGLISH WORD ,"
190 PRINT "AND EXPECT YOUR ENTRY OF ITS EQUIVALENT. BEFORE you"
200 PRINT "TAKE THE TEST YOU MAY REVIEW THE WORD LIST. THE CARDS"
210 PRINT "MAY BE IN SPANISH OR IN ENGLISH, AND YOU HAVE A CHOICE"
220 PRINT "OF THREE SPEEDS: SLOW, MODERATE, FAST."

230 PRINT

240 PRINT "ENTER '1'-SPANISH OR '"2'-ENGLISH CARDS"

250 INPUT J

260 GOSUB 970

270 PRINT "ENTER SPEED: 1=SLOW 2=MODERATE 3=FAST"

280 INPUT S

290 GOSUB 400

300 PRINT "REVIEWN THE WORD LIST? 1=YES 0=NO"

310 INPUT A

320 IF A<>1 THEN 340

330 GOSUB 490

340 PRINT CHRS (125)

350 PRINT "ENTER A 'l' TO BEGIN"

360 INPUT A

370 GOSUB 600

380 GOSUB 820

390 END

400 IF S=1 THEN 430

410 IF S=2 THEN 450

420 IF S=3 THEN 470

430 X=368

440 RETURN

450 X=162

460 RETURN

470 X=68

480 RETURN

490 FOR C=1 TO 25

500 GRAPHICS 1+16:PRINT #6; "CARD #";C:PRINT #6

510 PRINT #6;"ENGLISH",“SPANISH"

520 PRINT #6

530 READ AS$,BS

540 PRINT #6;BS$,A$

550 FOR T=1 TO 600

560 NEXT T

570 NEXT C

580 RESTORE

590 RETURN

600 IF J=2 THEN 1140

610 W=0
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Program 8-2-cont. Spanish Flash Cards Program Listing

520 PRINT CHRS (125)

630 FOR F=1 TO 25:GRAPHICS 2+16

640 READ A$:READ BS$:N=INT(RND(0)*15+1)
650 SETCOLOR 0,N,8:COLOR 1

660 PRINT #6;"CARD #";F

670 PRINT #6; WhkkkhkkhkhkhkkhkkkkiW

680 PRINT #6;"* * M

690 PRINT #6;"* *" :pRINT #6;"*";

700 PRINT #6;" ";AS:POSITION 13,4:PRINT #6;"*"
710 PRINT #6;"* *"

720 PRINT #6;"* *u

730 PRINT #6;“**************“

740 GOSUB 1040

750 INPUT C$

760 IF C$=B$ THEN 920

770 PRINT

780 PRINT "INCORRECT"

790 GOSUB 850

800 NEXT F

810 RETURN

320 PRINT "YOUR SCORE IS ";W;" CORRECT OF 25"
830 PRINT "THAT'S ";W*4;"% CORRECT"

840 RETURN

850 PRINT "SPANISH '";A$;"' = ENGLISH '";BS;"'"
860 IF F=25 THEN 1100

870 PRINT

830 PRINT "ENTER A 'l' TO CONTINUE"
890 INPUT A

900 PRINT CHRS (125)

910 RETURN

920 W=W+1

930 PRINT “CORRECT"

940 PRINT

950 GOSUB 850

960 GOTO 800

970 REM SET UP TYPE OF CARD INPUT REQUEST
980 IF J=2 THEN 1020

990 J=1

1000 L$=" ENGLISH"

1010 RETURN

1020 L$=" SpANISH"

1030 RETURN

1040 FOR A=1 TO X

1050 NEXT A

1060 GRAPHICS 0

1070 PRINT "CARD #";F

1080 PRINT "ENTER ANSWER, IN";L$
1090 RETURN

1100 PRINT

1110 PRINT "ENTER A 'l' TO DISPLAY SCORE"
1120 INPUT A

1130 RETURN

1140 W=0
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Program 8-2-cont. Spanish Flash Cards Program Listing

1150 PRINT CHR$(125)

1160 "FOR F=1 TO 25:GRAPHICS 2+16

1170 READ AS$:READ B$:N=INT(RND(0)*15+1)
1180 SETCOLOR 0,N,8:COLOR 1

1190 PRINT #6;"CARD #";F

1200 PRINT #6;“**************"

1210 PRINT §6;"* o
1220 PRINT #6;"* *" . DRINT #6;“*";

1230 PRINT #6;"  ";BS$;:POSITION 13,4 :PRINT #6;"*"
1240 PRINT #6;"* e

1250 PRINT #6;"* *n

1260 PRINT #6;"**************"

1270 GOSUB 1040

1280 INPUT C$

1290 IF C$=A$ THEN 1350

1300 PRINT

1310 PRINT "INCORRECT"

1320 GOSUB 850

1330 NEXT F

1340 RETURN

1350 W=W+1

1360 PRINT "CORRECT"

1370 PRINT

1380 GOSUB 850

1390 GOTO 1330

1980 REM ENTER THE DATA, ALTERNATE BETWEEN SPANISH AND ENGLISH WOR
DS

1990 REM 25 SPANISH AND 25 ENGLISH

2000 DATA ENVOLVER,INVOLVE,CANTARO,JAR,QUIETO,QUIET
2010 DATA CIMA,TOP,SEMANA,WEEK,TIRO,THROW,ESTADO,STATE
2020 DATA EMBARAZO,PUZZLE,CERCANO,NEAR,CRUZ,CROSS

2030 DATA VIGILIA,FAST,COMPRAR,BUY,PROMEDIO,AVERAGE
2040 DATA MAL,HARM,VIDRIO,GLASS,RESULTADO,ISSUE

2050 DATA PRONTO,QUICK,MAR,SEA,ENTONCES,THEN,VIDA,LIFE
2060 DATA PERDIDA,LOSS,LECHE,MILK,RED,NET

2070 DATA ORIGEN,ORIGIN,PLUMA,PEN
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100
110
120
130
140
150
160
170
130
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
4560
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610

Program 8-3. ltalian Flash Cards Program Listing

ATARI"

PRINT CHRS$(125) ;"ITALIAN-ENGLISH FLASH CARDS:
DIM AS$(20) ,B$(20),C$(20) ,LS$(10)

PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"

PRINT

PRINT "BEGINNING AT LINE 2000, ENTER YOUR LIST OF"

PRINT "FLASH CARDS IN THE FORM OF DATA STATEMENTS. ALTERNATE"
PRINT "BETWEEN ITALIAN AND ENGLISH; OR USE THE WORDS GIVEN."
PRINT

PRINT "THE PROGRAM WILL FLASH THE ITALIAN OR ENGLISH WORD,"
PRINT "AND EXPECT YOUR ENTRY OF ITS EQUIVALENT. BEFORE YOU"
PRINT "TAKE THE TEST YOU MAY REVIEW THE WORD LIST. THE CARDS"
PRINT "MAY BE IN ITALIAN OR IN ENGLISH, AND YOU HAVE A CHOICE"
PRINT "OF THREE SPEEDS: SLOW, MODERATE, FAST."

PRINT

PRINT "ENTER '1'-ITALIAN OR '2'-ENGLISH CARDS"

INPUT J

GOSUB 970

PRINT "ENTER SPEED: 1=SLOW 2=MODERATE 3=FAST"

INPUT S

GOSUB 400

PRINT "REVIEW THE WORD LIST? 1=YES 0=NO"

INPUT A

IF A<>1 THEN 340

GOSUB 490

PRINT CHRS$ (125)

PRINT "ENTER A '1l' TO BEGIN"

INPUT A

GOSUB 600

GOSUB 820

END

IF S=1 THEN 430

IF S=2 THEN 450

IF 3=3 THEN 470

X=368

RETURN

X=162

RETURN

X=68

RETURN

FOR C=1 TO 25

GRAPHICS 1+16:PRINT #6;"CARD #";C:PRINT #6

PRINT #6;"ENGLISH" ,"ITALIAN"

PRINT #6

READ AS,BS

PRINT #6;BS$,A$

FOR T=1 TO 600

NEXT T

NEXT C

RESTORE

RETURN

IF J=2 THEN 1140

W=0

55



Program 8-3-cont. Italian Flash Cards Program Listing

620 PRINT CHR$ (125)

630 FOR F=1 TO 25:GRAPHICS 2+16

640 READ AS$:READ B$:N=INT(RND(0)*15+1)
650 SETCOLOR 0,N,8:COLOR 1

660 PRINT #6;"CARD #";F

670 PRINT #6;"**************“

680 PRINT #6;"* L

690 PRINT #6;"* *" :PRINT #6;"*";

700 PRINT #6;" ":AS:POSITION 13,4 :PRINT $6;"*"
710 PRINT #6;"* * 0

720 PRINT #6;"* L

730 PRINT #6;"**************"

740 GOSUB 1040

750 INPUT C$

760 IF C$=B$ THEN 920

770 PRINT

780 PRINT "INCORRECT"

790 GOSUB 850

800 NEXT F

810 RETURN

820 PRINT "YOUR SCORE IS ";W;" CORRECT OF 25"
830 PRINT "THAT'S ";W*4;"% CORRECT"

840 RETURN

850 PRINT "ITALIAN '";A$;"' = ENGLISH '";BS;"'"
860 IF F=25 THEN 1100

870 PRINT

880 PRINT "ENTER A '1' TO CONTINUE"
890 INPUT A

900 PRINT CHRS (125)

910 RETURN

920 W=W+1

930 PRINT "CORRECT"

940 PRINT

950 GOSUB 850

960 GOTO 800

970 REM SET UP TYPE OF CARD INPUT REQUEST
980 IF J=2 THEN 1020

990 J=1

1000 L$=" ENGLISH"

1010 RETURN

1020 L$=" ITALIAN"

1030 RETURN

1040 FOR A=1 TO X

1050 NEXT A

1060 GRAPHICS 0

1070 PRINT “"CARD #";F

1080 PRINT "ENTER ANSWER, IN";L$
1090 RETURN

1100 PRINT

1110 PRINT "ENTER A 'l' TO DISPLAY SCORE"
1120 INPUT A

1130 RETURN

1140 W=0
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Program 8-3-cont. Italian Flash Cards Program Listing

1150 PRINT CHRS$(125)

1160 FOR F=1 TO 25:GRAPHICS 2+16

1170 READ A$:READ BS$:N=INT(RND(0Q)*15+1)
1180 SETCOLOR 0,N,8:COLOR 1

1190 PRINT #6;"CARD #";F

1200 PRINT §6;"*kkkkkkkkkkkhxn

1210 PRINT #6;"* xn
1220 PRINT #6;"* " :PRINT #6;"*";

1230 PRINT #6;"  ";B$:POSITION 13,4:PRINT #6;"*"
1240 PRINT #6;"* xn

1250 PRINT #6;"* *n

1260 PRINT #6; " *kkkkkhkkkkkkkx
1270 GOsSuB 1040

1280 INPUT C$

1290 IF C$=A$ THEN 1350

1300 PRINT

1310 PRINT "INCORRECT"

1320 GOSUB 850

1330 NEXT F

1340 RETURN

1350 W=W+1

1360 PRINT "CORRECT"

1370 PRINT

1380 GOSuUB 850

1390 GOTO 1330

1980 REM ENTER THE DATA, ALTERNATE BETWEEN ITALIAN AND ENGLISH WOR
DS

1990 REM 25 ITALIAN AND 25 ENGLISH

2000 DATA SPARO,SHOT,ACQUA,WATER,DOLORE,PAIN,CAMERA,ROOM
2010 DATA GITA,TRIP,UNITA,UNIT,PIOGGIA,RAIN,MARE,SEA
2020 DATA PROVA,TEST,ANSIETA,CONCERN,ANCORA,AGAIN

2030 DATA ERBA,GRASS,INDICE,INDEX,GIACCA,COAT

2040 DATA PASTO,MEAL,AGO,NEEDLE,PAIO,PAIR,QUIETO,QUIET
2050 DATA SENSO,SENSE,DIRETTO,THROUGH,SOTTO,UNDER

2060 DATA PIEDE,FOOT,PORTA,DOOR,NUBE,CLOUD,RESPIRO,BREATH
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100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610

Program 8-4. German Flash Cards Program Listing

PRINT CHRS (125) ; "GERMAN-ENGLISH FLASH CARDS"

PRINT "ATARI" :DIM AS$(20) ,B$(20),C$(20),L$(10)

PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"

PRINT

PRINT "BEGINNING AT LINE 2000, ENTER YOUR LIST OF"

PRINT "FLASH CARDS IN THE FORM OF DATA STATEMENTS. ALTERNATE"
PRINT "BETWEEN GERMAN AND ENGLISH; OR USE THE WORDS GIVEN."
PRINT

PRINT "THE PROGRAM WILL FLASH THE GERMAN OR ENGLISH WORD,"
PRINT "AND EXPECT YOUR ENTRY OF ITS EQUIVALENT. BEFORE YOU"
PRINT "TAKE THE TEST YOU MAY REVIEW THE WORD LIST. THE CARDS"
PRINT "MAY BE IN GERMAN OR IN ENGLISH, AND YOU HAVE A CHOICE"
PRINT "OF THREE SPEEDS: SLOW, MODERATE, FAST."

PRINT

PRINT "ENTER '1'-GERMAN OR '2'-ENGLISH CARDS"

INPUT J

GOSUB 970

PRINT "ENTER SPEED: 1=SLOW 2=MODERATE 3=FAST"

INPUT S

GOSUB 400

PRINT "REVIEW THE WORD LIST? 1=YES 0=NO"

INPUT A

IF A<>1 THEN 340

GOSUB 490

PRINT CHRS$ (125)

PRINT "ENTER A 'l' TO BEGIN"

INPUT A

GOSUB 600

GOSUB 820

END

IF S=1 THEN 430

IF S=2 THEN 450

IF S=3 THEN 470

X=368

RETURN

X=162

RETURN

X=68

RETURN

FOR C=1 TO 25

GRAPHICS 1+16:PRINT #6;"CARD #";C:PRINT #6

PRINT #6;"ENGLISH" ,"GERMAN"

PRINT #6

READ AS$,BS

PRINT #6;BS$,AS

FOR T=1 TO 600

NEXT T

NEXT C

RESTORE

RETURN

IF J=2 THEN 1140

W=0
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Program 8-4-cont. German Flash Cards Program Listing

620 PRINT CHRS (125)

630 FOR F=1 TO 25:GRAPHICS 2+16

640 READ A$:READ B$:N=INT(RND(0)*15+1)
650 SETCOLOR 0,N,8:COLOR 1

660 PRINT #6;"CARD #";F

670 PRINT #6,‘"**************"

680 PRINT #6;"* * 0

690 PRINT #6;"* *" :pRINT #6;"*";

700 PRINT #6;" ".A$:POSITION 13,4 :PRINT #6;"*"
710 PRINT #6;"* *

720 PRINT §#6;"* *

730 PRINT #6; "***kkkkkkkkkkk!

740 GOSUB 1040

750 INPUT C$

760 IF C$=BS THEN 920

770 PRINT

780 PRINT "INCORRECT"

790 GOSUB 850

800 NEXT F

810 RETURN

320 PRINT "YOUR SCORE IS ";W;" CORRECT OF 25"
830 PRINT "THAT'S ";W*4;"3% CORRECT"

840 RETURN

850 PRINT "GERMAN '";A$;"' = ENGLISH '";B$;"'"
860 IF F=25 THEN 1100

870 PRINT

880 PRINT "ENTER A '1' TO CONTINUE"
890 INPUT A

900 PRINT CHRS$ (125)

910 RETURN

920 W=W+1

930 PRINT "CORRECT"

940 PRINT

950 GOSUB 850

960 GOTO 800

970 REM SET UP TYPE OF CARD INPUT REQUEST
980 IF J=2 THEN 1020

990 J=1

1000 L$=" ENGLISH"

1010 RETURN

1020 L$=" GERMAN"

1030 RETURN

1040 FOR A=1 TO X

1050 NEXT A

1060 GRAPHICS 0

1070 PRINT "CARD #";F

1080 PRINT "ENTER ANSWER, IN";LS$
1090 RETURN

1100 PRINT

1110 PRINT "ENTER A 'l' TO DISPLAY SCORE"
1120 INPUT A

1130 RETURN

1140 W=0
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1150
1160
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
1360
1370
1380
1390
1980

1990

2000
2010

2020
2030

2040
2050

2060

Program 8-4-cont. German Flash Cards Program Listing

PRINT CHRS (125)

FOR F=1 TO 25:GRAPHICS 2+16

READ AS$:READ B$:N=INT{RND(0)*15+1)
SETCOLOR 0,N,8:COLOR 1

PRINT #6;"CARD #";F

PRINT #6; Nhkhhhkhkhkhkhkhkhhiikll

PRINT #6;"* *n

PRINT #6;"* *" :pPRINT #6;"*";
PRINT #6;"  ";B$:POSITION 13,4:PRINT #6;"*"
PRINT #6;"* L

PRINT #6;"* *n

PRINT #6; Whkkkkhhhkhkhkhkhkhkkkk"

GOSUB 1040

INPUT C$

IF C$=A$ THEN 1350

PRINT

PRINT "INCORRECT"

GOSUB 850

NEXT F

RETURN

W=W+1

PRINT "CORRECT"

PRINT

GOSUB 850

GOTO 1330

REM ENTER THE DATA, ALTERNATE BETWEEN GERMAN AND ENGLISH WORD

REM 25 GERMAN AND 25 ENGLISH

DATA MORGEN, TOMORROW,GLUCKLICH,HAPPY ,KUNFTIG,FUTURE

DATA NORD,NORTH,GENIESSION,ENJOY,SCHLAG ,KNOCK,PARFUM,PERFUME
DATA VERNUNFT,REASON,STILLE,STILL,TRAUBE,GRAPE

DATA BEKOMMEN ,OBTAIN,STAUB,DUST,SCHLOSS,CASTLE

DATA HERZ,HEART,FEDER,PEN,SEGEL,SAIL,HANDEL, TRADE

DATA AUF,UP,SCHRITT,WALK,ANLEGEN,INVEST,EINTRETEN,ENTER
DATA DUNKEL,DARK,BRUCH,BREAK,ERSCHEINEN ,APPEAR,FAHNE ,FLAG
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CHAPTER 9

The Word Board

Are you interested in educational applications, or WORD BOARD 1
in experimenting with new devices that can aid the The Word Board 1 accepts keyboard entry of in-
handicapped? Then the Word Board is just the pro-  dividual letters, and displays single words assigned
gram for you. Using your microcomputer, you can to each letter. See Program 9-1 for the program

turn your system into a language communicator. listing.
RUN RUN
NORD EOARD 1 NORD EOARD 2
COFYRIGHT (C) 1980 EY HOWARD EERENEON COFYRIGHT (C) 1980 EY HOWARD EERENEON
ACCEFTS CHARACTER INFUT (A TO Zy 0 TO 9) ACCEFTS CHARACTER INFUT (A TO Zy 0 TO 9)
AND FRINTS WORDS AND NUMEERS THAT AND FRINTS WORDS AND NUMEERS THAT
CORRESFOND TO THE ENTRY. ENTERING CORRESFOND TO THE ENTRY. ENTERING
AN '@' WILL SKIF 4 LINES. AN '@' WILL SKIF 4 LINES.
HAY EE USED AS A HELF TO THE HANDICAFFED
?Q
ENTER CHARACTER?
? A
Q
I
A ?F
ENGLISH FRENCH o i WANT
TO
AFFLE FOMME ? B
EAT
?e
ENTER CHARACTER?
?E
R
DO
E ? 8
ENGLISH FRENCH 5% You
_____________ o
ATRFLANE AVION LR
TO
? B
ENTER CHARACTER? EAT
? ?e
L
OKAY
-]
Fig. 9-1. Word board 1 sample run. Fig. 9-2. Word board 2 sample run.
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The program may be used to aid in language in-
struction, by assigning English words to each of the
26 keys. For the English word covering a key, its
French equivalent can be displayed. It allows the
French word to be displayed, when the English word
is depressed. See Fig. 9-1 for a sample run. The
words are printed in large letters at the center of the
screen, after the RETURN key is depressed. It's a
handy aid for the language student, to help in
memorizing foreign vocabulary words. A French
vocabulary is given in Table 9-1. After the 26 words
are learned, the student can test his memory by
covering the keytops, and typing through the list
for review.

Table 9.1 French Vocabulary Words

Key French English
A pomme apple
B avion airplane
c tasse cup
D vache cow
E veston coat
F chien dog
G main hand
H soleil sun
| livre book
J lune moon
K oreille ear
L nuage cloud
M peigne comb
N yeux eyes
O glace ice
P etoile star
Q cuillere spoon
R chaise chair
S cheval horse
) crayon pencil
u lampe lamp
\% oiseau bird
) poissen fish
X velo bicycle
Y chat cat
Z chapeau hat
1 un one
2 deux two
3 trois three
4 quatre four
5 cing five
6 six six
7 sept seven
8 huit eight
9 neuf nine
0 zero zero

Variations

A variation of Word Board 1 is to place small pic-
tures on the keytops, and have their foreign mean-
ings displayed when depressed. Program lines 600

62

through 1630 hold the French words in PRINT
statements. An additional 10 keys, 0 through 9, are
used to access their equivalent French numbers.

After the 26 words are mastered a different
vocabulary set can be entered. Also, any language
can be substituted in place of French used in the pro-
gram.

You may also place the foreign meanings of the
words on the keytops, and have their English
equivalents displayed. Have the student read a
word on the keytop, and recite the English meaning,
then depress that key to find the correct answer.

The program can be used as a computer dic-
tionary. The meaning of words, assigned to each
key, can be displayed in sentence form.

WORD BOARD 2

Word Board 2 is used as a language com-
municator for the handicapped. See Program 9-2 for
the program listing. A speech handicapped person
may communicate with a limited vocabulary of 26
essential words, and numbers 0 through 9. Each key
is assigned a different word. See Table 9-2 for the

Table 9-2. Keyboard Layout for Limited Vocabulary

Key Word Key Word Key Word
A he N time Z she
B eat (0] yes | 1
Cc like P no 2 2
D are Q | 3 3
E is R do 4 4
F want S you 5 5
G drink T go 6 6
H speak u here 7 7
| please \" to 8 8
J happy W it 9 9
L okay X am 0 0
M not Y sleep @ skip 4
lines

keyboard layout. Only two movements are required:
typing a key covered by the word, and depressing
RETURN. Sentences may be formed to call for a
person’s basic needs, as eating and sleeping. See Fig.
9-2 for a sample run. Alternately, sentences may be
assigned certain keys to display one’s needs. Exam-
ple: “I am hungry, when do we eat?” Of course, this
sentence won't fit on the keytop, so the handicapped
person will have to choose from a list of special keys,
with assigned sentences.

APPLICATIONS

Apply the Word Board at home. Expand on Word
Board 1 for your educational needs. Develop a more
detailed language study program, with several lists



of vocabulary. Use it to increase your English
vocabulary, by accessing and learning the meanings
of 10 new words a week.

You may or may not have an application for Word
Board 2. But you can find organizations, in your
area, that help the handicapped. Demonstrate the
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program. This application may be useful to them.
Considering that a home computer may be less ex-
pensive than other devices used to aid the handi-
capped, it may be within their budget to buy one or
two.



Program 9-1. Word Board 1 Program Listing

100 PRINT CHRS (125) ;"WORD BOARD 1":DIM A$ (1)
110 PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"
120 PRINT

130 PRINT "ACCEPTS CHARACTER INPUT (A TO Z, 0 TO 9)"
140 PRINT "AND PRINTS WORDS AND NUMBERS THAT"
150 PRINT "CORRESPOND TO THE ENTRY."
160 PRINT

170 FOR A=1 TO 2700

180 NEXT A:GRAPHICS 2

190 GOSUB 1710:POSITION 0,2
200 INPUT AS

210 IF AS$="A" THEN 590

220 IF AS$="B" THEN 620

230 IF A$="C" THEN 650

240 IF AS="D" THEN 680

250 IF AS$="E" THEN 710

260 IF AS="F" THEN 740

270 IF AS$="G" THEN 770

280 IF AS$="H" THEN 800

290 IF AS$="I" THEN 830

300 IF A$="J" THEN 860

310 IF AS$="K" THEN 890

320 IF AS="L" THEN 920

330 IF AS$S="M" THEN 950

340 IF AS$="N" THEN 980

350 IF AS$="0" THEN 1010

360 IF AS$="Pp" THEN 1040

370 IF A$="Q" THEN 1070

380 IF AS$="R" THEN 1100

390 IF A$="s" THEN 1130

400 IF AS$="T" THEN 1160

410 IF AS$="U" THEN 1190

420 IF A$="v" THEN 1220

430 IF A$="W" THEN 1250

440 IF AS$="X" THEN 1280

450 IF AS="Y" THEN 1310

460 IF A$="Z" THEN 1340

470 IF A$="1" THEN 1370

480 IF A$="2" THEN 1400

490 IF AS$="3" THEN 1430

500 IF AS="4" THEN 1460

510 IF AS$="5" THEN 1490

520 IF AS$S="6" THEN 1520

530 IF A$="7" THEN 1550

540 IF A$="8" THEN 1580

550 IF A$="9" THEN 1610

560 IF AS="0" THEN 1640

580 GOTO 190

590 GOSUB 1670

600 PRINT #6;"APPLE","POMME",
610 GOTO 190

620 GOSUB 1670
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Program 9-1-cont. Word Board 1 Program Listing

630 PRINT #6;"AIRPLANE" ,"AVION",
640 GOTO 190

650 GOSUB 1670

660 PRINT #6;"CUpP","TASSE",
670 GOTO 190

680 GOSUB 1670

690 PRINT #6;"COW","VACHE",
700 GOTO 190

710 GOSUB 1670

720 PRINT #6;"COAT" ,"VESTON",
730 GOTO 190

749 GOSUB 1670

750 PRINT #6;"DOG","CHIEN",
760 GOTO 190

770 GOSUB 1670

780 PRINT #6; "HAND","MAIN",
790 GOTO 190

800 GOSUB 1670

810 PRINT #6;"SUN","SOLEIL",
820 GOTO 190

830 GOSUB 1670

840 PRINT #6;"BOOK","LIVRE",
850 GOTO 190

860 GOSUB 1670

870 PRINT #6;"MOON","LUNE",
880 GOTO 190

890 GOSUB 1670

900 PRINT #6;"EAR","OREILLE",
910 GOTO 190

920 GOSUB 1670

930 PRINT #6;"CLOUD","NAUGE",
940 GOTO 190

950 GOSUB 1670

960 PRINT #6;"COMB" ,"PEIGNE",
970 GOTO 190

980 GOSUB 1670

990 PRINT #6;"EYES","YEUX",
1000 GOTO 190

1010 GOSUB 1670

1020 PRINT #6;"ICE","GLACE",
1030 GOTO 190

1040 GOSUB 1670

1050 PRINT #6;"STAR","ETOILE",
1060 GOTO 190

1070 GOSuUB 1670

1080 PRINT #6;"SPOON","CUILLERE",
1090 GOTO 190

1100 GOSUB 1670

1110 PRINT #6; "CHAIR" ,"CHAISE",
1120 GOTO 190

1130 GOSuUB 1670

1140 PRINT #6; "HORSE","CHEVAL",
1150 GOTO 190
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Program 9-1-cont. Word Board 1 Program Listing

1160 GOSUB 1670

1170 PRINT #6;"PENCIL","CRAYON",
1180 GOTO 190

1190 GOSUB 1670

1200 PRINT #6;"LAMP" ,"LAMPE",
1210 GOTO 190

1220 GOSUB 1670

1230 PRINT #6;"BIRD","OISEAU",
1240 GOTO 190

1250 GOSUB 1670

1260 PRINT #6;"FISH","POISSEN",
1270 GOTO 190

1280 GOSUB 1670

1290 PRINT #6;"BICYCLE","VELO",
1300 GOTO 190

1310 GOSUB 1670

1320 PRINT #6;"CAT","CHAT",
1330 GOTO 190

1340 GOSUB 1670

1350 PRINT #6; "HAT" ,"CHAPEAU",
1360 GOTO 190

1370 GOSUB 1670

1380 PRINT #6;"ONE","UN",

1390 GOTO 190

1400 GOSUB 1670

1410 PRINT #6;"TwWO","DEUX",
1420 GOTO 190

1430 GOSUB 1670

1440 PRINT #6; "THREE","TROIS",
1450 GOTO 190

1460 GOSUB 1670

1470 PRINT #6;"FOUR","QUATRE",
1480 GOTO 190

1490 GOSUB 1670

1500 PRINT #6;"FIVE","CINQ",
1510 GOTO 190

1520 GOSUB 1670

1530 PRINT #6;"SIX","SIX",
1540 GOTO 190

1550 GOSUB 1670

1560 PRINT #6;"SEVEN","SEPT",
1570 GOTO 190

1580 GOSUB 1670

1590 PRINT #6;"EIGHT","HUIT",
1600 GOTO 190

1610 GOSUB 1670

1620 PRINT #6;"NINE","NEUF",
1630 GOTO 190

1640 GOSUB 1670

1650 PRINT #6;"ZERO","ZERO",
1660 GOTO 190

1670 PRINT #6; "ENGLISH","FRENCH"
1680 PRINT #6;"~=—-———- "M "
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1690
1700
1710
1720
1730

100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
430
490
500

Program 9-1-cont. Word Board 1 Program Listing

PRINT #6
RETURN
POSITION 0,8
PRINT #6;"ENTER CHARACTER?"
RETURN
Program 9-2. Word Board 2 Program Listing
PRINT CHR$ (125) ; "WORD BOARD 2":DIM AS(1)
PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"
PRINT .
PRINT "ACCEPTS CHARACTER INPUT (A TO Z, 0 TO 9)"
PRINT "AND PRINTS WORDS AND NUMBERS THAT"
PRINT "CORRESPOND TO THE ENTRY."
PRINT "AN '@' WILL SKIP 4 LINES"
PRINT
PRINT "MAY BE USED AS A HELP TO THE HANDICAPPED"
INPUT AS
IF AS$="A" THEN 580
IF AS$="B" THEN 600
IF AS$S="C" THEN 620
IF AS$S="D" THEN 640
IF AS="E" THEN 660
IF AS$="F" THEN 680
IF AS$="G" THEN 700
IF A$="H" THEN 720
IF AS$="I" THEN 740
IF A$="J" THEN 760
IF A$="K" THEN 780
IF AS$="L" THEN 800
IF AS$S="M" THEN 820
IF A$="N" THEN 840
IF AS="0" THEN 860
IF AS$="pP" THEN 880
IF A$="Q" THEN 900
IF AS$="R" THEN 920
IF AS$="S" THEN 940
IF A$="T" THEN 960
IF A$="U" THEN 980
IF A$="V" THEN 1000
IF AS="W" THEN 1020
IF AS$="X" THEN 1040
IF AS$S="Y" THEN 1060
IF A$="2Z" THEN 1080
IF A$="1" THEN 1100
IF A$="2" THEN 1120
IF A$="3" THEN 1140
IF AS$="4" THEN 1160
IF A$="5" THEN 1180
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Program 9-2-cont

510 IF AS$="6" THEN 1200
520 IF A$="7" THEN 1220
530 IF A$="8" THEN 1240
540 IF AS$="9" THEN 1260
550 IF As$="0" THEN 1280
560 IF AS="@" THEN 1300
570 GOTO 190

580 PRINT ,,"HE"

590 GOTO 190

600 PRINT ,,"EAT"

610 GOTO 190

620 PRINT ,,"LIKE"

630 GOTO 190

640 PRINT ,,"ARE"

650 GOTO 190

660 PRINT ,,"IS"

670 GOTO 190

680 PRINT ,,"WANT"

690 GOTO 190

700 PRINT ,,"DRINK"

710 GOTO 190

720 PRINT ,,"SPEAK"

730 GOTO 190

740 PRINT ,,"PLEASE"
750 GOTO 190

760 PRINT ,,"HAPPY"

770 GOTO 190

780 PRINT ,,"THANK YOU"
790 GOTO 190

800 PRINT ,,"OKAY"

810 GOTO 190

820 PRINT ,,"NOT"

830 GOTO 190

840 PRINT ,,"TIME"

850 GOTO 190

860 PRINT ,,"YES"

870 GOTO 190

880 PRINT ,,"NO"

890 GOTO 190

900 PRINT ,,"I"

910 GOTO 190

920 PRINT ,,"DO"

930 GOTO 190

940 PRINT ,,"you"

950 GOTO 190

960 PRINT ,,"GO"

970 GOTO 190

980 PRINT ,,"HERE"

990 GOTO 190

1000 PRINT ,,"TO"

1010 GOTO 190

1020 PRINT ,,"IT"

. Word Board 2 Program Listing
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Program 9-2-cont. Word Board 2 Program Listing

1030 GOTO 190
1040 PRINT ,,"AM"
1050 GOTO 190
1060 PRINT ,,"SLEEP"
1070 GOTO 190
1080 PRINT ,,"SHE"
1090 GOTO 190
1100 PRINT ,,"1"
1110 GOTO 190
1120 PRINT ,,"2"
1130 GOTO 190
1140 PRINT ,,"3"
1150 GOTO 190
1160 PRINT ,,"4"
1170 GOTO 190
1180 PRINT ,,"5"
1190 GOTO 190
1200 PRINT ,,"6"
1210 GOTO 190
1220 PRINT ,,"7"
1230 GOTO 190
1240 PRINT ,,"8"
1250 GOTO 190
1260 PRINT ,,"9"
1270 GOTO 190
1280 PRINT ,,"0O"
1290 GOTO 190
1300 FOR A=1 TO 4
1310 PRINT

1320 NEXT A

1330 GOTO 190
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CHAPTER 10

Spelling Test

The Spelling Test is an educational program that
tests for the correct spelling of 20 vocabulary words.
It's written in BASIC for your microcomputer. See
Program 10-1 for the program listing.

THE PROGRAM

The program accepts entry of the correctly spelled
word, after the incorrect spelling is displayed. You
have two tries to enter the correct answer, then it

SFELLING TEST

NORD # 1
TRIAL 1

FROGRAMING
? FROGRAMMING
CORRECT

SFELLING TEST

NORD # 2
TRIAL 1

DICTIANERY
? DICTIONERY

INCORRECT
WORD # 2
TRIAL 2

DICTIANERY
?

Fig. 10-1. Spelling test sample run.
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advances to the next word. After each entry, it
displays either CORRECT or INCORRECT. After
all 20 words are displayed, it prints your total
number correct and the percent score. See Fig. 10-1
for a sample run.

DATA STORAGE

The vocabulary words are stored in DATA
statements beginning at program line 1000. You can
use the words supplied or enter a new list. See Table
10-1 for the word list.

When entering new words, alternate between the
correct spelling and incorrect spelling.

Table 10-1. Spelling Test Word List

Incorrect Correct
programing programming
dictianery dictionary
performense performance
investagate investigate
satasfactery satisfactory
inportant important
signifacant significant
simalar similar
comand command
necesary necessary
constelation constellation
busines business
analise analyze
dificult difficult
challange challenge
intellagant intelligent
skillfull skillful
imformation information
obsurvation observation
duplacait duplicate




Program 10-1. Spelling Test Program Listing

100 PRINT CHR$ (125);"SPELLING TEST: ATARI"

110 PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"
120 PRINT :DIM AS$(25),BS$(25),C$(25)

130 PRINT "THIS IS A SPELLING TEST PROGRAM."

140 PRINT "GIVEN ARE 20 INCORRECTLY SPELLED"

150 PRINT "WORDS; YOU HAVE 3 TRIES TO"

160 PRINT "ENTER EACH CORRECT SPELLING."

170 PRINT
180 PRINT "THE WORDS ARE STORED IN DATA STATEMENTS"
190 PRINT "BEGINNING AT LINE 1000. ALTERNATE BETWEEN"

200 PRINT "THE CORRECT AND INCORRECT SPELLINGS."
210 PRINT

220 PRINT "ENTER A 'l' TO BEGIN"

230 INPUT A

240 S=0:GRAPHICS 2

250 FOR A=1 TO 20

260 READ AS$,BS

270 T=1

280 PRINT CHR$ (125)

290 GOSUB 560

300 PRINT #6;"WORD # ";A

310 PRINT #6;"TRIAL ";T

320 PRINT #6

330 PRINT #6;B$

340 INPUT C$

350 IF C$=A$ THEN 480

360 T=T+1

370 IF T=3 THEN 410

380 PRINT #6

390 PRINT #6;"INCORRECT"

400 GOSUB 590:GOTO 280

410 PRINT CHRS$ (125) :PRINT #6

420 PRINT #6;"INCORRECT" :GOSUB 590 :GRAPHICS 2
430 PRINT #6;"THE CORRECT SPELLING IS '";AS$;"'"
440 FOR H=1 TO 1250

450 NEXT H

460 NEXT &

470 GOTO 510

480 PRINT #6:PRINT #6; "CORRECT"

490 S=S+1

500 GOTO 440

510 PRINT #6

520 GOSUB 560 :PRINT CHRS$ (125)

530 PRINT #6;"YOU HAVE ";S;" CORRECT OUT OF 20 WORDS."
540 PRINT #6;"THAT'S A SCORE OF ".8%5,;" PERCENT."
550 END

560 GRAPHICS 2:POSITION 7,1:PRINT #6;"SPELLING TEST"
570 PRINT #6

580 RETURN

590 FOR H=1 TO 1250

600 NEXT H:RETURN

980 REM ENTER THE WORDS, ALTERNATING WITH THE CORRECT
990 REM AND INCORRECT WORD, AS SEEN BELOW.
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1000
1010
1020
1030
1040
1050
1060
1070
1080
1090

DATA
DATA
DATA
DATA
DATA
DATA
DATA

DATA
DATA

DATA

Program 10-1-cont. Spelling Test Program Listing

PROGRAMMING , PROGRAMING ,DICTIONARY ,DICTIANERY
PERFORMANCE , PERFORMENCE , INVESTIGATE , INVESTAGATE
SATISFACTORY ,SATASFACTERY ,IMPORTANT , INPORTANT
SIGNIFICANT,SIGNIFACANT,SIMILAR,SIMALAR

COMMAND ,COMAND ,NECESSARY ,NECESARY
CONSTELLATION,CONSTELATION,BUSINESS,BUSINES
ANALYZE,ANALISE,DIFFICULT,DIFICULT

CHALLENGE ,CHALLANGE, INTELLIGENT, INTELLAGANT
SKILLFUL,SKILLFULL,INFORMATION,IMFORMATION
OBSERVATION,OBSURVATION,DUPLICATE,DUPLACAIT
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CHAPTER 11

The Reading Pacer

Here'’s a program that will help you increase your
reading speed. It's called The Reading Pacer, and
it's written in BASIC for your microcomputer. See
Program 11-1 for the program listing.

THE PROGRAM

The program displays one line of text at a variable
speed, from approximately 0.3 second to 3 seconds.
It can display lines of text up to 1200 words per
minute. Each line is printed at the center of the
screen.

After you RUN the program, enter a speed value
from 1 to 10. Your slowest speed is accessed with a
1, and the quickest with a 10. Then enter a 1 to
begin. See Fig. 11-1 for a sample run.

DATA STORAGE

The lines of text are stored in DATA statements
beginning with program line 1000. Any number of
DATA statements may be used, just enter one line
of text for each statement. The last line must be
DATA END.

USE

Start the pacer at the slowest speed, then grad-
ually increase the speed. Change the text, then start
the pacer at about half your fastest speed. You
should notice an increase in your reading speed and
comprehension.
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RUN
THE READING FACER

COFYRIGHT (C) 1979 EY HOWARD EERENEON

ENTER TEXT AS DATA STATEMENTS STARTING AT
LINE 1000,

THE READING FACER WILL DISFLAY LINES OF
TEXT UF TO 1200 WORDS FER MINUTE.

ENTER LINE SFEED-FROM 1 TO 10
ENTRY OF '10' IS THE QUICKEST
"1' IS THE SLOWEST

4

ENTER '1' TO EEGIN
?1

THE READING FACER CAN HELF INCREASE

END

DO YOU WISH TO TRY AGAIN?
ENTER '1'-YESy '0'-NO
P 1

Fig. 11-1. The reading pacer sample run.




100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1100

Program 11-1. The Reading Pacer Program Listing

PRINT CHRS$ (125) ;"THE READING PACER"

PRINT "ATARI":DIM AS(100)

PRINT "COPYRIGHT (C) 1979 BY HOWARD BERENBON"
PRINT

PRINT "ENTER TEXT AS DATA STATEMENTS STARTING AT"

PRINT "LINE 1000."

PRINT

PRINT "THE READING PACER WILL DISPLAY LINES OF"
PRINT "TEXT UP TO 1200 WORDS PRE MINUTE."
PRINT

PRINT "ENTER LINE SPEED-FROM 1 TO 10"
PRINT "ENTRY OF '10' IS THE QUICKEST,"
PRINT "'1' IS THE SLOWEST"

INPUT A

GOSUB 430

PRINT CHRS (125)

PRINT "ENTER '1' TO BEGIN"

INPUT B

PRINT CHR$ (125)

READ A$:POSITION 1,11

POSITION 0,11:PRINT AS$

IF A$="END" THEN 360

FOR C=1 TO F

NEXT C

PRINT CHRS (125)

GOTO 290

RESTORE

PRINT

PRINT "DO YOU WISH TO TRY AGAIN?"

PRINT "ENTER '1'-YES, '0'-NO"

INPUT X

IF X=1 THEN 200

END

F=(5/A)*155

RETURN

DATA THE READING PACER CAN HELP INCREASE
DATA YOUR READING SPEED. START WITH THE
DATA SLOWEST SPEED BY ENTERING A '1°
DATA AND GRADUALLY INCREASE THE SPEED
DATA UNTIL YOU NOTICE YOUR READING
DATA COMPREHENSION INCREASING. CHANGE
DATA THE TEXT THEN START THE PACER AT
DATA ABOUT HALF YOUR FASTEST SPEED. YOU
DATA SHOULD NOTICE AN INCREASE IN YOUR
DATA READING SPEED AND COMPREHENSION
DATA END
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CHAPTER 12

Math 4

Math 4 is an educational program that gives 4 dif-
ferent 10-question math tests. It's written in BASIC
for your microcomputer. See Program 12-1 for the
program listing.

THE PROGRAM

The program begins by requesting entry of the
difficulty level. Enter

1. Easy
2. Moderate
3. Most Difficult

Then enter your choice of the 4 subjects:

1. Addition

2. Subtraction
3. Multiplication
4. Division

Each test generates random problems, and no two
tests will be alike. Enter the number (1-4) of the
desired test. You have two tries to enter the correct
answer, then the program advances to the next
problem. Your answer is checked, then CORRECT
or INCORRECT is displayed. After you complete
all 10 questions, your score is displayed. You may
then select another test, or end the program. See
Fig. 12-1 for a sample run.

THE MATH PROBLEMS

The program generates random values for X and
Y with program lines 280 and 290. The maximum
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value is determined by the difficulty level. At the
most difficult level, X and Y will not exceed 100.

RUN
MATH 4
COFYRIGHT (C) 1980 EY HOWARD EERENEON

THIS IS A MATH TEST FROGRAM WITH
FOUR DIFFERENT 10-QUESTION TESTS.
YOU HAVE 2 TRIES FER QUESTION.

ENTER DIFFICULTY LEVEL

1) EASY

2) MODERATE

3) MOST DIFFICULT
7 1€

MATH 4
ENTER THE DESIRED TEST NUMEER
1) ADDITION
2) SUETRACTION

3) MULTIFLICATION
4) DIVISION

? 1¢
ADDITION TEST
FROELEM 1
TRIAL 1
1 L 7 = ? 8
CORRECT
ADDITION TEST
FROELEM 2
TRIAL 1
] + b = ? 11
CORRECT

Fig. 12-1. Math 4 sample run.



100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610

Program 12-1. Math 4 Program Listing

PRINT CHR$(125);"MATH 4: ATARI"

PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"
PRINT

PRINT "THIS IS A MATH TEST PROGRAM WITH"
PRINT "FOUR DIFFERENT 10-QUESTION TESTS."
PRINT "YOU HAVE 2 TRIES PER QUESTION."

PRINT :GOSUB 1200

PRINT CHR$ (125) :POSITION 20,1:PRINT "MATH 4"
PRINT

PRINT "ENTER THE DESIRED TEST NUMBER"

PRINT

PRINT "1) ADDITION"

PRINT "2) SUBTRACTION"

PRINT "3) MULTIPLICATION"

PRINT "4) DIVISION"

INPUT A

ON A GOTO 400,690,850,1010

GOTO 190

X=INT (RND(0) *D+1)

Y=INT(RND(0)*D+1)

PRINT

RETURN

PRINT "PROBLEM ";A

PRINT "TRIAL ";T

PRINT

RETURN

PRINT "INCORRECT"

GOSUB 1170

PRINT

RETURN

S=0

FOR A=1 TO 10

T=1

GOSUB 280

PRINT CHR$(125) :POSITION 16,1:PRINT "ADDITION
GOSUB 320

PRINT X;" + “;Y;" = Il;
INPUT B

IF B=X+Y THEN 570

T=T+1

GOSUB 360

IF T=3 THEN 530

GOTO 440

PRINT "THE CORRECT ANSWER IS ";X+Y
GOSUB 1170

NEXT A

GOTO 610

PRINT "CORRECT"
GOSuUB 1170
S=S+1

GOTO 550

PRINT
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620
630
640
650
660
670
680
690
700
710
720
730
740
750
760
770
780
790
800
810
820
830
840
850
860
870
880
890
900
910
920
930
940
950
960
970
980
990
1000
1010
10.20
1030
1040
1050
1060
1070
1080
1090
1100
1110
1120
1130
1140

PRINT
PRINT
PRINT
PRINT
INPUT
IF A=1
END

S5=0

FOR A=
T=1

GOSuB
PRINT
GOSUB
PRINT
INPUT

Program 12-1-cont. Math 4 Program Listing

"YOU HAVE ";S;" CORRECT OUT OF 10"
"THAT'S A SCORE OF ";S*10;" %"
"ENTER A '1l' TO CONTINUE TESTING"
ATHEN 160

1 TO 10

280

CHR$ (125) :POSITION 16,1:PRINT "SUBTRACTION TEST"
320
X;" - ";Y;" = ll;

B

IF B=X-Y THEN 570

T=T+1
GOosuB
IF T=3
GOTO 7
PRINT
GOsSuB
GOTO 5
S5=0
FOR A=
T=1
GosuB
PRINT
GOSUB
PRINT
INPUT

360
THEN 820
30
"THE CORRECT ANSWER IS ";X-Y
1170
50

1 TO 10

280
CHR$ (125) :POSITION 16,1:PRINT "MULTIPLICATION TEST"
320
X." x "'Y'" = w o
1 ’ ’ 1
B

IF B=X*Y THEN 570

T=T+0Q
GOSsuB
IF T=3
GOTO 8
PRINT
GOSUB
GOTO
5=0

360
THEN 980
90
"THE CORRECT ANSWER IS ";X*Y
1170
550

FOR A=1 TO 10

T=1

GOSUB 280

PRINT CHRS$(125) :POSITION 18,1 :PRINT "DIVISION TEST"
GOSUB 320

PRINT X*Y;" / ";¥;" = ";

INPUT B

IF B=
T=T+1

X THEN 570

GOSUB 360

L TI=

GOTO

3 THEN 1140
1050

PRINT "THE CORRECT ANSWER IS ";X
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Program 12-1-cont. Math 4 Program Listing

1150 GOSUB 1170

1160 GOTO 550

1170 FOR P=1 TO 379

1180 NEXT P

1190 RETURN

1200 PRINT "ENTER DIFFICULTY LEVEL"
1210 PRINT

1220 PRINT "1) EASY"

1230 PRINT "2) MODERATE"

1240 PRINT "3) MOST DIFFICULT"
1250 INPUT E

1260 ON E GOTO 1280,1290,1300
1270 GOTO 1200

1280 D=10:RETURN

1290 D=20:RETURN

1300 D=100:RETURN
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CHAPTER 13

The Sun

The Sun is an educational program describing the
star at the center of our solar system. It lists impor-
tant information about the sun, and gives a 10 ques-
tion, TRUE/FALSE, test. It's written in BASIC for
your microcomputer. See Program 13-1 for the pro-
gram listing.

THE TEST

After reviewing the information, a TRUE/FALSE
test may be taken. Enter a 1 to take the test. To

enter an answer, enter a 1 for TRUE or a 0 for
FALSE. If your answer is correct, then CORRECT
will be displayed. After ‘all 10 questions are
answered, the number of correct points per ques-
tion, and your percent score, will be displayed. See
Fig 13-1 for a sample run.

>RUN
THE SUN-ASTRONOMY LESSON II

COFYRIGHT (C) 1979 EY HOWARD EERENEON

THE SUN

X X

ENTER '1' TO CONTINUE
?

THE SUN IS AN AVERAGE SIZE STAR IN OUR GALAXY. ITS MASS

IT IS COMFLETELY GASEOUS.
SUNLIGHT ORIGINATES FROM THE FHOTOSFHERE, A EOQUNDRY THAT
EXISTS EETWEEN THE SUN AND ITS ATMOSFHERE. THE REVERSING
LAYERs THE CHROMOSFHEREs AND THE CORONA ARE THE THREE LAYERS

IS 2.2 X 10 TO THE 27TH TONS.

OF THE SUNS ATMOSFHERE.
— =Kt —— =K —t——+—X
CORONA

ENTER '1' TO CONTINUE

$ 1 LI-REVERSING LAYER-TOFy FHOTOSFHERE-EOTTOM

Fig. 13-1. The sun sample run.



THE DENSITY IS .25 THAT OF THE EARTH» AND SURFACE GRAVITY

IS 28 TIMES THAT OF THE EARTH.

THE FHOTOSFHERE IS A SHELL AEOUT 150 MILES THICK FROM WHICH
LIGHT IS EMITTED. THE ERIGHTNESS IS NOT UNIFORM» EUT

SFECKLED OR GRANULATED WITH DIAMETERS HUNDREDS OF MILES

LONGy AND CONSTANTLY CHANGING.

'SUNSFOTS' ARE GIGANTIC AREAS ON THE SUN THAT AFFEAR DARK
COMFARED TO OTHER AREAS. THEY CAN LAST FROM 4 DAYS (AVERAGE)
TO MORE THAN 100 DAYS. THEY CAUSE AN INCREASE IN THE

MAGNETIC FIELDs EY MANY THOUSANDSs IN THE AREA OF THE SUNSFOT.

ENTER '1' TO CONTINUE
i

UK ACE
HUNE

OF THE PHOTO~
UTS AND LAST

FROM 2 WEEKS TO MONTHS ¢ A GUNSFOT .
THE TEMF W AT : :
18 REES

AT THE BASE OF THE

SUNy

7500

ULORED FEATHERY FLAMES FROM THE

SUN .

'CHROMOSFHERIC FLARES' L RADIO FADEQUTSy FROM STRONG
ULTRAVIOLET RADIATION EMITTEL BEY THESE FLARES.

ENTER *1* TO CONTINUE
?

THE 'CORONA' IS THE OUTER LAYER OF THE SUNS ATMOSFHERE. IT
IS VISIELE TO THE NAKED EYE DURING AN ECLIFSE. IT HAS HIGH
TEMFERATURES OF 1,000,000 DEGREES A.

ENTER *1°=TESTy 'Z'=REVIEW

71

10 QUESTION 'TRUE' OKR 'FALSE' TEST

1) THE DIAMETER OF THE SUN IS 864,400 MILES

ENTER '1'-TRUE,» '0'-FALSE
z 4

CORRECT
2) SUNSFOTS ARE ERIGHT SFOTS ON THE SUN

ENTER '1'-TRUE, '0'-FALSE
?0

CORRECT

FOINTS FER QUESTION

1= 10

10 3= 10 4= 10 S
6= 10 1

=10 8= 10 ?= 10

NN

YOUR SCORE IS 10 CORRECT OUT OF 10.
THAT'S 100 FERCENT CORRECT

Fig. 13-1-cont. The sun sample run.
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Program 13-1. The Sun Program Listing

100 DIM A(10)

110 FOR A=1 TO 10

120 A(A)=0

130 NEXT A

140 PRINT CHR$ (125) ;"THE SUN-ASTRONOMY LESSON II: ATARI"

150 PRINT "COPYRIGHT (C) 1979 BY HOWARD BERENBON"

160 PRINT

170 PRINT "THE SUN"

180 POSITION 16,5:PRINT "*":POSITION 27,5:PRINT "*"

190 POSITION 10,6:PRINT "*" :POSITION 32,6 :PRINT "k" . pRINT

200 POSITION 7,8:PRINT "*":POSITION 35,8 :PRINT "*"

210 POSITION 6,9:PRINT "*":POSITION 37,9 :PRINT kN

220 PRINT " = ————————- 864,400 MILES —-=—=-—=—=--- L

230 POSITION 6,11:PRINT "*":POSITION 38,11:PRINT Mg Bt

240 POSITION 7,12:PRINT "*" :POSITION 37,12:PRINT "*" :PRINT

250 POSITION 9,14:PRINT "*":POSITION 35,14 :PRINT Lkt

260 POSITION 16,15:PRINT "*":POSITION 27,15:PRINT "*"

270 GOSUB 1320

280 INPUT A:IF A<>1 THEN 270

290 PRINT "THE SUN IS AN AVERAGE SIZE STAR IN OUR GALAXY. ITS MASS
n

300 PRINT "IS 2.2 X 10 TO THE 27TH TONS. IT IS COMPLETELY GASEOQOU
S

310 PRINT "SUNLIGHT ORIGINATES FROM THE PHOTOSPHERE, A BOUNDRY THA
Tll

3%0 PRINT "EXISTS BETWEEN THE SUN AND ITS ATMOSPHERE. THE REVERSIN
G

330 PRINT "LAYER, THE CHROMOSPHERE, AND THE CORONA ARE THE THREE L
AYERS"

340 PRINT "OF THE SUNS ATMOSPHERE."

350 PRINT "—+—-%—p——p—F %"

360 PRINT " CORONA"

370 PRINT "—==——— e -

380 PRINT " CHROMOSPHERE"

390 PRINT ":::::ssss::s:::::::—REVERSING LAYER-TOP, PHOTOSPHERE-BOT
TOoM"

400 PRINT "THE SUN"

410 PRINT :GOSUB 1320

420 INPUT A:IF A<>1 THEN 410

430 PRINT "THE DENSITY IS .25 THAT OF THE EARTH, AND SURFACE GRAVI
TY“

440 PRINT "IS 28 TIMES THAT OF THE EARTH."

450 PRINT "THE PHOTOSPHERE IS A SHELL ABOUT 150 MILES THICK FROM

WHICH"

460 PRINT "LIGHT IS EMITTED. THE BRIGHTNESS IS NOT UNIFORM, BUT"
470 PRINT "SPECKLED OR GRANULATED WITH DIAMETERS HUNDREDS OF MILES
480 PRINT "LONG, AND CONSTANTLY CHANGING."

490 PRINT "'SUNSPOTS' ARE GIGANTIC AREAS ON THE SUN THAT APPEAR D
ARK"

500 PRINT "COMPARED TO OTHER AREAS. THEY CAN LAST FROM 4 DAYS (AVE

RAGE) "
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510 PRINT "TO MORE THAN 100 DAYS. THEY CAUSE AN INCREASE IN THE"
520 PRINT . "MAGNETIC FIELD, BY MANY THOUSANDS, IN THE AREA OF THE S
UNSPOT."

530 PRINT :GOSUB 1320

540 INPUT A:IF A<>1 THEN 530

550 PRINT "'FACULAE' ARE SMALL TORCHES ABOVE THE SURFACE OF THE PH
OTOSPHERE."

560 PRINT "THEY PRECEDE THE APPEARANCE OF SUNSPOTS AND LAST"

570 PRINT "FROM 2 WEEKS TO MONTHS AFTER A SUNSPOT."

580 PRINT "THE TEMPERATURE AT THE 'REVERSING LAYER', AT THE BASE O
F THE"

590 PRINT "SUN, IS 7500 DEGREES A."

600 PRINT "'PROMINENCES' ARE ROSE-COLORED FEATHERY FLAMES FROM THE
SUN."

610 PRINT "THEY FORM NEAR SUNSPOTS."

620 PRINT "'CHROMOSPHERIC FLARES' CAUSE RADIO FADEOUTS, FROM ST
RONG"

630 PRINT "ULTRAVIOLET RADIATION EMITTED BY THESE FLARES."

640 PRINT :GOSUB 1320

650 INPUT A:IF A<>1 THEN 640

660 PRINT "THE 'CORONA' IS THE LAYER OF THE SUNS ATMOSPHERE. IT"
670 PRINT "IS INVISIBLE TO THE NAKED EYE DURING AN ECLIPSE. IT HA
S HIGH"

680 PRINT "TEMPERATURES OF 1,000,000 DEGREES A."

690 PRINT

700 PRINT "ENTER '1'-TEST, '2'-REVIEW"

710 INPUT A:IF A=1 THEN 730

720 IF A<>1 THEN 110

730 PRINT CHR$(125);"10 QUESTION 'TRUE' OR 'FALSE' TEST"

740 P=0:PRINT

750 PRINT "1) THE DIAMETER OF THE SUN IS 864,400 MILES"

760 GOSUB 1240

770 IF C<>1 THEN 790

780 GOSUB 1270:A(1)=10

790 PRINT "2) SUNSPOTS ARE BRIGHT SPOTS ON THE SUN"

800 GOSUB 1240

810 IF C<>0 THEN 830

820 GOSUB 1270:A(2)=10

830 PRINT "3) THE SOLAR ATMOSPHERE CONSISTS OF 3 LAYERS:"

840 PRINT "REVERSING LAYER, CHROMOSPHERE, CORONA"

850 GOSUB 1240

860 IF C<>1 THEN 880

870 GOSUB 1270:A(3)=10

880 PRINT "4) THE SUN IS AN AVERAGE SIZE STAR IN OUR GALAXY"

890 GOSUB 1240

900 IF C<>1 THEN 920

910 GOSUB 1270:A(4)=10

920 PRINT "5) FACULAE ARE SMALL TORCHES ABOVE THE PHOTOSPHERE"

930 GOSUB 1240

940 IF C<>1 THEN 960

950 GOSUB 1270:A(5)=10

960 PRINT "6) PROMINENCES ARE BLUE COLORED FLAMES FROM THE SUN"

970

Program 13-1-cont. The Sun Program Listing

GOSuB 1240
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Program 13-1-cont. The Sun Program Listing

980 IF C<>0 THEN 1000
990 GOSUB 1270:A(6)=10

1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1100
1110
1120

1130
1140
1150
1160
1170
1180
5)

1190
(10)
1200
1210
1220
1230
1240
1250
1260
12790
1280
1290
1300
1310
1320
1330

PRINT "7) THE SUN IS COMPLETELY GASEOUS"

GOSUB 1240

IF C<>1 THEN 1040

GOSUB 1270:A(7)=10

PRINT "8) AS SUNSPOTS GROW THEIR MAGNETIC FIELDS DECREASE"
GOSUB 1240

IF C<>0 THEN 1080

GOSUB 1270:A(8)=10

PRINT "9) RADIO FADEOUTS ARE CAUSED BY INFRA-RED RADIATION"
GOSUB 1240

IF C<>0 THEN 1120

GOSUB 1270:A(9)=10

PRINT "10) CHROMOSPHERIC FLARES EMIT ULTRA- VIOLET RADIATION

GOSUB 1240

IF C<>1 THEN 1160

GOSUB 1270:A(10)=10

PRINT

PRINT "POINTS PER QUESTION" :PRINT

PRINT "l‘—‘";A(l);" 2=II;A(2);II 3=II;A(3);II 4___II;A(4);II 5=";A(

PRINT "6_—‘";A(6);“ 7=“;A(7);" 8=";A(8);“ 9=";A(9);" lo=“;A

PRINT
PRINT "YOUR SCORE IS ";P/10;" CORRECT OUT OF 10."
PRINT "THAT'S ";P;" PERCENT CORRECT"

END

PRINT :PRINT "ENTER '1'-TRUE, '0'-FALSE"

INPUT C:PRINT CHRS$(125)

RETURN

P=P+10

PRINT

PRINT "CORRECT"

PRINT

RETURN

PRINT "ENTER '1' TO CONTINUE"

RETURN
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CHAPTER 14

Constellation 10

Here's an educational program for teachers,
students, and scientists, or for anyone interested in
astronomy. It displays 10 common constellations,
and gives a multiple choice exam on the constella-
tions. See Program 14-1 for the program listings.

After you run the program, you may choose to
review the constellations by entering a 1. To take
the test, enter a 0. In the review mode, entering any
number from 1 to 10 will display a constellation.
They are displayed using asterisks (*), with their
names printed at the top of the screen.

THE TEST

After reviewing the 10th constellation, enter a 0
to take the test. The test consists of 10 multiple
choice questions. A constellation is displayed
without identification, with 4 possible answers.
Enter the number (1-4) that corresponds to the
displayed constellation. If your answer is correct,
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then CORRECT will be displayed. The program will
advance to the next question. After the 10 questions
are answered, a list of points per question is
displayed, with your percent score below. See Fig.
14-1 for a sample run.

MODIFICATIONS

The program may be modified for other constella-
tion configurations. Of course, the test part of the
program must be changed to accommodate the new
constellations.

ONE LAST NOTE

After reviewing the constellations, a few times,
you'll be surprised how much you've learned. So the
next time you look up into the night sky, you'll
recognize Cassiopeia, easily.



RUN
CONSTELLATION 10
COFYRIGHT (C) 1980 BEY HOWARD EERENEON

THIS FROGRAM DISFLAYS 10 CONSTELLATIONS AND
GIVES A MULTIFLE CHOICE TEST.

1-REVIEWs 0-TEST? 1

CASSIOFEIA

ENTER #1-10
?

LYNX

ENTER #1-10
?

CAMELOFARDALIS

ENTER #1-10
?

LYRA

ENTER #1-10
?

CYGNUS

1-REVIEWsy 0-TEST? 0

MULTIFLE CHOICE TEST
ENTER CORRECT ANSWER (¥#1-4)

1)

X X

(1) LEO

(2) EOOTES

(3) CASSIOFEIA
(4) LYNX
(1-4)? 3

CORRECT
2)

X X
(1) FROCYON
(2) CAMELOFARDALIS
(3) CEFHEUS
(4) ORION
(1-4)7? 2

CORRECT
FOINTS FER QUESTION

1= 10

= 10 3= 10 4= 10 5= 10
6= 10 =

10 8= 10 9= 10 10= 10

NN

YOUR SCORE IS 10 CORRECT OUT OF 10.
THAT'S 100 FERCENT CORRECT

Fig. 14-1. Constellation 10 sample run.
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Program 14-1. Constellation 10 Program Listing

100 PRINT CHR$(125) ;"CONSTELLATION 10: ATARI"

110 PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"

120 PRINT

130 PRINT "THIS PROGRAM DISPLAYS 10 CONSTELLATIONS AND"
140 PRINT "GIVES A MULTIPLE CHOICE TEST."

150 DIM A(10) :PRINT

160 FOR I=1 TO 10

170 A(I)=0

180 NEXT I

190 PRINT "1-REVIEW, O0-TEST"; :INPUT A

200 IF A=0 THEN 1180

210 PRINT

220 PRINT "ENTER #1-10"

230 INPUT B

240 PRINT CHR$ (125)

250 ON B GOTO 980,1000,1020,1040,1060,1080,1100,1120,1140,1160
260 PRINT "URSA MAJOR"

270 POSITION 32,2 :PRINT "*":PRINT

280 PRINT

290 PRINT " * * * *" . PRINT
300 PRINT "*":pOSITION 26,7 :PRINT "*"

310 RETURN

320 PRINT "CASSIOPEIA"
330 POSITION 12,3:PRINT "*":PRINT
340 POSITION 26,5:PRINT "*" :PRINT

350 PRINT " *" :POSITION 20,6:PRINT "*":PRINT
360 POSITION 33,9 :PRINT "*"
370 RETURN

380 PRINT "LyNX"

390 POSITION 7,2:PRINT "*"

400 POSITION 7,3:PRINT "*"

410 POSITION 19,4 :PRINT "*"

420 RETURN

430 PRINT "CAMELOPARDALIS"

440 POSITION 18,2:PRINT "*"

450 PRINT

460 PRINT

470 POSITION 27,5:PRINT "*"

480 POSITION 17,6 :PRINT "*":POSITION 23,6:PRINT "*"
490 RETURN

500 PRINT "ANDROMEDA"

510 POSITION 19,2:PRINT "*"

520 PRINT

530 POSITION 9,4 :PRINT "*"

540 POSITION 22,5:PRINT "*"

550 POSITION 18,6 :PRINT "*":POSITION 26,6:PRINT "*"
560 POSITION 26,7 :PRINT "*":POSITION 34,7 :PRINT "*"
570 RETURN

580 PRINT "GEMINI"

590 POSITION 10,2:PRINT "*":POSITION 17,2:PRINT "*"
600 PRINT

610 PRINT

86



620
620
630
640
650
660
670
680
690
700
710
720
730
740
750
760
770
780
790
800
810
820
330
840
850
860
870
880
390
900
910
920
930
940
950
960
970
980
990
1000
1010
1020
1030
1040
1050
1060
1070
1080
1090
1100
1110
1120
1130
1140

POSITION
POSITION
POSITION
PRINT
POSITION
POSITION
RETURN

Program 14-1-cont. Constellation 10 Program Listing

9,5:PRINT
9,5:PRINT

(R ]

ngn

10,6 :PRINT "*":POSITION 17,6:PRINT "*"

9,8:PRINT "*":POSITION 18,8 :PRINT "*"

4,9 :PRINT

PRINT "CANIS MINOR"

POSITION
PRINT
PRINT
POSITION
RETURN

25,2 :PRINT

11,5:PRINT

PRINT "LYRA"

POSITION
POSITION
POSITION
PRINT
POSITION
POSITION
RETURN

25,2 :PRINT
21,3 :PRINT
16,4 :PRINT

19,6 :PRINT
14,7 :PRINT

PRINT "BOOTES"

POSITION
PRINT

14 ,2:PRINT

"*":pOSITION 21,9 :PRINT

nxn

Ngn

"gn
Mg n
g

Ny n
"y n

Wy

Wy

POSITION 8,4 :PRINT "*":POSITION 32,4 :PRINT "*"

POSITION
POSITION
RETURN

24 ,5:PRINT
15,6 :PRINT

PRINT "CYGNUS"

POSITION
POSITION
POSITION
POSITION
POSITION
POSITION
POSITION
RETURN
GOSsuB 260
GOTO 210

20 ,2:PRINT
32,3 :PRINT
24 ,4 :PRINT
15,5:PRINT
29,6 :PRINT
32,7 :PRINT
35,8 :PRINT

GOSUB 320

GOTO 210

GOSUB 380

GOTO 210

GOSUB 430

GOTO 210

GOSUB 500

GOTO 210
GOSUB 58
GOTO 210
GOSUB 68
GOTO 210

0

0

GOsuB 740

GOTO 210

GOSUB 820

nHin
My n

nin
Wy n
LA
My n
ngu
Wg N
nygn
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Program 14-1-cont. Constellation 10 Program Listing

1150 GOTO 210

1160 GOSUB 890

1170 GOTO 190

1180 PRINT CHR$(125) :P=0
1190 PRINT "MULTIPLE CHOICE TEST"
1200 PRINT "ENTER CORRECT ANSWER (#1-4)"
1210 PRINT

1220 PRINT "1)"

1230 GOSUB 330

1240 PRINT " (1) LEO"

1250 PRINT "(2) BOOTES"
1260 PRINT " (3) CASSIOPEIA"
1270 PRINT " (4) LYNX"

1280 GOSUB 2240

1290 IF C<>3 THEN 1310
1300 GOSUB 2210:A(1)=10
1310 PRINT "2)"

1320 GOSUB 440

1330 PRINT " (1) PROCYON"
1340 PRINT "(2) CAMELOPARDALIS"
1350 PRINT "(3) CEPHEUS"
1360 PRINT "(4) ORION"
1370 GOSUB 2240

1380 IF C<>2 THEN 1400
1390 GOSUB 2210:A(2)=10
1400 PRINT "3)"

1410 GOSUB 830

1420 PRINT " (1) BOOTES"
1430 PRINT "(2) AURIGA"
1440 PRINT "(3) GEMINI"
1450 PRINT "(4) HYDRA"
1460 GOSUB 2240

1470 IF C<>1 THEN 1490
1480 GOSUB 2210:A(3)=10
1490 PRINT "4)"

1500 GOSUB 510

1510 PRINT " (1) ANDROMEDA"
1520 PRINT "(2) CRUX"

1530 PRINT " (3) CANOPUS"
1540 PRINT " (4) DRACO"
1550 GOSUB 2240

1560 IF C<>1 THEN 1580
1570 GOSUB 2210:A(4)=10
1580 PRINT "5)"

1590 GOSUB 270

1600 PRINT " (1) AURIGA"
1610 PRINT "(2) LYNX"

1620 PRINT " (3) URSA MAJOR"
1630 PRINT "(4) LEPUS"
1640 GOSUB 2240

1650 IF C<>3 THEN 1670
1660 GOSUB 2210:A(5)=10
1670 PRINT "6)"



Program 14-1-cont. Constellation 10 Program Listing

1680 GOSUB 590

1690 PRINT "(1l) LEO"
1700 PRINT "(2) CYGNUS"
1710 PRINT "(3) CORONA BOREALIS"
1720 PRINT " (4) GEMINI"
1730 GOSUB 2240

1740 IF C<>4 THEN 1760
1750 GOSUB 2210:A(6)=10
1760 PRINT "7)"

1770 GOSUB 750

1780 PRINT "(1) LYRA"
1790 PRINT "(2) LEO"
1800 PRINT "(3) ORION"
1810 PRINT " (4) CETusS"
1820 GOSUB 2240

1830 IF C<>1 THEN 1850
1840 GOSUB 2210:A(7)=10
1850 PRINT "8)"

1860 GOSUB 690

1870 PRINT "(1) CRUX"
1880 PRINT "(2) CETUS"
1890 PRINT " (3) DRACO"
1900 PRINT "(4) CANIS MINOR"
1910 GOSUB 2240

1920 IF C<>4 THEN 1940
1930 GOSUB 2210:A(8)=10
1940 PRINT "9)"

1950 GOSUB 390

1960 PRINT " (1) CRUX"
1970 PRINT "(2) URSA MAJOR"
1980 PRINT "(3) LYNX"
1990 PRINT "(4) VIRGO"
2000 GOSUB 2240

2010 IF C<>3 THEN 2030
2020 GOSUB 2210:A(9)=10
2030 PRINT "10)"

2040 GOSUB 900

2050 PRINT "(1) PERSEUS"
2060 PRINT "(2) LEPUS"
2070 PRINT "(3) CYGNUS"

2080 PRINT "(4) ORION"

2090 GOSUB 2240

2100 IF C<>3 THEN 2120

2110 GOSUB 2210:A(10)=10

2120 PRINT

2130 PRINT "POINTS PER QUESTION"

2140 PRINT

2150 PRINT "1=";A(1l);" 2=";A(2);" 3=";A(3);" 4=";A(4);"
5)

2160 PRINT "6=";A(6);" 7=";A(7);" 8=";A(8);" 9=";A(9);"
(10)

2170 PRINT

2180 PRINT "YOUR SCORE IS ";P/10;" CORRECT OUT OF 10."
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2190
2200
2210
2220
2230
2240
2250
2260
2270

Program 14-1-cont. Constellation 10 Program Listing

PRINT "THAT'S ";P;" PERCENT CORRECT"
END

P=P+10

PRINT "CORRECT"

RETURN

PRINT "(1-4)";

INPUT C

PRINT CHRS (125)

RETURN
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SECTION 11

Business and Investment



The business and investment use of the home computer is an important one.
In the past, the small business could not afford the use of a computer. Now
with the low price of the home computer, under $200, it's easily affordable. A
fully equipped business system can cost from $2500 to $5000 including a
printer, dual disks, and enough RAM memory for inventory and pay roll, etc.

This section includes an IRA program for retirement planning; the house
buying guide program and a bond analysis program for investors; a loan amor-
tization program that prints a payment schedule for a given loan amount, in-
terest rate, and monthly payment; two depreciation programs for business
property depreciation; and a bar chart for business sales.



CHAPTER 15

IRA Planning

Individual Retirement Arrangements have
become very popular in the past few years, because
of the great tax advantages that they offer. The In-
dividual Retirement Account (IRA) is one of three
types of accounts offered for retirement planning. It
is a savings plan that lets you set aside money for
your retirement. Your contributions to the IRA are
tax deductible, and the interest earned is not taxed
until it is distributed to you at retirement.

You may deposit up to $2000 per year into your
IRA, and receive the amount deposited as a deduc-
tion from your yearly income. It reduces your yearly
income by that amount, therefore lowering your tax-
able income, and allowing you tax free interest on
the amount contributed. Here’s a program that is
useful in estimating the balance in your IRA at
retirement. It calculates and displays the approx-
imate balance and cumulative interest after a given
time period. The program is written in BASIC for
your microcomputer. See Program 15-1 for the pro-
gram listing.

THE PROGRAM

After you run the program, it requests your entry
of the beginning year of the plan and your age at the
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start ot the IRA. Now enter your estimated yearly
deposit (maximum allowed is $2000). Finally, enter
your age at withdrawal. It is not recommended that
you receive distributions before you are 59% other-
wise you will be charged a 10 percent additional tax
on the premature distribution. Also, you must start
receiving distributions before the end of the year in
which you reach 70Y%, otherwise there is a 50 per-
cent excise tax on the excess accumulation in your
account in the year you reach 70%2, and any year
after that.

Now the computer will display NOW CAL-
CULATING COMPOUND INTEREST and the
year in which the calculation is being performed.
Since there are 360 calculations for each year, it may
take some time to complete the calculation. This is
dependent upon the number of years you have until
retirement. After the calculations are completed,
the computer will display the beginning year of the
plan, the yearly interest rate, the yearly IRA
deposit, and the number of years compounding.
Then it will display the principal, the compound in-
terest, the retirement year, and the total balance in
your IRA at retirement.

See Fig. 15-1 for a sample run.



IRA PLANNING

COFYRIGHT (C» 1982 EY HOWARD BERENEOM
THIS PROGRAM CALCULATES AND DISPLAYS
THE AFFROXIMATE BALANCE AND CUMULATIVE
INTEREST AFTER A GIVEN TIME PERIQD.

IT REQUIRES THE ENTRY 0OF YOUR AGE
WHEN YOU BEGAN THE 1R&, THE ESTIMATED
YEARLY DEFQOSIT, THE AFPROXIMATE YEARLY
INTEREST RATE (CURRENWT RATE WILL EE
SUFFICIENT), AND THE AGE THAT YOu
EXPECT TO EBEGIN WITHDRAWAL .

ENTER BEGINNING
7 1982

YEAR OF FLAN

ENTEF YQUR AGE AT START OF THE IRA
7 Z&

ENTER YOUR ESTIMATED YEARLY
7 2000

IRA DEFOSIT

ENTER THE CURRENT YEARLY IMNTEREST RATE
2?10

ENTER YOUR AGE AT WITHDRAWAL

? 45
NCOW CALCULATING COMFOUND INTEREST
FOR 37 YEARS

CURRENTLY AT YEAR Z

MOW CAHLCULATIMNG COMFOUND INMTEREST
FOR &7 YEARS
CURRENTLY AT YEAR 23

TRA FLANNMIMNG

BEGINNING

YEAR OF FLAM: 198
YEARLY 1

INTEREST RATE (0@

[ SN ]

YEARLY IR& DEPOSIT= #2000.00
MNUMEER OF

FRIMCIFAL=
COMPOUND

YEARS COMPOUNDIMG: 27
$#74000.00
INTEREST= #754723.20

RETIREMENT YEAR: Z01%

71

TOTAL BsLARNCE=
Ok

$8287232.

Fig. 15-1. IRA planning sample run.
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100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610
620

Program 15-1. IRA Planning Program Listing

PRINT CHRS$ (125);"IRA PLANNING"

PRINT "ATARI"

PRINT "COPYRIGHT (C) 1982 BY HOWARD BERENBON"

PRINT

PRINT "THIS PROGRAM CALCULATES AND DISPLAYS"

PRINT "THE APPROXIMATE BALANCE & CUMULATIVE"

PRINT "INTEREST AFTER A GIVEN TIME PERIOD."

PRINT "IT REQUIRES THE ENTRY OF YOUR AGE"

PRINT "WHEN YOU BEGAN THE IRA, THE ESTIMATED"

PRINT "YEARLY DEPOSIT, THE APPROXIMATE"

PRINT "YEARLY INTEREST RATE (CURRENT RATE"

PRINT "WILL BE SUFFICIENT), AND THE AGE THAT"

PRINT "YOU EXPECT TO BEGIN WITHDRAWAL."

PRINT

PRINT "ENTER BEGINNING YEAR OF PLAN":INPUT Y:PRINT CHRS (125)
PRINT "ENTER YOUR AGE AT THE START OF THE IRA";

INPUT A:PRINT :IF A>70.5 THEN 560

PRINT "ENTER THE ESTIMATED YEARLY IRA DEPOSIT";

INPUT D:PRINT :IF D>2000 THEN PRINT "TOO LARGE":GOTO 270
PRINT "ENTER THE CURRENT YEARLY INTEREST RATE";

INPUT I:PRINT

PRINT "ENTER YOUR AGE AT WITHDRAWAL"

INPUT AW

IF AW<59.5 OR AW>70.5 THEN 610

PRINT CHRS$(125) :REM CALCULATE COMPOUND INTEREST AND BALANCE
CI=0:CM=360:REM DAILY INTEREST

YA=AW-A:PRINT "NOW CALCULATING COMPOUND INTEREST"

PRINT "FOR ";YA;" YEARS"

DI=(I/CM)/100:DZ=D

FOR Z=1 TO YA:POSITION 10,5:PRINT "CURRENTLY AT YEAR ";Z
FOR Z1l=1 TO 360

IN=DZ*DI

IN=INT(IN*100+0.5)/100

B=DZ+IN:DZ=B

CI=CI+IN:NEXT Z1:DZ=D+DZ

NEXT Z:P=YA*D

PRINT CHRS$(125);"IRA PLANNING" :PRINT

PRINT :PRINT "BEGINNING YEAR OF PLAN: ";Y

PRINT "YEARLY INTEREST RATE (%): ";I

PRINT :PRINT "YEARLY IRA DEPOSIT=S$";D

PRINT :PRINT "NUMBER OF YEARS OF COMPOUNDING: ";YA

PRINT "PRINCIPAL=S";P
PRINT "COMPOUND INTEREST=$";CI:PRINT

YY=YA+Y:PRINT :PRINT "RETIREMENT YEAR: ";YY:PRINT
PRINT :PRINT "TOTAL BALANCE=S$";B
GOTO 600

PRINT "YOU CANNOT TAKE A TAX DEDUCTION FOR"

PRINT "ANY PAYMENT MADE AFTER THE AGE OF"

PRINT "70 1/2. THEREFORE, AT YOUR AGE OF ";A

PRINT "YOU ARE NOT ELIGIBLE FOR AN IRA."

END

PRINT CHRS$ (125) ;"WITHDRAWAL REQUIRED BETWEEN THE AGES"
PRINT "OF 59 1/2 AND 70 1/2. RE-ENTER.":PRINT :GOTO 310
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CHAPTER 16

The House Buying Guide

Here's an interesting program for the potential
home investor, or investment group. It's the house
buying guide, used for screening houses that may be
of interest to you. It's written in BASIC, and will
run on your microcomputer.

The program is a 16 question, questionnaire, with
each answer assigned a point value. See Program
16-1 for the program listing. Before beginning the
questionnaire, the program requires a “yes” answer
to the following preliminary questions:

1. Does the house have all utilities?
(gas, water, etc.)

2. Is there gas heat?

3. Are the roads paved?

4. Is the down payment and initial cost within
your budget?

If any of the preliminary questions are answered
“no,” then the house is not acceptable. A house that
passed the screening will go on to the questionnaire.
See Fig. 16-1 for a sample run.

USE

The questionnaire was designed to assist the in-
vestor in finding a reliable house, for maximum prof-
itability and resale value.
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A point score of 36 points or more is a positive
recommendation to invest in the house. The house
will have all the qualifications for a profit making in-
vestment, either for renting and/or selling at some
future date.

Questions 14 through 16 pertain to profitability of
your investment. Question 14 requires entry of the
monthly rent that you will charge. Question 15 re-
quests a monthly cash flow value, calculated by the
following formula:

Monthly Cash Flow =
(yr rent) — (yr insurance + yr tax + yr water)

12

Finally, question 16 requests the percent profit,
calculated by the following formula:

Percent Profit =
(yr cash flow + yr principal)

(down payment + initial costs)

If you intend to use the questionnaire for screen-
ing a house, without the intention of renting, then
questions 14 through 16 must be answered with a
set point value. To adjust the point count for an ac-
curate recommendation, give these questions 4
points each.



RUN
THE HOUSE EUYING GUIDE

FRELIMINARY SCREENING

A

DOES THE HOUSE HAVE ALL UTILITIES?
ENTER '1'=YESy '0'=NO

7l

E

IS THERE GAS HEAT?
ENTER '1'=YES, '0'=NO
?1

C

ARE THE ROADS FAVED?
ENTER '1'=YESy '0'=N0O
?1

D

IS THE DOWN FAYMENT AND INITIAL
COST WITHIN YOUR EUDGET?

ENTER '1'=YES, '0'=NO

21

THE HOUSE HAS FASSED THE FRELIMINARY SCREENING
BEGIN QUESTIONNAIRE

1

GENERAL CONDITION?
FOOR =1
AVERAGE=2

00D =3
EXCELLENT=4

ENTER FOINT VALUE
? 3

2

STRUCTURE?
ALUMINUM=1

ERICK =2

ENTER FOINT VALUE
B oD

FOINTS SO FAR= 5

#3

FAMILY ROOM?
YES=1y NO=0
ENTER FOINT VALUE
0}

FOINTS SO FAR= 10

#6
LOCATION? (RATING FROM 0 TO ©)

ZERO=0 THREE=6
ONE=2 FOUR=§
TWO=4 FIVE=10
ENTER FOINT VALUE

? 8

8

FOINTS 80 FAR= 18

7

IMMEDIATE NEIGHEORHOOD?
FOOR =1

AVERAGE=Z

GOOD =3

EXCELLENT=4

ENTER FOINT VALUE

)

9

EATHS?

1 1/2 EATHS=1 2 1/2 BATHS=3
2 EATHS =2 3 EATHS =4
ENTER FOINT VALUE

P2

FOINTS S0 FAR= 28

*10

EASEMENT?

YES=1y NO=0

ENTER FOINT VALUE
oo

FOINTS S0 FAR= 32

¥13

AGE?

1 TO § YRS=3

6 TO 10 YRS=2

11 TO 15 YRS=1

16 OR GREATER=0
ENTER FOINT VALUE
?1

FOINTS SO FAR= 49

THE HOUSE IS ACCEFTAELE

TOTAL FOINTS= 45

Fig. 16-1. The house buying guide sample run.
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100

110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290

PRINT
PRINT
PRINT
P=0

PRINT
PRINT
PRINT
PRINT
GOSsuB
PRINT
PRINT
GOSUB
PRINT
PRINT
GOosuB
PRINT
PRINT
PRINT
GOsuB
PRINT

CREENING"

300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600

PRINT
PRINT
PRINT
B=0

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
GOsuB
PRINT
PRINT
PRINT
PRINT
GOsuB
PRINT
PRINT
PRINT
GOSsuB
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
GOsuB
PRINT
PRINT
PRINT
PRINT

Program 16-1. House Buying Guide Program Listing

CHR$ (125) ;"THE HOUSE BUYING GUIDE"
"COPYRIGHT (C) 1979 BY HOWARD BERENBON"

"PRELIMINARY SCREENING"

"A"

"DOES THE HOUSE HAVE ALL UTILITIES?"
1480

"B"

"IS THERE GAS HEAT?"

1480

llcll

"ARE THE ROADS PAVED?"

1480

"D“

"IS THE DOWN PAYMENT AND INITIAL"
"COST WITHIN YOUR BUDGET?"

1480

CHRS$ (125) :PRINT "THE HOUSE HAS PASSED THE PRELIMINARY

"BEGIN QUESTIONNAIRE"

ll#lll

"GENERAL CONDITION?"
"POOR  =1"
"AVERAGE=2"
"Goop  =3"
"EXCELLENT=4"
1530

"#2"
"STRUCTURE?"
"ALUMINUM=1"
"BRICK  =2"
1530

n#3n

"FAMILY ROOM?"
"YES=1, NO=0"
1530

"#4“

"GARAGE?"

"1 CAR =1"

"1 1/2 =2"

"2 CAR =3"

"2 1/2 =4ll
1530

ll#s"

"BEDROOM?"
"TWO=1","FOUR=3"
" THREE=2","FIVE=4"
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Program 16-1-cont. House Buying Guide Program Listing

610 GOSUB 1530

620 PRINT "#6"

630 PRINT "LOCATION? (RATING FROM 0 TO 5)"
640 PRINT "ZERO=0"," THREE=6"

650 PRINT "ONE=2","FOUR=8"

660 PRINT "TWO=4","FIVE=10"

670 GOSUB 1530

680 PRINT "#7"

690 PRINT "IMMEDIATE NEIGHBORHOOD?"

700 PRINT "POOR =1"
710 PRINT "AVERAGE=2"
720 PRINT "GOOD =3"

730 PRINT "EXCELLENT=4"

740 GOSUB 1530

750 PRINT "#8"

760 PRINT "SQUARE FOOTAGE?"

770 PRINT "1000=1","1400=5","1800=9"
780 PRINT "1100=2","1500=6","1900=10"
790 PRINT "1200=3","1600=7","2000=11"
800 PRINT "1300=4","1700=8","2100=12"
810 GOSUB 1530

820 PRINT "#9"

830 PRINT "BATHS?"

840 PRINT "1 1/2 BATHS=1","2 1/2 BATHS=3"
850 PRINT "2 BATHS =2","3 BATHS =4"
860 GOSUB 1530

870 PRINT "#10"

880 PRINT "BASEMENT?"

890 PRINT "YES=1, NO=0"

900 GOSUB 1530

910 PRINT "#11"

920 PRINT "LOAN %2"

930 PRINT "LESS THAN 8%=5"

940 PRINT "8 TO 9% =4"

950 PRINT "9 TO 10% =3"

960 PRINT "10 TO 11%=2"

970 PRINT "11 TO 12%=1"

980 GOSUB 1530

990 PRINT "#12"

1000 PRINT "LOAN TYPE?"

1010 PRINT "CONVENTIONAL=1"

1020 PRINT "LAND CONTRACT=2"

1030 PRINT "ASSUMPTION=3"

1040 GOSUB 1530

1050 PRINT "#13"

1060 PRINT "AGE?"

1070 PRINT "1 TO 5 YRS=3"

1080 PRINT "6 TO 10 YRS=2"

1090 PRINT "11 TO 15 YRS=1"

1100 PRINT "16 OR GREATER=0"

1110 GOSUB 1530

1120 PRINT "#14"

1130 PRINT "AVERAGE MONTHLY RENT (RENT PROPERTY)?"
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1140
1150
1160
1170
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
S)"

1350
1360
1370
1380
1390
1400
1410
1420
1430
1440
1450
1460
1470
1480
1490
1500
1510
1520
1530
1540
1550
1560
1570
1580
1590
1600
1610
1620

Program 16-1-cont. House Buying Guide Program Listing

PRINT "LESS THAN $251=1"
PRINT "$300 TO 251=2"

PRINT "$400 TO 301=3"

PRINT "$401 TO 450=2"

PRINT "GREATER THAN $450=1"
GOSUB 1530

PRINT "#15"

PRINT "MONTHLY CASH FLOW="

PRINT " ((YR RENT)-(YR INSURANCE+YR TAX+YR WATER))/12"

PRINT "$50 TO 100=1"
PRINT "$101 TO 150=2"
PRINT "$151 TO 200=3"
PRINT "$201 TO 250=4"
PRINT "$251 TO 300=5"
PRINT "$301 TO 350=6"
PRINT "$351 TO 400=7"
PRINT "$401 TO 450=8"
GOSUB 1530

PRINT "#16"

PRINT "PERCENT PROFIT="
PRINT " (YR CASH FLOW+YR PRINCIPAL)/ (DOWN

PRINT "10%=2","13%=8"
PRINT "11%=4","14%=10"
PRINT "12%=6","15%=12"

GOSUB 1530

PRINT

PRINT

IF P>35 THEN 1440

GOTO 1600

END

PRINT "THE HOUSE IS ACCEPTABLE"
PRINT

PRINT "TOTAL POINTS= ";P

GOTO 1430

PRINT "ENTER '"1'=YES, '0'=NO"
INPUT A

IF A=0 THEN 1600

PRINT

RETURN

PRINT "ENTER POINT VALUE"

INPUT B:PRINT CHRS$ (125)

P=B+P

PRINT "POINTS SO FAR= ";P

PRINT

PRINT

RETURN

PRINT "THE HOUSE IS NOT ACCEPTABLE"
PRINT "NO FURTHER SCREENING IS REQUIRED"
GOTO 1430

100
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CHAPTER 17

Bond Analysis

The purchase of bonds is a common type of invest-
ment called debt investing. A bond is a form of an
10U that usually has a face value of $1000, but may
also have values from $25 up to $10,000. Bonds are
issued by companies or government agencies that
promise to pay the owner the face value, or par
value, after a definite time. Bonds also pay a specific
interest rate, calculated on the par value, each year
until maturity.

Here's a program that calculates the bond yield,
the annual income, and the total income from bond
investments. It is written in BASIC for your
microcomputer. See Program 17-1 for the program
listing.

THE PROGRAM

After you run the program, enter the actual cost
of the bond and the face value, or par value. Then
enter the yearly interest rate, in percent, and the
number of years to maturity. Finally, enter the
number of bonds invested in, and the cost of the
transaction (if any). The program will calculate and
display the percent yield, the annual income from
one bond, the annual income from all bonds invested
in, and the total income from your investment. The
program will then display ANOTHER ANALYSIS
1-YES 0-NO. Enter a 1 to run the analysis again, or
enter a 0 to end the program.

See Fig. 17-1 for a sample run.
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BOND ARNSLYYST S
COFYRIGHT (C) 1%8Z2 BY HOWARD EBERENEON
THIS FROGRAM WILL CALCULATE THE

BOND YIELD,
AND
BOND

THE AkNUAL  THCOME
THE TOTAL INCOME FROM
INVESTHMENTS

ENTER ACTU&L COST OF ONE EOND

*RE0

ENTER F&aR WALUE OF BOND
?oiooaQ
ENTER THE YE&ARLY INTEREST RATE )
T4
ENTER THE HUMEBER OF YEARS TO MATURITY
EN%ER THE HUMEER OF BONDS INVESTED IN
T4
ENTER THE COST OF THE TRANSACTION
® 25
BOND ARNaLY ST S
FERCEMT %IELD= 7
AnUAaL INCOME FROM ONE & ¥, ¢ 1000
ECQHD
1< F&0.00
ANNUaL ITRCOME FROM IWNVESTHMENT QF
4 % 1000 BOWNDOS) IS #2240 .00
TOTSL IMCOME FROM INVESTMENT= $815

ANOTHER AMGLYSIE™ 1-YES O-NO

.aa

Fig. 17-1. Bond analysis sample run.




100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
INPUT
PRINT
INPUT
PRINT
INPUT
PRINT
INPUT
PRINT
INPUT
PRINT
INPUT
PRINT
PRINT

IN=M*1I

Program 17-1. Bond Analysis Program Listing

CHRS$ (125) ; "BOND ANALYSIS"
"ATARI"
"COPYRIGHT (C) 1982 BY HOWARD BERENBON"

"THIS PROGRAM WILL CALCULATE THE"
"BOND YIELD, THE ANNUAL INCOME,"
"AND THE TOTAL INCOME FROM"

"BOND INVESTMENTS."

"ENTER ACTUAL COST OF ONE BOND"

P

"ENTER PAR VALUE OF BOND"

M

"ENTER THE YEARLY INTEREST RATE (%)"
I:IR=1:I=I/100

"ENTER THE NUMBER OF YEARS TO MATURITY"
Y

"ENTER THE NUMBER OF BONDS INVESTED IN"
N

"ENTER THE COST OF THE TRANSACTION"
C:PRINT CHR$(125)

"BOND ANALYSIS"

YR=IN*N:T=N*P+C
YI=YR/T:YP=YI*100:YL=INT(YI*10000)/10000:YL=YL*100

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

:PRINT "PERCENT YIELD=";YL

:PRINT "ANNUAL INCOME FROM ONE ";IR;"%, $";M;"
“"Ig $",’IN

:PRINT "ANNUAL INCOME FROM INVESTMENT OF"
N;"-$";M;" BOND(S) IS S$";N¥*IN

:B=M-P

BT=B*N+IN+N-C

PRINT
PRINT

"TOTAL INCOME FROM INVESTMENT=$";BT
:PRINT "ANOTHER ANALYSIS? 1-YES 0-NO":INPUT A

IF A=1 THEN 100

END
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CHAPTER 18

Amortization Schedule

If you're in the market for a loan, then the amor-
tization schedule can help you. The program
generates a loan payment schedule given the prin-
cipal, yearly interest rate, and monthly payment. It
calculates and displays the balance, principal, in-
terest, and cumulative interest for each month of
the loan. It's written in BASIC for your microcom-
puter. See Program 18-1 for the program listing.

THE PROGRAM

After you run the program, enter the principal
(the amount of the loan), the yearly interest (in per-
cent), and the monthly payment. Then enter a 1 to
display the schedule.

The program calculates the monthly interest from
the principal, and subtracts that amount from the

RUN
AMORTIZATION SCHEDULE

COFYRIGHT (C)

FRINCIFAL=% 1000

MONTHLY FAYMENT=$ 140

HONTH FAYMENT EALANCE
1 140 875
2 140 748.13
3 140 619.35
4 140 488.64
] 140 355.97
b 140 221.31
7 140 84,63
8 85.9 0

TOTAL INTEREST= 65.9

1980 EY HOWARD EERENEON

THIS FROGRAM CALCULATES A MONTHLY LOAN FAYMENT

EALANCE» FRINCIFAL>»

INTEREST FOR EACH MONTH OF THE LOAN.

SCHEDULE. IT DISFLAYS THE FAYMENT,
INTERESTs AND CUM.

ENTER THE FRINCIFAL (AMOUNT OF LOAN)
? 1000

ENTER THE YEARLY INTEREST RATE (%)

? 18

ENTER THE MONTHLY FAYMENT

? 140

ENTER '1' TO EEGIN

A |

AMORTIZATION SCHEDULE

INTEREST= 18 Z

FRINCIFAL INTEREST CUM. INT
125 15 15
126.87 13.13 28,13
128.78 11.22 39.35
130.71 9+29 48.64
132.67 7.33 S5.97
134.66 5.34 61.31
136.68 3.32 64,63
84,63 1+27 65.9

Fig. 18-1. Amortization schedule sample run.
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monthly payment, to give the current balance. This
continues until the balance is less than the monthly
payment, then the final month’s data is calculated.

A time delay is included to aid in viewing the data.
Each time a month’s data is displayed, a 1.5 second
delay is called. See program lines 500 and 510. This
FOR-NEXT loop may be changed for different delay

104

lengths, or eliminated altogether. See Fig. 18-1 for a
sample run.

If an unrealistically low payment is entered, the
program will not function properly, possibly giving
negative or zero results. If this happens then stop
the program, and run it again, entering a higher
value for the monthly payment.



100
110
120
130
140
150
L,"
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420

Program 18-1. Amortization Schedule Program Listing

PRINT CHR$ (125) ; "AMORTIZATION SCHEDULE"
PRINT "ATARI VERSION"
PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"

PRINT
PRINT "THIS PROGRAM CALCULATES A MONTHLY LOAN PAYMENT"
PRINT "SCHEDULE. IT DISPLAYS THE PAYMENT, BALANCE, PRINCIPA

PRINT "INTEREST, AND CUM. INTEREST FOR EACH MONTH OF THE LOAN

PRINT
PRINT "ENTER THE PRINCIPAL (AMOUNT OF LOAN)"
INPUT A

PRINT

PRINT "ENTER THE YEARLY INTEREST RATE (%)"
INPUT I

PRINT

PRINT "ENTER THE MONTHLY PAYMENT"

INPUT P

PRINT

PRINT "ENTER 'l' TO BEGIN"

INPUT L

PRINT CHR$ (125)

B=A

REM PRINT SCHEDULE

POSITION 10,1:PRINT "AMORTIZATION SCHEDULE"
PRINT

PRINT "PRINCIPAL=$";B,"INTEREST=";I;" &"

PRINT "MONTHLY PAYMENT=S$";P

PRINT

PRINT "MO PAYMT BALANCE PRINCIP INT. CUM. INT"
Y=1:Z=8

R=0

IF A<=P THEN 680

GOSUB 530

POSITION 2,Z:PRINT Y:POSITION 5,Z:PRINT P:POSITION 11,Z:PRINT

P2:POSITION 19,Z:PRINT PO

425
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580

POSITION 27,Z:PRINT I2:POSITION 33,Z:PRINT R
GOSUB 500

Y=Y+1:Z=Z+2:IF Z=24 THEN Z=8:PRINT CHRS (125)
IF P2=0 THEN 470

GOTO 400

PRINT

PRINT "TOTAL INTEREST=";R

END

FOR T=1 TO 664

NEXT T

RETURN

REM CALCULATE BALANCE AND INTEREST
I12=A*(I1/100)

12=12/12

GOSUB 630

P2=A-(P-I2)

PO=P-1I2
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Program 18-1-cont. Amortization Schedule Program Listing

590 P2=INT(P2*100+0.5)/100

600 A=P2

610 R=I2+R

620 RETURN

630 REM ROUND TO 2 DIGITS PASSED THE DECIMAL POINT
640 I3=12*100

650 I4=INT(I3+0.5)

660 I2=I4/100

670 RETURN

680 REM CALCULATE LAST PAYMENT
690 I2=P2*(1/100)

700 12=12/12

710 GOSUB 630

720 P0=P2

730 P=P2+I2

740 P2=0

750 R=I2+R

760 GOTO 420
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CHAPTER 19

Depreciation Schedule

If you're in business and have equipment that you
depreciate, then the depreciation schedule can help
you. It calculates a 5 year depreciation schedule, us-
ing the “sum of the years” method. It's written in
BASIC for your microcomputer. See Program 19-1
for the program listing.

THE PROGRAM

The program assumes that your equipment will
last 5 years. The first year deduction is 5/15 times
the total cost of the equipment. The second, third,
fourth, and fifth year deduction is 4/15, 3/15, 2/15,
and 1/15 times the cost, respectively.

After you run the program, enter the total amount
for depreciation and the starting year. A schedule
will then be displayed. See Fig. 19-1 for a sample
run.

It does not take into account the “salvage” value
of the equipment. It assumes there is no salvage
value. But if your equipment has a value after the 5
years, then you must subtract that amount from the
fifth year deduction.

Check with your accountant before you use this
schedule. He may recommend another method of
calculating depreciation that is more suited to your
type of business.
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RUN
DEFRECIATION SCHEDULE
COFYRIGHT (C) 1979 EY HOWARD EERENEON

THIS FROGRAM WILL FRINT A 5 YEAR SCHEDULE
TO HELF YOU DEFRECIATE EUSINESS EQUIFMENT.
IT USES THE SUM OF THE YEARS METHOD.

ENTER THE TOTAL AMOUNT FOR DEFRECIATION.
? 2548¢

? 1980
FIVE YEAR DEFRECIATION SCHEDULE
USING THE SUM OF THE YEARS METHOD.

TOTAL AMOUNT FOR DEFRECIATION=$% 23548

YEAR # DEFRECIATION AMOUNT LEFT
1980 840.84 1707 .16
1981 662,48 1044.68
1982 30946 535.08
1983 331.24 203.84
1984 203.84 0

READY

Fig. 19-1. Depreciation schedule sample run.




100
110
120
130
140
150
160
170
180
1990
200
210
220
230
240
250
260
2790
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
INPUT
PRINT
INPUT
POSITI
POSITI
GOSuUB
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
END

Program 19-1. Depreciation Schedule Program Listing

CHRS$ (125) ; "DEPRECIATION SCHEDULE"
"COPYRIGHT (C) 1979 BY HOWARD BERENBON"

"THIS PROGRAM WILL PRINT A 5 YEAR SCHEDULE"
"TO0 HELP YOU DEPRECIATE BUSINESS EQUIPMENT."
"IT USES THE SUM OF THE YEARS METHOD."

"ENTER THE TOTAL AMOUNT FOR DEPRECIATION"

A

"ENTER THE STARTING YEAR OF DEPRECIATION"

Y:PRINT CHR$(125)

ON 6,1:PRINT "FIVE YEAR DEPRECIATION SCHEDULE"

ON 6,2:PRINT "USING THE SUM OF THE YEARS METHOD."
360

"TOTAL AMOUNT FOR DEPRECIATION=S$";A
"YEAR #","DEPRECIA","AMOUNT LEFT"

Y,B*Q,0-(B*Q)
Y+1,C*Q,Q- (H+1I)
Y+2,D*Q,0- (H+I+J)
Y+3,E*¥Q,0- (H+I+J+K)
Y+4 ,0- (H+I+J+K) ,S

REM DATA FOR YEARS 1 THROUGH 5

0=A
B=0.33
C=0.26
D=0.2
E=0.13
F=0.07
H=B*Q
I=C*Q
J=D*Q
K=E*Q
L=F*Q
S=0
RETURN
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CHAPTER 20

ACRS Depreciation Schedule

This program will calculate and display the ac-
celerated cost recovery system (ACRS) depreciation
schedule, mandatory for most tangible property
that you place into service after December 31, 1980.
ACRS applies to both new and used “recovery pro-
perty.” Recovery property is most tangible property
that is either used in a trade or business, or held for
the production of income. The expected salvage
value of the property is not subtracted from the
total amount for depreciation. The program is writ-
ten in BASIC for your microcomputer. See Program
20-1 for the program listing.

THE PROGRAM

The program will calculate the ACRS depreciation
schedule for 3-year, 5-year, and 10-year property.
After you run the program, enter a 1 for 3-year
depreciation, enter a 2 for 5-year depreciation, or
enter a 3 for 10-year depreciation. Then enter the
beginning year of depreciation and the total amount
for depreciation. The ACRS depreciation schedule
will be calculated and displayed starting with the
beginning year of depreciation. See Fig. 20-1 for a
sample run.
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ACRS DEPRECIATION SCHEDULE
COPYRIGHT (C> 1%82 EY HOWARD EBERENEOMN

THIS PROGRAM WILL DISFLAY THE ACRE
DEPRECIATION SCHEDULE MAMNDATORY FOR
ARSSETS FPLACED INTQ SERVICE AFTER
DECEMEER =1, 1980.

ENTER 1 FOR Z-YEAR DEPRECIATICN

ENTER 2 FOR S-YEAR DEFRECIATICH

ENTER 2 FOR 10-YEAR DEPRECIATICON
71

ENTER EBEGINNING
? 1982

YEAR OF DEPRECIATION

ENTER TOTAL AMOUNT FOR DEFRECIATION

- A E e
7 24520

ACRS DEFRECIATION SCHEDULE

BEGINNING YEAR: 1%E&Z2
TOTAL AMOUNT FOR DEFRECIATION: 34520

YEAR AMOUNT
1782 $8&30.50
1283 $13118.10
1984 ¥12772.%0

Laa

Fig. 20-1. ACRS depreciation schedule sample run.




100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
250
260
270
280
290
300
310
320
330
340
350
360
370
380
390
400
410
420
430
440
450
460
470
480
490
500
510
520
530
540
550
560
570
580
590
600
610
620

PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT
INPUT

Program 20-1. ACRS Depreciation Schedule Program Listing

CHR$ (125) ; "ACRS DEPRECIATION SCHEDULE"
"ATARI"
"COPYRIGHT (C) 1982 BY HOWARD BERENBON"

"THIS PROGRAM WILL DISPLAY THE ACRS"
"DEPRECIATION SCHEDULE MANDATORY FOR"
"ASSETS PLACED INTO SERVICE AFTER"
"DECEMBER 31, 1980."

:PRINT "ENTER 1 FOR 3-YEAR DEPRECIATION"
"ENTER 2 FOR 5-YEAR DEPRECIATION"

"ENTER 3 FOR 10-YEAR DEPRECIATION"

A:IF A<1 OR A>3 THEN 180

ON A GOTO 230,340,470

PRINT
GOSUB

CHR$ (125) :GOSUB 670 :REM 3-YEAR DEPRECIATION
690

P1=0.25:P2=0.38:P3=0.37

GOSUB

710

D1=INT(P1*T*100+0.5)/100
D2=INT(P2*T*100+0.5)/100
D3=INT(P3*T*100+0.5)/100

GOSUB
PRINT
PRINT
END

PRINT
GOSUB

750 :PRINT Y,D1
Y+1,D2
Y+2,D3

CHR$ (125) :GOSUB 670 :REM 5-YEAR DEPRECIATION
690

P1=0.15:P2=0.22:P3=0.21

GOSUB

710

D1=INT(P1*T*¥100+0.5)/100
D2=INT(P2*T*100+0.5)/100
D3=INT(P3*T*100+0.5) /100

GOSUB
PRINT
PRINT
PRINT
PRINT

750 : PRINT Y,D1
Y+1,D2
Y+2,D3
Y+3,D3
Y+4,D3

GOTO 330

PRINT
GOSUB

CHR$ (125) :GOSUB 670 :REM 10-YEAR DEPRECIATION
690

P1=0.08:P2=0.14:P3=0.12:P4=0.1:P5=0.09

GOSuUB

710

D1=INT(P1*T*100+0.5) /100
D2=INT(P2*T*100+0.5)/100
D3=INT(P3*T*100+0.5)/100
DA=INT(P4*T*100+0.5)/100
D5=INT(P5*T*100+0.5) /100

GOSUB
PRINT
PRINT
PRINT
PRINT
PRINT
PRINT

750 : PRINT Y,D1
Y+1,D2
Y+2,D3
Y+3,D4
Y+4 ,D5
Y+5,D5
Y+6 ,D5
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Program 20-1-cont. ACRS Depreciation Schedule Program Listing

630 PRINT Y+7,D5

640 PRINT Y+8,D5

650 PRINT Y+9,DS5

660 GOSUB 330

670 PRINT "ENTER BEGINNING YEAR OF DEPRECIATION"
680 INPUT Y:PRINT :RETURN

690 PRINT "ENTER TOTAL AMOUNT FOR DEPRECIATION"
700 INPUT T:PRINT :RETURN

710 PRINT CHR$(125) ;"ACRS DEPRECIATION SCHEDULE" :PRINT
720 PRINT "BEGINNING YEAR: ";Y

730 PRINT "TOTAL AMOUNT FOR DEPRECIATION: ";T
740 RETURN

750 PRINT :PRINT “YEAR","AMOUNT" :PRINT :RETURN

m



CHAPTER 21

Bar Chart of Sales

Bar charts are useful in helping interpret business
activities. Here's a program that will chart yearly
business unit sales, for up to eight items, on a
horizontal bar chart. It is written in BASIC for your
microcomputer. See Program 21-1 for the program
listing.

THE PROGRAM

After you run the program, it will request your en-
try of the year of the chart. Then it will ask for the
number of items to chart (limit your entry to eight
or less). Now enter the unit sales for each item in
your chart. The quantity may vary from one unit to
up to 1,000,000 units. After all quantities are
entered, the program finds the highest quantity and
uses that number to adjust the scale factor of the
chart. But it is recommended that you chart items
of relatively close sales quantities to help simplify
the chart and comparisons. An example of this
would be to chart unit sales for products that have
sold quantities from 100 to 1000 instead of, say, 100
to 10,000. Because of the great difference in quan-
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tity between 100 and 10,000, the 10,000 units sales
would produce a bar, but the 100 units would not.
Also, if the quantity entered is above the 1,000,000
unit limit of the program, then the computer will
display RE-START and the program will start over.

THE CHART

After all data is entered, the program will display
a horizontal bar chart of your business sales of the
desired items, for the year entered. On the left side
of the display is the item number, and to the right is
the bar (made up of # signs) representing the scaled
quantity of the units entered. The words UNITS
TIMES and the scale factor are displayed below the
chart. The scale factor may be a 1, 10, 100, 1000, or
10000, depending upon the highest number entered
for unit sales.

After the chart is displayed, a legend follows with
the item number and the quantity for each of the
items entered. The program then displays:
ANOTHER CHART 1-YES 0-NO. Enter a 1 to run
the program again, or enter a 0 to end.

See Fig. 21-1 for a sample run.



BAR CHART OF SALES
ATARI
COPYRIGHT (C> 1%82 BY HOWARD BERENBON

THIS PROGRAM WILL CHART YEARLY
BUSINESS SALES USING A HORIZONTAL
BAR FOR UP TO EIGHT ITEMS.

ENTER THE YEAR OF THE CHART

? 1982

ENTER NUMBER QF ITEM& TO CHART
(LIMIT TO 8 OR LESS»

? 4

ITEM 1

ENTER UNIT SALES OF ITEM 1
? 500
ITEM 2

ENTER UNIT SALES OF ITEM 2
? 250
ITEM 3

ENTER UNIT SALES OF ITEM
? 750
ITEM 4

[A1]

ENTER UNIT SALES OF ITEM 4
? 1000

HORIZONTAL BAR CHART
UNIT SALES-YEAR: 182
B i R e I
HHHHHHHAHBHHHES
HHHHHHH
HHHHHHHHHHHHHHHHHEEH
HHHHHHHHHHHHH AR HE Y
0 25 S0 7D 100
UNITS TIMES 10
# UNITS
1 Soo
2 250
3 750
4
AN

BN -

1000
OTHER CHART 1-YES 0-NO

Fig. 21-1. Bar chart of sales sample run.

13




Program 21-1. Bar Chart of Sales Program Listing

100 PRINT CHR$(125);"BAR CHART OF SALES"

110 PRINT "ATARI":DIM S(8)

120 PRINT "“COPYRIGHT (C) 1982 BY HOWARD BERENBON"
130 PRINT

140 PRINT "THIS PROGRAM WILL CHART YEARLY"

150 PRINT "BUSINESS SALES USING A HORIZONTAL"
160 PRINT "BAR FOR UP TO EIGHT ITEMS.":PRINT
170 PRINT "ENTER THE YEAR OF THE CHART":INPUT Y
180 PRINT "ENTER NUMBER OF ITEMS TO CHART"

190 PRINT " (LIMIT TO 8 OR LESS)"

200 INPUT I:IF I>8 THEN 180

210 FOR B=1 TO I:PRINT CHRS$(125)

220 PRINT "ITEM ";B:PRINT

230 PRINT "ENTER UNIT SALES OF ITEM ";B

‘240 INPUT Bl:S(B)=Bl

250 NEXT B:PRINT CHRS(125)

260 GOSUB 480:IF H>10000000 THEN PRINT "RE-START":PRINT :GOTO 170
270 IF H<=100 THEN S=1:GOTO 330

280 IF H<=1000 THEN S=10:GOTO 330

290 IF H<=10000 THEN S=100:GOTO 330

300 IF H<=100000 THEN S=1000:GOTO 330

310 IF H<=1000000 THEN S=10000:GOTO 330

320 REM DISPLAY CHART

330 POSITION 7,0:PRINT "HORIZONTAL BAR CHART"
340 POSITION 7,1:PRINT "UNIT SALES-YEAR: ";Y
350 PRINT " ITEM ===-—ceeme e e e e e e e e I
360 FOR E=1 TO I:PRINT E;

370 T=(S(E)/S)/4:T=INT(T+0.5)

380 FOR F=1 TO T:POSITION F+7,E+2:PRINT "#";
390 NEXT F:PRINT :NEXT E

400 PRINT " =  —ccccmeccmcmmcmcccmecme———— ®
410 PRINT " 0 25 50 75 100"
420 PRINT " UNITS TIMES ";S

430 PRINT "#.","UNITS"

440 FOR E=1 TO I:PRINT E,S(E) :NEXT E

450 PRINT "ANOTHER CHART 1-YES 0-NO ";:INPUT R
460 IF R=1 THEN PRINT CHR$(125) :GOTO 170
470 END

480 D=S(1)

490 FOR B=2 TO I

500 H=S(B)

510 IF H>D THEN 530

520 H=D

530 NEXT B:RETURN

114



SECTION IV

Home Applications



This section describes some useful home application programs including a
recipe amount calculator; a diet program for the overweight or underweight
person; a medical expense record program to keep those expenses in order; an
electric usage analysis program; a gas mileage calculator for checking your car
engine performance; and finally, a message taker that accepts and displays 6
separate messages.



CHAPTER 22

Recipe Amount Calculator

After you run the program, enter the recipe name
and the number of ingredients in the recipe. Then
enter the number of servings allowed and the
number of servings required for that recipe.

Enter each ingredient amount in decimal form.
For example: 1.5 is the correct entry for a measure
of 1%. When all of the ingredients are entered, the
program will print a list of the converted amounts
beginning with ingredient number 1. See Fig. 22-1
for a sample run.

117

RECIPE AMOUNT CALCULATOR
ATART
COFYRIGHT

CCy o1 a0 BY

HUCi R L

BEREMEQHN

THIS PROGRAM CALCULATES THE REQUIRED

AMOUNT OF INGREDIEWNTS
0OF SERVINGE IN &

ENTER RECIFE NA&ME
? IRISH COFFEE

ENTER THE NUMEER C
? 4

ENTER THE NUMEER 0OF

7 d

ENTER THE NUMEER O
? 12

EMTER EACH INGREDIENT AMOUNT,

F INGREDIENTE

FOF THE MUMEEFR
PARTICULAR RECIPE.

IM RECIFE

SERVINGE ALLOWED

F SERVINGS REQUIRED

“ES GIVEN

IN THE RECIPE. THIZS AMOUMT MUST BE IM

~ DECIMAL FORM <f 1-2=1.50.

INGREDIENT # 1
? 1

INGREDIEMT # 2
4

(5]

INGREDIENT #
? 1

IMGREDIEMT # 4

= |
H &

RECIFE NAME:
SERVIMGS: 12

IRISH COFFEE

INGREDIENT # AMOUNT
1 12
2 12
4 24

Fig. 22-1. Recipe amount calculator sample run.




Program 22-1. Recipe Amount Calculator Program Listing

100 PRINT CHR$(125);"RECIPE AMOUNT CALCULATOR"
110 PRINT "ATARI"

120 PRINT "COPYRIGHT (C) 1980 BY HOWARD BERENBON"
130 PRINT :DIM AS(25)

140 PRINT "THIS PROGRAM CALCULATES THE REQUIRED"
150 PRINT "AMOUNT OF INGREDIENTS FOR THE NUMBER"
160 PRINT "OF SERVINGS IN A PARTICULAR RECIPE."
170 PRINT

180 PRINT "ENTER THE RECIPE NAME"

190 INPUT AS$

200 PRINT

210 PRINT "ENTER THE # OF INGREDIENTS IN RECIPE"
220 INPUT I

230 PRINT

240 PRINT "ENTER THE NUMBER OF SERVINGS ALLOWED"
250 INPUT A

260 PRINT

270 PRINT "ENTER THE NUMBER OF SERVINGS REQUIRED"
280 INPUT B:PRINT CHR$(125)

290 PRINT

300 DIM A(I)

310 PRINT "ENTER EACH INGREDIENT AMOUNT, AS GIVEN"
320 PRINT "IN THE RECIPE. THIS AMOUNT MUST BE IN"
330 PRINT "A DECIMAL FORM (1 1/2=1.5) .":PRINT
340 FOR X=1 TO I

350 PRINT "INGREDIENT # ";X

360 INPUT Y:A(X)=Y

370 NEXT X

380 PRINT

390 REM CALCULATE AND LIST INGREDIENT AMOUNTS
400 PRINT "RECIPE NAME: ";AS$

410 PRINT "SERVINGS: ";B

420 PRINT

430 PRINT "INGREDIENT #","AMOUNT"

440 C=B/A

450 FOR X=1 TO I

460 PRINT X,,C*A(X)

470 FOR T=1 TO 708

480 NEXT T

490 NEXT X

500 END
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CHAPTER 23

The Basic Diet

Are you noticing your waistline expand while you
spend more and more time in front of your system?
If so, it's probably due to lack of exercise and im-
proper diet. Now you can get help from the basic
diet program. See Program 23-1 for the program
listing.

The program will help you to your weight loss
goal, or tell you if you're underweight. It will decide
what your proper weight should be (within 5%),
from the input of your current weight, height, and
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ENTER CURRENT WEIGHT (LES)

? 1852

ENTER HEIGHT (FT,IN)

? 5.8

ENTER SEX 1=MALE Z2=FEMALE

? 4

YOUR CURRENT WEIGHT IS 152 LES

YOUR FROFER WEIGHT SHOULD Ei&E 150 LES
YOUR WEIGHT LOSS GOAL IS 2 LES

ENTER DESIRED WEEKLY WEICGHT LOSS IN LES

? a8

WEIGHT LOSS TAELE

CURRENT WEIGHT= 152 LES
NEEK # WEIGHT TOTAL LOSS (LES)
i 151.5 5

2 151 1

3 150.5 1.5

4 150 2

YOU HAVE 4 WEEKS TO REACH 150 LES
AFTER REACHING YOUR GOALs YOU SHOULD
MAINTAIN YOUR WEIGHT WITH 1900 CALORIES

FER DAY (WITHIN 10%).

Fig. 23-1. The basic diet sample run.
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sex. It will determine the number of pounds you
should lose to attain your goal. Then, a weight loss
table is printed, derived from your input of the
desired weekly weight loss. Finally, a daily calorie
value is given (within 10%) to maintain your weight,
after you reach your goal. A sample run is given in

Fig. 23-1.

Table 23-1. 1100 Calorie Diet

Breakfast
1 egg with 1 teaspoon of margarine
1 piece of melba toast
Coffee or tea, with milk and sugar substitute
Tomato juice

Lunch
4 oz meat, fish, or chicken with 1 teaspoon of margarine
1 piece of melba toast
1 cup of salad with diet dressing
or
1 cup cooked vegetables
1 cup fresh fruit or %2 cup jello

Dinner
5 oz meat, fish, or chicken with 1 teaspoon of margarine
1 piece of melba toast
1 cup of salad with diet dressing
1 cup cooked vegetables
1 cup fresh fruit or ¥2 cup jello

Anytime drinks
Coffee or tea, with milk and sugar substitute
Diet soda
Tomato juice
Skim milk

Food Between Meals Condiments

Raw vegetables Mustard Catsup

Dill pickles Relish Horseradish
Diet gelatin Onions Herbs
Mushrooms Spices Soy sauces




THE DIET

A 1100 calorie diet is provided to help you lose
weight. See table 23-1 for the diet. A list of calorie
and protein values for some of the more common
foods is given in Table 23-2. Before following the
diet, consult your physician for the go-ahead.

EXERCISE

Set up a plan of exercise. Daily running, walking,
or bicycling will help burn off some of those unused
calories; and it's good for you.

THE PROGRAM

The program is written in BASIC, and is compati-
ble with most systems. It calculates an adult’s
weight, above the age of 25, using his or her height
and sex. It also calculates a daily calorie value, for
maintaining the proper weight. You may find that
the calculated weight is less than expected. But this
lower weight is healthier for you, unless your doctor
says otherwise.

Table 23-2. Food Calorie List With Protein Values

Protein
Portion Calories | (grams)
Meat, Fish, Eggs
Meat, fish, poultry 3 oz cooked 245 23
Hot dog 1 medium 155 6
Ham 1 oz 80 6
Tuna 20z 115 16
Bacon 2 slices 100 5
Eggs 1 medium 80 6
Dairy

Milk, whole 8 oz 160 9
Milk, skim 8 oz 90 9
Milk, chocolate 8 oz 190 9
Cheese, American or 1 oz 110 8

Swiss
Cheese Food 10z 90 6
Cottage cheese 1 oz 30 4
Butter 1 tablespoon 100 -
Cream, light 2 tablespoons 60 1
Half-and-half Ya cup 80 2
Ice cream, vanilla Y4 cup 145 3

Main Dishes
Spaghetti, Italian 1 cup, with cheese 260 9
Macaroni and cheese | % cup 350 14
Meat and vegetable

stew Y% cup 160 12

Bread

Bread 1 slice 60 2
Biscuit 1 medium 140 3
Crackers 2 medium 35 1
Rye wafers 2 small 45 2

Table 23-2-cont

Protein
Portion Calories | (grams)
Vegetables
Green beans 4 oz cooked 15 1
Carrots 4 oz cooked 20 2
Green leafy 4 oz cooked 20 2
Peas 4 oz cooked 60 5
Corn 4 oz cooked 85 3
Potatoes 1 medium, cooked 80 2
Tossed salad % cup, without 30 2
dressing
Salad dressing 1 tablespoon 75 -
Fruits
Orange 1 60 1
Melon ] 60 1
Peach 1 35 1
Strawberries 8 oz 55 1
Apple 1 70 -
Avocado Ya 90 1
Cooked fruits, lightly 40z 100 1
sweetened
Fruit juice 4 oz 50 1
Cookies, Cakes, Candy
Cookies, plain 2 small 120 1
Cupcakes, iced 1 medium 185 2
Brownies 12" x 2" x %* 140 2
Doughnut 1 medium 125 1
Cake, iced medium piece 370 4
Cake, sponge medium piece 115 3
Candy bar, chocolate | 7% oz 130 2
Fudge 17 square 100 -
Marshmallows 1 average 25 -
Snacks
Nuts, roasted 30 peanuts 165 6
Potato chips 10 medium 115 1
Popcorn, lightly

buttered Y4 cup 35 -
Pizz<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>