The computer's memory is like a filing cabinet. If
we throw infermaltion inside the cabinet and do
not place it in a file folder, it will be very difficult
to find that information again. The containers are
like folders into which we place information,

Compumate™, like most computers, uses two
difterant sets of containers. One set of
containers holds only numbsers, the second sel
holds anly letters and words.

The names of the confainars that hold only
numbers ang;

ABCDEFGHIJKLMNDP

Tha nameas of containers that hald only leiters or
WOords ang:

0%5,R5,55.T5,US VS, W3 X5, Y5.Z3

Motice the dollar sign thal is attached to each
name. This reminds both you and the computer
that this container holds only letlers or words.

Here is an example for you to type. It uses
containars that hold only letters or words.

10LETGS = “HI"
HLETTS = “THER
E

30 PRT Q%
40PRTTS
L

Type RUN. Compumate™ should print the words
“HI'" and “THERE" on tha screen.

INPUT

&g ils name implies, the instruction INPUT
albows you to put scmething into the computers
memaory. Of course we must also use a container,
Type the following:

10 INP A

20 PRT A
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Mow type RUN. A guestion mark will appear on
the screan. Type in any number and press
ENTER. The computer will then print it out. Do
you understand why? Line 10 tells Compumata™
to wait until Enu type In a number. Than
Compumate™ places your number In contalner
“A", Line 20 tells Compumala™ to print whatever
is stored in “A", Since the number you typed Is
storad In “A", it prints your number. Try it. Type a
number and then press ENTER.

Here |3 an axample of an INPUT to a container
thatl holds only letters or words. Type:

10INPTS
20 PRT TS

Type AUN. A guestion mark will appear on the
screen Compumate™ is waiting for you 1o type
in & few letters or a word and press ENTER. Then
it will primt wehatever you typed. ¥ ou must
anclose the letter or word that you type in double
Quotation marks, for example, “Computars”, Try
it. Type a word, then press ENTER.

IF-THEN

It°s time fior us (o présent a program which is
alightly more complex. Type the following:

10 LETA= RND{5)
20INP B

S0IFB=ATHEN
PRT “CORRECT"

This program is designed 1o play a guessing
game, The computer picks a random number and
places it in contalner “A" (line 10). it then walts
fior you to Inpul your guess of a numbser from O 1o
8, which it than stores in container “B" (line 20),
Then the two containers are compared. If the
numbaer in container “B" (your guess) equals the
numbar stored in contalner “A™ (the random
number picked by the computer) Compumate ™™
will print "GORRECT".

RUN tha program and try your luck. If you do not
guess the correct answer, Compumate™ will end
the program, and print its usual “OK™ massage
on the screen. If you don't get the guess correct
the firat time, then RUMN the program again, and
again, and...
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It might not be obviows from a guick look at tha
last program (which was used 10 demaonsirate
the IF-THEMN command) what the program was
intended to do. To remind yourself what a
program is Suppodsed 1o 4o you have The opthon
of placing commeants in your programs. Taking
ihe last program as cur example you should be
able to tell very quickly which ling in tha
following program we have added.

5 REM GUESSIN
G GAME
10 LETA = RND(5)
20INP B
30 IF B= A THEN
PRT “CORRECT"

Line § is the addition. It containg the REM
instruction which is the abbreviated form of
REMark. Whatevar words follow the REM
instruction are fior your benefit only. They are
ignored by the campuler, and are not used
together with the rest of your program.

FOR-NEXT

Type the following program:
10FORA=1TO

100
20PRATA
30 NEXT A

Mow type BUN and you will see all the numbers
between 1 and 100 printed on the screen, oneg
after the other, Do you understand why this
happenad?

Take a look at the progeam you just typed.
What's tha problém—Iit's not on the Screen and
you don't want to retype the whole thing? The
solution is simple. Press the FUNC key and while
holding it down press ihi LIST key (the K" key)
and then ENTER. ¥ our program will be LISTed on
the screan.
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Lime 10 tells Gompumate™ to place all the
numbers batwean 1 and 100 into the “A"
container one at a time, The obadiant compuber
begina by putting a 0 in the *&™ container. The
instruction PRT A on line 20 forcaes
Compumate™ {o look up the number stored in
the “A" container and display it on he Screen.
Then on ling 30, Compumate™ s told bo take the
next number after 0 and place that in the “A"
container, Since a contalner can hold anly cne
itarn at a tima, the 0 is removed from the “A"
container and the number 105 inserfed into the
“A" conlainar, Thin the computer s sent back bo ling
10 to begin the process again.

Since the number 1is one of the numbers that
ware specified o be placed in the "A™ container,
the computer procesds to line 20 where
Compumate™ finds the number 1 stored in “A"
and prints it an the scresn. Line 30 causes the
number 1 to be erased from “A", places the
numiber 2 in container *&" and retuns 1o line 10
This loop continues until the 100 is placed In“A"
and printed on the screen. Since the numbear 107
is past the boundary of 100 (which we told the
compuler 1o stop a1), Compumata™ does not
print the number 101, but simply Stops.

The FOR-MEXT sat of commands are always a
pair. Never use one without the other, The FOR-
MEXT loop works much differenthy than the loop
that we can create with the GOTO command. As
your pragramming skills develop, you will learn
when the use of aach is appropriate,

If you want to stop a program before it ends, for
example, you want 1o stop the above program
balore it prints all the numbers from 1 to 100,
Then press the FUNG key and while halding it
down press the BRE key (the “B” keyk To
continue the program from whera it pausad,
press the FUNC key and while holding it down
prass tha CONT key (the “C” key).

GOSUB-RETURN
Typea in the tollowing:
10PRT1

20 GOS 70

30 PAT3



40 GOS 80

50 GOTO 90
TOPRT 2

TSRTH
BOPRT 4

85 ATN

80 PRT “BYE™

Type RUM and you will 2ee the numbers 1-4 and
the word BYE printed on the screan.

Line 10 prints the number 1, The instruction GOS
on line 20 is the abbreviated form of GOSUB
which tells the computer 1o jump to the specified
line. So the computer jumps to line 70 and prints
thea number 2. It continues to line 75, where It
sees the instrection BTH which is shart far
RETURM. RTH sands Compumate™ back 1o the
line that follows the one it jumpad from. Since it
jumped from line 20, Compumate™ returns (o
line 30 and prints number 3, Line 40 sands it to
lire BO whare it prints the number 4. Line 85
sends i1 back to lime 50, Line 50 sends it to line 30
and it prints BYE.

Wa hope that you followed the flow of the
program, Here i3 the order in which the lines of
instructions were followed:

1. 10

[ - T S
=l
Lol

B O o~
& 8 R 8 &8 8

&
=1
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The GOS-RTH sat of commands is a palr, Nevar
use one without ithe othes.

What is the difference batween the GOTO
command and the GOS-RTN command? Well
both commands cause tha compuler (o jump to
anoiher line, The difference |5 that whan tha
GOTO command causes the computer to jump,
the computer doesn't remember the line Dhat i1
jurmpesd Trom, Thues (o relurm to 1ts line of
depariure, you must instruct it with anothes
GOTO command., However, when the GOS
command causes the compuier 1o jump, all you
need do s tell it BTN, —without specifying a ling
numbsr 10 return to—and Campumata™ will
rememibser from which line it jumpsd.

To save and load BASIC programss [ollow the
diresctions in the previous chapters on music and
graphics.

Important! To change a line of instruction:

There are two ways 10 change a line ol & program,
Lat's take the following sSimple program as our
example:

10 PRT “HI"
20 PRT “LO"

If you want to erase line 10, you can lype the
number 10 and immedialely press the ENTER
kiry, To prove that this line has been arased,
press the FUNC-LIST key combinalion and you
willl ses that only lire 20 will be listed

& second way 1o erase a line is to press the
FUNC-DELE key combination. Then type the
number 10 and immediately press ENTER. This
willl chalete line 10.

If you want to change line 10 to print the word
“HE", gimply retype the whole line 10 read:

10 PRT “HE™

NOTE: There is much mose 1@ the BASIC
computer language than could possibly be
utilized by vour Alar VT3, even with the help of
Compumate™, While Compumate™ provides an
excellent introduction 1o computers there is
rmuch Fone Lo compuler programming, art and
miusic, When you have played with
Compumate™ and feel that you want 1o step up
1o & more powerful parsonal computer,
Spectravideo will ba waiting with its S\V-318. The
SV.318 is your gateway (o the world of practical
and aflordable personal computing.
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APPENDIX A

Error Code Numbers

And Their Meaning

CODE # MEAMING

i]

An instrection that is illegal in direct
mode is entered as a direct mode
command. a.g. the instruction FOR was
typed and you pressed ENTER in direct
mode, You forgol that the FOR
instruction can only be used in a

program.

You usad a command that belongs In
Immediate mode Inglde a program that
you aré trying to save on & cassette tape.
a.g. the inatruction LIST or RUN was
placed in a program.

Tha camputar ran out of memory
because your program was 100 large, or a
FOR-MEXT loop was nested mora than
four levels deep, or & GOSUE was nested
greates than 6 lavels deep.

Tha siring of characters you tried to store
Im & contalner is 100 long, it will not Fit.
Lessan the number of characters,

You triad to place a number in a
container that holds only words, or &
letter in a container that holds only
numbers.

You used the FOR instruction without
matching it with the NEXT instrection.
Don't forget they are always a pair,

Imvalid expression. What you typed
doesn't mean anything to Compumate™,

Chack your spelling,

The number you inpul is either too small

(less than - 980888 or too big (greater
than + 8999998 for Compumate™ [0 use.

The numbar resulting Trom a calculation
that Compumate™ performed is too
small or 1oo big.

You tried 1o divide by zero, You forgol
that, even in elamentary school math,
this s not allowed.
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10

1"

12

13

14

You used the ATH instruction but did nod
uge a matching GOS instruction, You
fargot that the GOS-ATH set of
instructions s & pair.

You spacified the ling numbsr for a
GOTO, GOS ar other instruction to jJump
1o, Bl there IS no SUCH ling numbser in
YOUF prograrm.

You have tokd Compumate™ to
COMTinue a program after you paused i1
(with the FUMNC-BRKX instructian), bul il
cannof continue.

Somathing went wrong whan the
cassetle recorder was baing used io load
apragram. Try it again, being caraful nat
to [ostle the machine.

An expression is too long bacausa it

containg more than 10 numbers or
variables (containars).

APPENDIX B

Trouble Shooting Chart

SYMPTOM

NO POWER

NO SOUND
OR PICTURE

NO SOUND

NO COLOR

POSSIBLE CAUSE REMEDY

Power Switch
nof turrad M.

Power cable not
connaciad

Wrang TV channel

Wrang TV hook up

Loose video cable -~

TV woluma loo [ow

Turn on Power switch
which I3 on the |laft-hand
sida af the maching,

Ba sura {he power cable
is connected ta tha

compuier and the wall
sockels.

Select channel 2 or 3
Hook up the computer
to the “VHF'" antenna

terminals.

Be sure all video cables
are securely fastenad.

Adjust the valume
control of your TV,

Scdjust TV colar e
and fine tuna the TV,
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