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My time has come:
creatmg a digital clock

Now you are going to turn your
screen into a clock face, with
your own digital clock telling
the time on the screen. Once
you've typed the clock in, you
can add an alarm and set its
time. Your computer already
has its own clock built in so that
1t can co-ordinate all its
activities. This means that it
always does the same task in
exactly the same time. So
making the computer tell the
time as well as use it is easy.
The easiest way to do it is to
use a nest of FOR. .NEXT loops.

~Type in the Lline numbers\
as they are shown. This
gives you room to add

7~ further features to the

”;fprogram_Later in this

chapter. AJ

120



50
100
110
120

500
510
520
530

552
535

540
710
720
730
740

PRINT CHR$(147)

FOR H=0 TO 12

FOR M=@ TO 59

REM SPACE HERE FOR
FURTHER CLOCK
FEATURES

FOR S=@ TO 59

FOR T=0 TO 9

FOR A=1 TO 28:NEXT A
PRINT “ G
MZE P28;€ 75T

PRINT CHR$(19)

FOR Z=1 TO 40:PRINT
v SNEXT 7

NEXT T

NEXT S

PRINT CHR$(147)
NEXT M

NEXT H

Look how the FORs and NEXTs
must be inside each other - so
the first FOR is linked to the last
NEXT. In the middle is ‘A,
which simply slows the program
down so that the tenths of
seconds change at the right
speed. So when the program
does nine loops with ‘A’, it goes
onto "T", and so on.

121



Your turn

Numbers changing on the screen don't look
particularly impressive so now we can add
a little colour to the program to dress the
clock up. To make your clock a little more
attractive you can now enter these lines into
the program.

300 PRINT CHR$(158)
525 PRINT “ HR*MIN:SEC “F”

S3P APRINT. » ~ ropess
M;Il II;S’.II I’;T; /
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AN ALARMI
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NG CHANGE

\ 3)3\ Project

‘ With just a few extra lines you can put an
alarm in the clock program, and then use it
to time a game or task.

If you leave it on long enough, it will clock
up 12 hours and go back to 8 hours again.
However, you are not likely to want your
computer to run the clock for more than a
couple of hours at the most.

The clock counts the minutes and the hours
from the time you first RUN it — so it starts
from 0 hours, 0 minutes and 0 seconds and
keeps clocking the time up from there,
unlike a normal clock. Once the alarm has
started, let it run through because it will turn
off the flash and change the colours, except
for the alarm pattern on the screen. All you
have to do is clear the screen and your
computer will be back to normal.
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—~ Here's the revised version of the

clock program — with the built-in
alarm.

5 PRINT CHR$(147)

10 INPUT “HOW MANY
HOURS FROM NOW DO
YOU WANT TO SET THE
ALARM FOR”;Y

20 INPUT “AND HOW MANY
MINUTES AFTER THAT
HOUR”; X :PRINT
CHR$(147)

30 PRINT “ALARM SET
FOR ”;Y;” HOURS AND
7:X;* MINUTES FROM
NOW”

50 FOR B=1 TO 80@:NEXT
B:PRINT CHR$(147)

100 FOR H=@ TO 12

110 FOR M=0 TO 59

120 REM

200 IF M=X AND H=Y
THEN GOTO 900

300 PRINT CHR$(158)

500 FOR S=0T059

510 FOR T=0T09

520 FOR A=1 TO 28:

NEXT A

525 PRINT “ HR MIN
SEC F”

530 PRINT “ " H;

LMY 8 el
532 PRINT CHR$(19)
535 FOR Z=1 TO 4@:PRINT
“ e s NEXTZ
540 NEXT T
700 REM
710 NEXT S
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720
730
740
900
910
920
930

PRINT CHR$(147)
NEXT M

NEXT H

PRINT CHR$(147)
FOR Z=1 TO 100
POKE 53281,2
PRINT

ALARM”’
POKE54276 ,0: POKE
54277 ,0:POKE54272,0
POKE54296,15 : POKE
54276 ,33:POKE
54277 ,64:POKE
54278 ,64

POKE 54273 ,36:POKE
54272 ,85

FOR W=1 TO 30:
NEXT W

NEXT Z

POKE 54296 ,0:END

950

960

970
980

1000
1010

The alarm goes for about 40
seconds and then the program
stops. You know how long the
alarm has been going for the
first 40 seconds because of the
number of ‘Alarm’ lines on the
screen. What happens if you
miss the alarm completely?

It might be useful if you made
the clock start up again so that
you knew how much time had
passed since the alarm went off.
Get the clock to start again,
using a RETURN statement.

You can also use this feature
to give you the time every
quarter of an hour. You'll find
that you'll have to do some
thinking to get the clock to start
up again. If you just put in a
RETURN, you won't get the
alarm after the first time. Try a
GOTO instead. You might find
that a statement to clear the
screen in the right place would
get rid of the flashing between
alarms.
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- MAKEIT FUN ; ,
~ The Commodore 64 Whizz Kid is for kids from six
‘upwards and their parents. It's a book of programming
projects that are great to look at and easy to create.
There's computer music, drawing, animation, games of
chance and guess work and much, much more.

MAKE IT EASY

You can learn a lot from these projects. Between them
they cover the basics of programming. But that doesn't
mean heavy reading. The Commodore 64 Whizz Kid
makes light work of it all. There are colour pictures and
diagrams on every page, plenty of handy hints - and good
listings.

MAKE IT WORK

The listings are the starting point for on-screen action -
and plenty of it. They're the starting point for your own
ideas as well. Follow the Whizz Kid projects and you'll
find your programming muscles start expanding - fast.

THE BOOK TOMORROW’S PROGRAMMER NEEDS
TODAY.

COMMODORE 64 WHIZZ KID

ISBN D0-582-91L09-7

Computer “ ’“
Books 9 1780582916098




