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Preface

The microcomputers from Commodore Business
Machines Inc. are among the most popular around the
world for use in the home, in the classroom, in the
business office. In fact, they may be the all-time
best selling personal computers to date.

The lightweight desktop design of the ultramodern
Model 64 and VIC and their powerful BASIC language
capabilities place them in the forefront of the new wave of
computers for hobbyists, students, teachers, parents,
professionals and business persons who want to learn
the new technology.

These powerful microcomputers are not toys! Their
hardware and software combinations make them highly
useful tools in the business environment and the
classroom as well as in the home.

The total number of applications to which the various
Commodore models can be put is limited only by the
scope of the imagination. In this book, we have attempted
to create and share 40 new practical sets of program
ideas and appropriate applications software for your use.

This book, as well as all published by ARCsoft
Publishers, is written for newcomers, novices and first-
timers, as well as for advanced users of microcomputers.
Our intention has been to provide easy-to-type-and-run
programs for the Commodore 64, VIC-20 and other com-
puters using the Commodore version of the BASIC pro-
gramming language. You type these programs into your
computer and it does the rest. You do not have to be a pro-
grammer or program writer to use this book.

This volume is a companion to 707 Programming Tips &
Tricks for the Commodore 64 and VIC-20and to 34 VIC-20 &
Commodore 64 Computer Programs for Home, School &
Office and to Commodore 64 and VIC-20 Computer Pro-
gram Writing Workbook. A

—Howard Adler
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Introduction

This is a book of programming advice and actual
working programs for the Commodore Model 64,Com-
modore  VIC-20, and other personal microcomputers us-
ing the Commodore Business Machines Inc. version of
the BASIC programming language.

There continues to be a great need for practical and
useful software for the new generation of popular per-
sonal computers. The Commodore 64, Commodore
VIC-20, and other personal microcomputers from Com-
modore Business Machines Inc., are among the world’s
most popular computers for use in the home, in the
classroom and even in the business office.

Commodore computers are powerful, versatile and
flexible—but what can they do?

Once you've purchased the hardware, you need
down-to-earth workable programs to run the computer.
In this book, we provide 40 program ideas and appro-
priate complete easy- to-type ready-to-run sets of program
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listings for you to use in your own Commodore computer,
to make your computer work for you.

These programs are useful in themselves. They also
make good starting points for further development as you
learn more and more about how to program your own
computer. Read these programs. Type them into your
computer. Watch them run. Analyze how the lines in the
listings cause the computer to step through a sequence
of operations to reach a final goal. You'll see how pro-
grams are organized, how they work. You can use these
fun and practical programs and then, later, modify them
to do more or different work. Expand them to suit your
needs as your interests grow.

These programs are designed to be typed into your
Commodore computer, just as you find them in this book,
via the typewriter-style keyboard. No other programming
is needed.

We assume you have read the owner’s manual and in-
structional pamphlets which came with your Commodore
computer and any accessories you may have. You know
how to hook the computer to your TV and to other ac-
cessories you have. You know how to type programs into
the computer. If you don’t know these beginning steps,
please review the instructions in the Commodore owner’s
manual.

You do not have to be a programmer to use these
pieces of software. Just type them in, as you find them
here, and run them. They will work!

Computer printouts

To make sure no errors appear in this book, we have
written and tested each of these programs on our own Com-
modore computer and we have printed them on our VIC-
1525E graphic printer. Some tests were made on the
Commodore 64 and some on the VIC-20. The hardcopy
printout from the 1525E line printer is reproduced directly in
this book. Since no PEEK or POKE commands appear here,
all of these programs work equally well on both the Commo-
dore 64 and the VIC-20.

The Commodore computer operated the printer and
listed these programs. No human hands came between
the computer and these listings so no re-typing or proof-
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reading errors have been introduced. You should find that
these programs will run exactly as reproduced here.

If, after typing in a program, you get an error message
from your Commodore computer, compare your typed
program carefully with the program lines in this book.
Remember that every space, punctuation mark, letter,
number and symbol counts and must be in the computer
exactly as in this book.

If you do get such an error message, the most likely
cause will be found to have been a typing error in transfer-
ring the program from this book into the computer.
However, should you find an error in this book, please call
it to the attention of the author by sending a postcard or
letter to him in care of ARCsoft Publishers, P.O. Box 132,
Woodsboro, MD 21798 USA. The author will appreciate
being able to make any necessary corrections to future
editions of this book.

Commodore 64/VIC-20 compatibility

Most programs written on the Commodore 64, in
BASIC, will run on the Commodore model VIC-20. Simi-
larly, most VIC-20 BASIC programs will run on the Com-
modore 64.

However, programs using the BASIC commands PEEK
and POKE are not interchangeable between the two com-
puter models from Commodore. The BASIC word POKE
sends data into a specific memory location in the computer.
Such a memory location is identified by a number, often
called the memory POKE number. The various memory
location numbers in the Commodore 64 are different from
those in the VIC-20. Thus, a POKE command which works
in the Commodore 64 won’'t work in the VIC-20. And a POKE
which works in VIC-20 memory won’t work in the Commo-
dore 64. Please refer to the owner's manual which was
supplied by Commodore with your computer to determine
the exact memory POKE numbers for your computer.

PEEK, on the other hand, allows you to examine the
contents of specific memory locations within the computer.
You can PEEK into a memory location to see what already
has been POKEJ there. VIC-20 programs using PEEK will
not find the same memory location numbers on the Com-
modore 64, and model 64 programs will not find the same
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PEEK locations in the VIC-20. Thus, PEEK will not work
interchangeably between the two programs.

We have attempted to eliminate all PEEK and POKE
uses from the programs in this book so you will not have to
worry about the compatibility problem.

How to use this book

This book has been organized into four sections for
your convenience in finding programs. The first section
includes programs of a money or financial nature.

The second section includes programs which we hope
you will find fun to use. Some are games, some are prac-
tical and some can be used to wow your friends by demon-
strating the seemingly-mysterious ways in which the com-
puter can operate faster than a speeding bullet.

The third section holds programs designed to be edu-
cational in nature. Using these can provide fun and excite-
ment while learning occurs.

The fourth section finds the computer making life
easier by doing the hard math which can be very practical
yet difficult to perform. These turn your Commodore com-
puter into a super-fast electronic helper!

Naturally, these sections as we have divided the book
are not rigid or exclusive. You undoubtedly will find some-
thing in the math or finance or fun area which will be educa-
tional. The educational programs can be fun and practical.

Try them all. They are great fun to run. And they are
especially designed to be short so you won't have to spend
hours typing any one program into your Commodore
computer.

Please note that each and every one of the programs
in this book is complete and ready-to-run in BASIC
for you to use.  Try them all. They are great fun to
run. They are especially designed to be short so you won’t
have to spend hours typing in one program.

As your knowledge of BASIC and how it makes your
Commodore computer work grows, you will be able to
build on these elementary programs to create ever-more-
complex schemes for practical applications.
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Endless running

Many of the programs in this book will continue to
run until you command them off manually via the RUN
STOP key. You may stop any run, at any time, by pressing
the RUN STOP key on the left side of the keyboard. This
RUN STOP function in the Commodore computers is the
same as what is called BREAK on other microcomputers.

REMarks

As you read through the 40 programs in this book,
you will notice very few REM, or remarks, statements. The
author’s training in writing BASIC-language computer
programs included an emphasis on brevity and saving
memory space. A sharp editing pencil was in order—and
still is!

REMarks and explanations in software are out. Hon-
ing, fine tuning and waste trimming are in. Use of coding
form program-writing worksheets is encouraged. Such
worksheets can be found in the publication, Commodore
Com puter Program Writing Workbook, available from
ARCsoft Publishers. Your objective always should be to
make the most efficient use of available memory.

Here’s another important note to remember: even
though they may be headed toward the same goal, no two
programmers will write the exact same list of BASIC in-
structions, or program lines, from scratch. As you load
these programs into your Commodore computer, one at a
time, you’ll make modifications to suit your personal
needs and interests if you want to. For instance, the exact
wording of PRINT statements can be changed. Or two or
more programs can be combined into one grand scheme.
Your applications may vary.

By the way, if you want to load more than one of
these programs into your computer at the same time, be
sure to use different sets of line numbers for different
programs. For example, only one line can be numbered
10. There cannot be two lines numbered 10 in the com-
puter at the same time.

We use the words ENTER and RETURN inter-
changeably. Programmers today generally mix the use of
the two words, to mean the same thing. In this case, we
mean the RETURN key on the right hand side of the Com-
modore keyboard. For example, you ENTER a line into
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program memory by typing it into the computer and press-
ing the RETURN key at the end of the line. Pressing
RETURN causes it to be ENTERed into the computer’s
program memory.

Other computers

These programs will run on other computers which
use the BASIC language. However, to run these programs
on other non-Commodore computers, you probably will
have to make at least slight modifications to program
lines. Graphics commands, especially, will differ
elsewhere. Also, use of multiple-statement lines, using
the colon (:), can be quite different in other brand-names
of computer hardware.

Also, if you use a non-Commodore computer, such
things as line numbering, spacing, logical tests,
multiplication symbols, print statements and other in-
structions may be different.

Refer to the owner’s manual which came with your
non-Commodore computer. Compare its version of the
BASIC language with Commodore BASIC.

The author would like to have your suggestions for
future editions of this work, or for other titles in this
series for the Commodore computers. The author may
be addressed in care of ARCsoft Publishers.

Standalone vs. subroutine

The programs in this book may be used as por-
tions of larger lists of instructions to your Commodore
computer. They can be written in as GOTO or GOSUB ob-
jects. To do so, make appropriate changes to the first line
(usually numbered 10 in this book) and to the last line of
each program.

If you create a subroutine, remember that every
GOSUB must have a RETURN. RETURN must be the last
line of every subroutine.

If you work one of these programs into a larger set of
instructions, be especially careful of your memory
(variable) names or labels. They must agree with, and fit
into, those you are using in the main program. Also, be
careful of line numbers. No two programs can occupy the
exact same set of line numbers.
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Learning programming

These programs are written to be typed into your
Commodore computer just as you find them here—with
no extra programming needed. We assume you know how
to turn on your computer and how to go about typing in a
program.

Many of the programs and most of the programming
advice in this book will be of interest to old hands, as well
as newcomers, since we are presenting new twists and
more powerful exercises aimed at making your computer
do more work, more quickly.

Amidst the three dozen programs in this book, you
will find countless ideas for using your computer. Each
piece of software is intended to make you a more-
versatile programmer and make your programming chores
lighter.

This is not a replacement for the owner’s manual
which came with your Commodore computer. You need
to read it thoroughly, first, then use this book as a supple-
ment.

Use this book to stimulate your thinking about how
to approach various software problems and projects. Use
it to get good ideas for new and different approaches to
all of your programming goals. As you grow and develop
as a program author, modify these programs to make your
computer do even more.

Happy programming!
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Home Finance Programs






Car Payments

Shopping for a new car? Use your computer
to compute quickly the potential monthly car payment

on various models.
Imagine you want an $8000 car and are prepared to put

up $1000 against the purchase. You want to arrange to
finance the car for 36 months. You know the currentannual
interest rate on car loans is 15 percent.

Key in those few numbers and the computer instantly
tells you the car payment will be $242.66 per month.

Program Listing

18 PRIMNT CHE£C147 2 REM CLEAR SCREERM
BGOSR 386

3@ PRIMT"ALGTOMOBILE FAYMERT"

e GOSUE SRA

B PRIMNT

R PEREIMT"FURCHASE PRICE 0

FECIMPUT T

5@ PRIMT"DOMNH FAYMESNT £

Qe IMPUT R

188 PRINT"HUMBER OF MOMMTHEZ"

118 IHPUT M

128 PRIWMT"AMHUAL IMTEREZT &¢

12 IHFUT I

148 I=C@,8l€lo" 1%

156 P T~RoM] A0 L1704+ 2 M0

R B e = A A N 1 S E T A I
17E FREINT

183 PRINT"FAYMENT 7, P
128 PRIMT

SEE GOSUR DB

218 PRINT

280 IMHFUT"FOR MORE PRESS RETURH" K
2@ LR

2o GOTO 19

SRR FOR L=1 TO 22

18 PRINT CHREEOLIEY

A HEST L

b RETLIRM
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Sample Run

T P T T )
AUTOMOBILE FAYMEMT
AP 0 00 0 AR P A8 AR D 0

FURCHASE FRICE £
SEAR

TOWH FAYMERT #
1EEeE

HIUMBER OF MOMTHS
A

AMHUAL THTEREST =

13
FAYMEMT £ 2942 66
000 A P R

FOR MORE PRESS RETURN

Money Grows

This program shows you how your money grows
when deposited in a savings accountat a certain annual
interest rate, compounded monthly.

The program will have the computer ask for the initial
amount of principal saved by depositing in the account.
Then the annual interest rate and the number of months
to be displayed. The result of the run is a display of the
changing principal as months pass and interest is added
on.

Line 10 clears the text screen. Lines 20 to 40 take in
data from you. Lines 50 to 90 put out the results. Very
handy!

Line 85 is a timing loop to slow down the presenta-
tion so you can digest the information. To make it even
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slower, increase the number 400 in line 85. To make it
faster, decrease the number 400 in line 85.

Program Listing

FRINT CHR#C1472 REM CLEAR SCREEM
IMPUT " PRINCIFAL #"iF
INFUT"AMMUAL IMTEREST %"R

IHPUT "HUMBER MOMTHS" M

FRINT CHR#C1473 (REM CLEAR SCREEM
FRIMT " MOMTH? § SPCOT 2 5 BALFANCE "
FOR G=1 TO M

L3 Ry =
[ R ]

28

1

ARy

s R It I R 6 I N
T LS

B D= CPECE, BIHRD DS LE

B PsP+]

S PP=INTC100¥F+E. 53,198
8@ PRIMT Q. PF
55 FOR T=1 TO 488:HEXT T

MEST 2

1UH FRIMT FRINT

118 IHFUT"FOR MORE FRESS RETURM"KE
1w CLEGOTO 16

\ﬂ
._‘x

Sample Run

FRIMCIFAL £ 1808
AMHLIARL THMTEREST X 1@
HUMBER MOMTHS 12

PIOHTH BRALAMCE
e
161,74
1@2?.21
lﬂ "'.;- ¥ .J
lage. 3%
185185
1e52,.8
18983, 64
1877.55
1886, 52
1835, 58

1184.71

PR RN DY AN

WD T

A o s
- X

—
LS

FOR MORE PRESS RETURM
21



Nionthly Loan Payment

Here's a fast computation of the monthly payment on
a loan. The amount borrowed, the principle, is stored in
memory location P. | is the annual interest rate and N is
the number of payments. | is converted to a monthly in-
terest rate and then to a decimal in line 50.

Program Listing

18 FRIMT CHRE(1473:REM CLERR SCREEM
28 PRIFT"AMOUHT BORROWED £

25 IHPUT F

30 PRINT'AMHMUAL IMTEREST %

35 IHFUT 1

48 FRINT"HUMBER OF PRYMEMTS"

45 THPUT M

SE I=0. G140 IS 1E
G MeCF#T 0L Lok Do Tl 2

78 PRIMT:PRIMT

89 PRIMT'MOMTHLY PRWMEHT IE"., "M
58 PRINTPRINT:FRINT

188 FRINT'TO DO AMOTHER, "

16 IMFUT"FRESS RETURH" ;K

128 CLR

130 GOTO 16

Sample Run

AMOUNT BORROWED % 2000
ANNUAL INTEREST 7% 8
NUMBER OF FPAYMENTS 36

MONTHLY FAYMENT IS ¢ &2.&72729E
AMOUNT BORROWED % 1000

ANNUAL. INTEREST % 14

NUMBER OF FAYMENTS 48

MONTHLY FAYMENT IS % 27V.JZ64753
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Unit Price

Suppose you find 895 green Widgets and buy them
for $695. How much did each green Widget cost?
Rounded off, 78 cents.

Unit price is total price divided by quantity. The quanti-
ty can be expressed in weight, total numbers, etc. It works
the same whether you are talking about pounds of coffee,
yards of concrete, gallons of ice cream, boxes of books,
or units of Widgets.

This program asks for the name of the item, quantity
purchased and total price paid. It then displays quantity,
name, total and unit price.

Program Listing

18 PRIMT CHR$C1473

20 PRIMT"ITEM HAME:"

25 IMPUT HE

8 PRIMT

25 PRIMT"GUAMTITY OF ITEMS:"
48 IMPUT @

45 PRIMT

58 PRIMTTOTAL FRICE"

55 PRIMT"FRID FOR ITEMS: "

£8 IMFUT"$ "iP

7a L=F G

88 UlU=IHTClaasU+a,5) /108

98 FRIMT

1@ FRIMT H$:" UMIT FRICE"
110 PRIMT"IS $" ;UL

120 PRIMT:FRINT:PRINT

120 IMFUT"FOR MORE FPRESS RETURM"K$
148 CLR:GOTD 1@

Sample Run

ITEM HAME:
WIDGET
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QUANTITY QF ITEMS:
939

TOTAL PRICE

FPAID FOR ITEMS:

£ 14552

WIDGET UMIT PRICE

1S £ 14,67

FOR MORE PRESS RETURHM

ITEM MHAME:
THIMGAMABOR

FURHTITY OF ITEMS:

bR ba

TOTAHL FRICE
rixﬂ FOR ITEMS:
FORI5

THIMGRMAROE UHIT PRICE

is &£ .78
FOR MORE PRESS RETURM

Shopper’s Friend

This program finds the computer asking for certain
information and then telling you which product brand name
is the best buy.

The computer wil ask for the brand name of a product,
the quantity in the product package, and the price of the
package. Then it will ask for the name, quantity and price
for a second product.
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After digesting all this information, it will tell you the
brand name of the best-buy product and show you the unit
prices for both brand names so you can agree with the
computer's judgment.

For example, suppose you were looking at corn flakes
in boxes, one by Post and one by Kellogg. Suppose the Post
box contained 24 ounces of flakes and was priced on the
grocery shelf at $1.98 while the Kellogg box held 18 ounces

and was priced at $1.59. Which would be the better buy
based on unit price per ounce of flakes?

Run the data through your computer and you'll find it
computes the Post corn flakes to be the best buy with a unit
price of 8¢ vs. the Kellogg unit price of 9¢.

By the way, if the unit prices turn out to be equal, the
computer will say they are equal.

Program Listing

12 PRINT CHR#£C1475 REM CLERR SUREEM

ZR FRINT SPCO2"ESHOPPER S FRIEMD"

3E FOR L=1 TO 22 PRIMT"®": HESRT L:FRIMT

40 IMPUT"FIRST BRAHD" ;=¥

5@ IMFUT"QUAMTITY" M

S5 IF M=2 THEM 5@

G IWHFUT"FRICE" M

7@ IMPUT"SECOMD BRAMD"YF

SE IHPUT"QUAMTITY"

g5 IF Q=0 THEM @@

2@ IMFUT'FRICE" R

188 PRIMT CHR#.(1470 :REM CLEAR SCREEM

118 IF HA/M=R/E THEM S

12¢ IF MAMEIRAR THEM 308

288 FPRIMT Y$:" 1% BEST R

21 GOTO 48

398 PRIMT «“#:" I& BEST BUYY

488 PRIMT

419 PRIMT ®#." UHIT=%")INT10@% M0
+@. 57108

420 PRIMT Y. UMIT=£"; INTCIO0% (RS
+E. SR8
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430 FOR L=1 TO S:PRINT:MEXT L

448 IMFUT'FOR MORE PRESS RETURM",KE
458 CLR

468 GOTO 18

508 PRINT

S1E FRIMT W7 = "iv$

529 GOTO 429

Selling Prices
Of World Currencies

Your own world currency guide allows you to
convert money from one currency to another quickly.

The conversion amounts built into program lines 100
to 590 were selected from the New York City market one
day in August 1982. You should check later lists of selling
prices and modify the DATA lines (program lines 100 to
590) to show the current, correct amount. Check your
local bank or stock broker for the latest exchange rates.

The program will hold even more currencies, if you
need them, even in the minimum no-extra-memory-added
computer. Of course, you could gain even more bytes
of program memory for other use if you used abbrevia-
tions for country names or currency names. The problem
with such abbreviations is that you have to remember
them later!

As written here, the program includes 50 countries. If
you change the total number of countries by changing the
DATA lines, be sure to change the number 50 in line 630.
The program will run endlessly until you press STOP to
end it.

Program Listing

18 PRIMT CHR£C147 2 REM CLERR SCREEM
108 DATA ARGEMTIMA.FPESD. 8081

118 DATA ALUSTRALIA. DOLLAR, . 2815

12l DATA RAUSTRIA,SCHILLIMG, @384
128 DATA BAHAMAS . DOLLAR, 1
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COTIE T

T DATE
i THTH

| TFTF B

TWTH

TATH BELGIUM. FRAMC., J8215
TATA FELILE.UULLHRJ-
DATA BERMUDA, DOLLAR, L
IATA ERAZIL.CRUZEIRD., @053
DATA CAMADA. DOLLAR, 2114
DATA CHILE.FESO. @258
DRTA CHIMA, YUAM, 5236
DATA COLOMEIFA, PESO.  B256
DATH CYPREUS, FOUMD, 2. 1552
DATFA DEMMARE. PPUHE-.ILTH
TETE ECUFTE SR B
AR 2 PR TR ] 2 i I e L
DATH FIMLAMND MAREREFA, s2129
DFTH FREAMCE  FRAMC . 1475
THT A TR R o [Tl A S e
THETE GREAT BRITHAIM. PRI, L. 776
TIFETE G CE.D[HIHMH-.HL1h
TFETH iF L !
DETF Huuu Luhu
TFATE HUHGERY .
WATH TCELAMD .
HFETH
TETE
‘”'m

HFETE
T

Ia.ﬂljj
LMD GUTLDER ., 3751
TFTH HLH :EHLHHU N 2 e A b
DT HIuLﬁln LR T ol O N e
DT ! IrﬂHE W 1

SETRN, FLPEE , . 0509

SERLL SOL . D14

DATA POLAND, ELOTY, . 6125
*;:TUGHL,E“ruaW'.Gnin

DRITF SAUDI ARABIA, RIVAL . . 2907

PORETE SOLTH HFRILH FFRMD, o ESEET

vODETR

TATH

I T FESETR . B0
IR FUHH-u. i

DHTH e j"q”o
T |l1l111 Pk £HH| P o B
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n

it
o
i)
i —
EE 3N ¥
—
.
=

FLBLE. 1. '3,
VEMEZLIEL A BOL T VAR, . &
TETHE ZAMBLTA L EWACHA. 1. l.:J! g
r rlI‘ [T”I: l:”_l"‘lT' ll ’ <11
IMFLT CF
PEIHT
FLE L=1 T S
Pfﬂﬂ |'$

i}
2~
5 I8 I R

=g
Tt Y 3
53—

i

R R RN

Ty
N e O RO o 00 A0 00
sy

T 5

A BE A LR LN

T

Vi Oy

E THEM YEg

[ .T .
TR R N =
GOTO S
e ”Hfl

D0 e WIEH Tor
'lHT CORYERT DOLLARS"

B
FRIMTTO " oE

o
1 FRELHT U PRESD YOWES Y DR RO
S EET
mEE IR THER TR
SLE T RN THEM i
2R OIF ¥ U THE
R OG0T VRS
EE FOR Z=1 TO 12 PRINT MERT &
SEE TR
SEE S0T0 SR

DG FRINT CHREC 147
218 PRINT'DOLLAR FMOLHT"
Y T .ll,"[l‘rrll ”.:I:’

FRIMT ILCE: " "iME
FRIMT TABCLD “LSE" 05
GOTO 248

Sample Run
COUMTRY
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ZFMETA
KUACHA=LIEE & 1,089

Do Y0 WIS T
COMVERT DOLLFIRS

T HMﬂrHﬂ

FRESS WOWESY DR MM

IT'

DOLLAR AMOUMT
123

23 ZAMELF KHACHA
'—I —'I 1 A "'. .—In-:‘c-'

COUHTREY
BELIZE

DOLLAR=LSE = W5

D YOid kTEe TO
COMVERT DOLLARS

TO DOLLFR

FRESS wOWEDY QR MOMOD
2]

COLMTRY
HAITI

COURDE=SE W W2

Do YOl WISH TO
COMVERT DOLLFIRS
TOOGOURDE

FRESS YO9YESY OR ROMO

i
y

3:‘
s

iLLAR AMOUMT

o vy
(3
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v HALTI GOURTE
WEE 1504

COLHTREY
FIMLHMD

MFRERKA=LUSE W 2123

Do Y0 WISH TO
COMYERT DOLLARS

TO MARKEA

FRESS % OWES) OR MOMO
i

COUMTEY
C PRI

FOUMD=Li%5E w 2. 15352

0 WOl WIS TO
COWVERT DOLLFARS

T POMD

FRESS YOWESD OR MO0

IT7

DOLLAR AMOUMT
54321

SaEgl CHYPRUS POUMD
Utf 1Ivevz.a1s
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Fun Programs






Code Groups

Need some secret codes for your latest sensitive
mission? How about sets of five random letters for use in
Morse code practice?

This program has the computer generate an endless
string of random combinations of five letters.

Program Listing

18 PRIMT CHR%2C1473:'REM SCREEW CLERR
8 FOR L=1 TO S

3@ M=IMTCRLEREMICL )

48 IF MW<ET THEM 2@

S8 PRIMT CHRE$OMY.

B0 MEXT L

78 PRINT:GOTO 28

Sample Run

JHERY
SHYER
MAEHE
TAYEM
RFWEL
AWLEY
ZHFLIF
YTIM.T
REEZK
BrLHJ
USE00
YREKS
HTEKR
JIDVIIH
REUHF
ICHYI
IMLFE
BYbHM
GEYRI
HLLML
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WEROR
UFAFA
Y MBMHR
TDWESO
HPGGH
VEMFT
GULFD

Program Listing

REM#k#¥%THIS PROGRAM LISTIMNG HAZ THE
REM##¥€€COMFUTER FPRIMT O4 A LIME FPRINTER
FEMExEsglHICH MUST BE COMMECTED TO THE
COMPUTER

REM&#44%TO USE THIS PROGRFAM

T e e o
CPEM 3.4

S CMD 3

18 FRIMT CHR$C147 ) ' REM SCREEM CLERR

<8 FOR L=1 TO 3

ZE M=IMTOSTRRMDCL Y )

46 IF MOEDS THEM 38

S@ PRIMT CHRECHD

A8 MEAT L

78 PRIMT:GOTO 2@

SN ST

Eiis R S

Sample Run

HIURE
ZHCBS
RGHREF
BTHLLM
“RIRT
KLZZM
GRRES
WL TE
MCTFR
Fiat'y
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Secret Message

Secret messages can be lots of fun! They often are
composed of codes in which letters of the alphabet have
been replaced by numbers.

In this easy-to-use program, the computer generates
a list of pseudorandom numbers and assigns one number
to each letter of the alphabet. You use the numbers, in
lieu of letters, to write notes to your friends.

There is very little chance of the same number being
assigned to two different letters because available
numbers range from zero to 999.

When typing this program into yourcomputer,be sure
to separate the alphabet letters with commas in line 100.

By the way, note the nice two-column screen printing
format! Line 250 does that.

Program Listing

i8 PRIMT CHR#C147):REM CLERR SCREEH
28 Z=RHDC~TIX

1@ DATA A, BL.CL.ILE,F.GaH. T T K LaMa M.
QP QRS T W WY, 2

FOR M=1 TO 13
CmIMTCLABESRMDCL 0

FEAD L%

I=IHTClaa@srMD 1o

READ JF

FRIMT L&:" "JC,J%;" "1

MEST M

GET ki

IF E#="" THEM Z8&

FESTORE

FOTO 18

3

DY PR3 = & T LB L e
DI &

[

G GO PRI PRI IR

1

X,
A

{

Sample Run

A 861
c 73

£ 7873
G 444

110
Sé6
714

228

Trngom
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<ECMSOIT

e
i

J oz
L 386
952 N 279
F 999
869 R F10
401

X 5Z4
Z EI

Daily Code

Need to have a secret code each day of the year?

This software generates a list of code numbers. Of
course, you can change the list every day if you wish.

Program Listing

18 PRIMT CHRECL4T  Z=RNDC~-TI
o GOSUE 200

1
11a
1za
Rl
148
158
L
ZEN
£1a

iy o m
etk

PRIMT"SUMDAY", O GOSUE 206
PRIMT"MOMDFAY ", O GOSUE 206
PRIMTTUESDAY" . O GOSUE 203
PRIMT"HEDMESDAY ", [ GOSUE 208
ERIMT " THURSDRY ", O GOSUE 268
FRIMT*FRIDAY" . C:GOSUR 200
FRIMT"SATURIAY ", C EHD

Co=THT G L BBEERRHD L

IF CoLR8E THEW 206

RE TR

Sample Run

SUHDAY HeEE
MCHDAY 145

TUESDAY f-Lis
WEDHEZTIAY 15938
=)

THIRESDHAY a1l
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FRIDAY a1
SRTURDAY EV45

FEADNY .

LMD
MM DIFY
TiJ 1

e 000y o |

L TEAY
POMDEY

[

Chinese Zodiac

The most-famous oriental zodiac calendar is divided
into twelve-year groups, each year having a different
animal sign. The sign under which a person is born is
believed to determine the circumstances of his life and
the kind of person he is.

The animals are rat, ox, tiger, rabbit, dragon, snake,
horse, sheep, monkey, cock, dog and boar.
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Run this program. When asked by the computer, type
in the year of your birth. The computer will find which
animal sign corresponds to your birth year and present
you with information concerning your own cir-
cumstances.

The computer names the animal, describes your per-
sonality traits, tells which other animal signs are compati-
ble with your own, and tells which animal signs are your
opposite.

This game goes on endlessly until you press the
BREAK key to stop the run.

Program Listing
i8 FRIWMT CHRECI470 REM SCREEM CLEAR
28 IMPUTYYERR OF BIRTH".YE®
B AI=RIGHTECYE, 20
G M=VALCHEE
S IF CMALEs=IMTORALZ Y THEM 2R9
IF COH=10A120=IMNTOCH-107122 THEM 258
IF CoM=2i0Al2n=I T iH~23 120 THEM 306
IF COM=3207120=THTOIMN=-20/120 THEM 258
IF CriM=aa A l2o=IHT: (k=40 /120 THEM 480
IF D=5 0 20=INT O OM-50 120 THEH 458
IF COM=EA120=IMT O M~52-120 THEM 06
IF COM-ForliZo=1HMT O oH=-70 /122 THEM 258
IF CCM~82 120=IMT O H~82-127 THEW €08
IF COM=20,120=INT M-S0 /122 THEM &5@
IF aM=1@0 A L20=THTOOH=180 122 THEW 7aa
IF o= i2A020=IMTOOMN-110/120 THEN 758
GOTO 19
FRIMT PRIMT Y£:" ZIGH: ERT"
PRINT  PRIMNT"YOU ARE: "
PRIMT"AMBITIOUS, SIMCERE"
FRIMT  PRIMT"COMPATIEBLE WITH:"
FRIWT"DRAGOM, MOMEEY"
FRIMT  PRIMTYOPPOSITE OF ¢
FRIMHT =
T

[oRy]

HO (W (W ORI R (% SESCERSONE SOR T S el Sl R S R s Bk B
PRIMI e @m0 S5 &

HESA IS I S I B B I A A8 i B AR X

PR INT T W STGM DY
FRIMNT CPRIMT WO FARE: "

FrlbT"LerDER, BRIGHT. CHEERY"




wFE PRIMTCFRIFNT"COMPATIBLE MITH: "
z F DT SHARE . SO
FFIHTZFPIHT“HFFULLTE oF "
FREIMT SHEER"

hmu

TORRIMT YEST OSTGM: TIGER"
FRINT  PRINT"Y0L ARE: "
PRIMT"SEMSITIVE, EDUFH!EHH“'
FRIET  FRIMNTY LOHPHTLELE WITH:

[ i "":r_:,. Licse
CPREIMTUORPOEITE OF
FF;HI’MHWhLV"

GOTO SIS

PFIHT EITEER Wﬁj” llH FFEBLTY

R T HFFEETIDHHTE“
HRIHT’FHIHT”CDHPHTIELE MITH:"
I OPRINTSHEER, BOAR"

A PRIMT FRIMTOPFOSITE OF "
SEE PEIMTCOCE"
e SOTO BEE
GEE FRIMTOPRINT Y4, SIGH: DIRAGDH"
G168 PRIMTPRIMT"YOU FRE: "
415 PRIMY"ROBLUST, PASSIONATE"
G FRINT PRIGT"COMPATIBLE WITH: "
2% FRINT"MOMEEY . RAT"

G PRIMT P;HT”UPPDSITE oF

3 FFIH"“ﬂHh

B GOTD S0
GBE FRINTPRINT Wi SIGH: SHRAKE"
délE PRINT  PEIMT"YOL ARE: "
D PREIMTVWISE., IMTEMSE"
478 FEIWHT CPREIMTCOMPATIELE WITH:"
A7E FREIMT O SO

48 PRINT D FRIMTOFPOSITE QOF "

hal PFIHT”EHHF’

PET e mIGM S HORDBEY
P“LH! W R

TETTREACTIVE . FOFULHE"
ey FoPRIHT OO AT ITRLE WITH "
HED lmlHI” CIGEM, uoEt
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W PRIHT PRIMTOFFOSITE OF

ek SOTO SR

FRIHT T

S5E PRIMTFRIMT w7 SIGH: SHEER

FREIHT  FRIMNT 20U ARE:

S5 FRINTETYLISH. FRIVATE"

33 FRIMT
18 FRINT:
5 FRIMTUF
SR FRINT:

fan)

8

0o S S

AR

JX
X

(AR e I

I~
a?

00 -y i g

LR,

1

i
-
£
£
)
)
-
7
.
7

DR3P e e D

=

£
Fas
TRE
i
T
TEE
T ER
TS
7T
TS
v

'S
o

V PRIMT PRI
© PR IMT ]

§ PR M

BT COMFATIELE WITH: "
S, RABEITY :
FRINT  FRIATOFPOSITE OF

GO AL

MT wE T SIGHT MOHKEY"
FTUPOL ARE "
LASIVE ., IMTELLIGENT"
RIHTCOMPATIELE MITH: "
PRIMTDRAGOH, RRT

FRINT  FRINT ORFOSITE OF "
FRIHTYTIGER"

GOTO =

FRIMT PRINT Y& SIGH: Cock:

LT RO FRE

FEINT FIONEERIMNG, "
FRIMT"ZEERIMG TRUTH®

FPRINT  FRIMTCOMPFATIELE WITH: "
FRIFTSMARE, R

FrRIMHT PRIMTYOPPOSITE OF @
FPRIHT"RABRITY

GHOTO S

FRIMT FREIMT YE:" SIGH: DoE"
FrlMT FRIMT"YOL ARE:"
FRIMTYGEMERDS . LOYRALY

FRIMT  FRIMT"COMPFARTIBLE WITH: "
FRIMT HORSE, TIGER"

FRIMT PREIHTOPPOSITE OF "
FRIWNT " DEAGOM"

GOTD 2598

FRIMT  FRIMT YE: " SI106M: BOAR"
FREIHT  FRIMT"YO0 FRE: "
FRIMT"GALLAMT . HOZBLE™

FERIHMT PRINT"COMPATIBLE WITH: "
FRIMT"RADBIT. SHEER?

FRIMT PRIMT"QFPOSITE OF "




FRIMT"SHAKE"

FRIMT

FRIMT"TO D0 MORE. »
IMFLT'PREESS RETURM" g
GOTO 16

o -

o
[a s X

(7300 iR I

oo oU

[ xR s}

Guess The Number

Here it is! The world’s oldest, longest running, most
popular game: Guess The Number.

When you start the program running, the computer
thinks of a number and stores that away. You try to guess
the number. If your number is too high, the computer says,
“TOO HIGH.”

If you are too low, the computer will report “TOO LOW.”
The possible numbers range from zero to 100.

Program Listing

18 FRIMT CHR#C147) : Z=RMDC~-TI

28 FOR L=1 TO 20:PRINT"#%". ‘MEAT L:PRINT
3@ MN=IMT 1@1%RMDC152

42 IMPUT"GUESS THE MUMBER".G

58 IF GHM THEM PRIMT"TOD HIGH" :GOTO 482
€@ IF G<M THEW PRIMT"TOOQ LQW":GOTO 42
78 PRIMT :PRIMT"RIGHT !"

8@ PRIMT"LET S GO AGHIM"

29 GOTO 2@

Sample Run

A AR A N A
GUESS THE MUMEBER 1@
TOO HIGH

GUESS THE MUMEER 1
TOO LOM

GUESS THE MNUMBER 33
TOD MIGH
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GUESS THE MUMBER
TOO LOW

GUEES THE MUMBER &
TOO HIGH

GUESS THE HMUMBER 1&
TOO HIGH

GUESS THE MHUMEBER 12
TOO LOW

GUESS THE HUMBER 13

RIGHT !

LET S GO AGRIM

o 206 o o o

GUEDS THE MHUMBER 5@

TOD L0

GUESS THE MHUMBER 75

TOO thH
A MLUMBER &7

T ”'

G S

TG thn

GUlESE THE MUMBER B2

RIGHT

ET5 G0 AGATH

A 5 S 5 S o S s o e ol
O THE HUMEBER S
1 G

S0 THE FIMEBER 25
T G
S OTHE MUMBER 132
i
hl lf. HOTHE MHUMBER 28
Tﬁﬁ TGk
i, S0 THE MUMEBER LV
TO0 HIGH
GRESS THE HMUMBER L5

RIGHT |
LET S (0 AGHTH
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Original Hi/lLo Game

Here it is. Where everybody started in micro-
computer programming back in the Seventies. The first
game ever played was a high-low guess-the-number
routine.

The computer selects a secret number. You try to
guess it. The computer tells you whether or not you are
too high, too low, or right on the number.

Here’'s how it works: the secret number can be zero
to 1000. Line 100 generates a random number (the secret
number) and stores it. Line 210 asks you to guess the
number.

Lines 300-310 decide if you are right or wrong. Line
220 keeps track of the number of attempts.

Program Listing

i@ PRIMT CHR#£:C147) REM CLERAR SCREEM

28 Z=FMHDC-TI

28 T=

168 R=IMTC10B@%RMDCL Y

2808 PRIMT"I HAVE A SECRET HUMRBER"

i@ IMPUT"CAM YOU GUESS IT".B

220 T=T+1

38 PRINT:PRIMT:PRIMTYTHAT WAZ TREY MHOL"T

g8 IF BrR THEM PRIMT:IMPUT"TOO HIGH.
GUESS ACGRIM" B GOTO 22

218 IF BCR THEM PRIMT:IMPUT"TOQ LOW. GLE=S
RGATIH" B GOTO 226

48 FRIMT CHREEC147 D

Gig PRIMTUYES. YOU GoT 17"

428 FPRIMT RI"IS THE HUMBER"
429 PRIMT"YOL GOT IT"

448 PRIMTYIHM" T "TRIEZ"

450 FOR L=1 TO 18 FRIMTHEST L
G Gl

478 GOTO 38
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Sample Run

I HAVE A SECRET HUMBER
CrM YO GUEZS IT 98
THART WAS TEY MO. 1

TOO HIGH, GUESES AGAIM 2358
THAT WA TRY MO. 2

TOD LOM, GUESS RAGAIM 48g
THAT WAS TRY MO. 3

TOO HIGH, GUESS AGAIM 30
THAT MWAS TRY MO. 4

TOO LOW., GUESS AGAIM 238
THAT WAS TREY MO. 5

TR0 LOW. GUESS AGHAIM 338
THAT WAS TRY HO. &

TOO HIGH, GUESS AGAIM 248
THAT WAS TRY HO. 7

TOO HIGH.GUESS RGARIM 3328
THAT WAZ TRY MO, &

TOO HIGH.GUESS AGARIM 320
THAT WAS TRY HO. 9

TOO LOW. GUESZZ AGRIM 31@
THAT MWAS TRY MO. 14

TOO LOW. GUESS AGHIM 2295
THAT MWAS TRY HMO. 11

TO LOW. GUESS RAGAIM 327
THAT WAZS TREY MO. 12

TOO HIGH., GUESS AGAIM 228

THAT WAS TRY MO. 13
TOO HIGH,GUESS RAGAIM
THAT WAZ TRY MO, i4

i3}
I

YEZ. WOU GOT IT
FI2E IS THE MUMBER
YOI GOT IT

IM 14 TRIES
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Two Dice

Here's a quick way to add real dice to any fun pro-
gram you are designing for your computer .

This program rolls two dice and lets you see the
results, as with real dice. This is especially useful in
those games where it is important to see the value of
each.

The - subroutine in lines 100-140 generates the
necessary pair of random numbers. Lines 60, 70 and 80
make the display you want.

Note that lines 60 and 80 each have nine asterisks.
Line 140 is RETURN and must be the last line in the pro-
gram.

After you type in and RUN the program,pressRETURN
on your computer’s keyboard to roll the dice.

Program Listing

1€ G=RMDC~TI

28 PRINWNT CHR#£7147 REM SCREEM CLERE
38 PRIMT"FRESS RETURM"

4@ IMPUT"TO ROLL TWO DICE":KE: FRIMT:PRIMT
4% FRIMNT CHR#C1470:REM SCREEW CLEFR
58 S050UE 196

GE PRIMT " Sk

TE FRIMT """ DL """ JTR %"

EE FRIMT " sk ke

98 PRIMNT:PRIMT:GOTO 28

198 DL=IMTCTERHDCL) 2

116 IF DL<1 THEMW 1@

120 DRE=IMT O ®REHDC L

138 IF DRCL THEM 126

148 RETLREH
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Coin Toss

Here's a handy way to settle arguments. Toss a coin.
Only this time, let the computer do the work!

Type in the program. Run it. The computer will report
heads or tails after each toss.

For a new toss, press the RETURN key on your com-
puter’s keyboard.

Line 10 clears the screen. A random number—either
zero or one—is generated at line 20 and tested to see if it
is a zero. If it is, the computer prints heads. If not, the
computer drops to line 30 where it prints tails. Lines 50,
60 and 70 accomplish the restart when you press
RETURN.

Program Listing

18 PRIMNT CHREZC1473 :REM SCREEM CLEAR

13 Q=RHDC-TI

2@ IF CIMTOZ#CRMDOL2322<1 THEM PRIMT
"HERDS" ' GOTO 4@

38 FPRIMT "TRILSM

48 FRIMT PRIMT FRINT

o8 PRIMT"FRESS RETURM"

B IMPUTYTO TOSS AMOTHER COIM"k#$
7 CLR

2| GOTO 18

Smart Adder

One of the fun ways to use your computeris in
wowingyour friends. Next time they ask, ‘‘But, what
can it do?”, show them its uncanny abilities at adding,
spelling, writing upside down, even cracking jokes. Try
this Smart Adder program on your friends. When your
neighbors dropin for a cup of coffee, bring out the compu-
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ter for a demonstration of its lightning speed. You'll love
their reactions.

This program adds long strings of numbers in a flash.
You give the computer a number. It starts at 1 and adds all
numbers up to and including your number. For instance, if
you give it a five, it will add 1 plus 2 plus 3 plus 4 plus §
and display the result.

Ask your neighbor how fast he or she can add all the
numbers to 100. It should take several minutes. While
he's working on it, let your computer do it in a split sec-
ond.Your neighbor'sreaction is bound to be,'Gee whiz!"

Program Listing

18 FRIMT CHREC147)

26 IMPUT"GIVE ME A HUMBER" ;M
3@ IF M<Ll THEM 28

4B FOR L=l TO M:Hsk+l HEXT L
=@ PRIMT:FRIMT"THE TOTAL OF"
58 PRIMT'ALL MHUMBERS"

7@ PRIMT'FROM 1 TO"iH

80 PRIMT IS u

SE PRIMT FRIMTFRIMT PRIMT
180 CLR:GOTO 268

Memory Tester

Most everybody can remember numbers. Atleastshort
numbers with few digits. But how long a number can you
recall in a flash?

The computer will briefly display a number. It then will
remove the number from your view and ask you to repeat
whatitwas. If you missthree times, the computer will tell
you to FORGET IT, give you your score and end the game.
Then it will start over.

47



On the other hand, if you recall correctly, the computer
will say so and then give you a new number. The new
number will have more digits than the previous number.
Each time you guess correctly, the number gets longer.

No matter how good you are, at some point you won't
be able to recall all the digits in proper sequence.

How many digits can you quickly recall?

Program Listing

1@ PRIMT CHR£C1472REM CLEAR ZCREEM
Z8 Q=RMNDC~TI ) E=1

a3 S=10%RMDCL

A0 M=1MTCE#Z )

58 FPRIMT"REMEMBER-~-—~1" M

AR IF We=3 THEM PRIMT"FORGET IT 1" :GOTO 148

YEOFGR T=1 TO 1808 HNEST T

260 PRIMT CHRECL4AT Y CREM SCREEM CLEAR
@ ITHFUT"MHAT WME 17" S

168
Sl GOTOD SR

ioai

FRIMT R:"RIGHT 20 FAR"
FOR T=1 TO 1@0E:HEXT T

PRIMT G3OTO 36

FRIMT:FRINT"YOL HAD" R "RIGHT"
FRIMT :FRIMT'LET S START OVER"
FRIMT"FRESS Ay KEY"

GET K%

IF Eg="" THEM 178

LR GOTD 1A

AR RN O TS LY L
Rmo RS

SEIY]

O T N il L J LYy Sy Sy Y

)
T
i

Super Slot-0

As with all the programs used as examples in this
book, simply type this one in and RUN it. The computer
will display, on your video screen, the name of this

48
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program and some simple instructions.

To simulate pulling the slot machine’'s lever arm,

press the RETURN key on the keyboard.

Program Listing

19
28
i

4
bl
3%

7

20

=l

19a
116
128
<63
zie@
226
238
248
250
260
480
41a
420
430
44a
450
500
Sla
S0
Sz

PRINT CHR$¢1477:REM SCREEM CLEAR
GOSUB 568
PRIMT:FRIMT:FRINT :FRINT
GOSUE 209
PRINT" #H55E  Hkis s
PRIMT" % ";A$;" % % ";B$," # ¥ "
TR T
PRIMT" S#¥k¥ bk hraee”
PRIMT : PRINT:FRIMT:PRIMT
PRINT"TO PULL THE LEVER."
INFUT"PRESS RETURH" K%

CLR

GOTO 1@

GOSUB <408

A$=CHRS$ © 10

GOSUE 426

B$=CHRE ()

EOSUB 490

CH$=CHRS (X7

RETLIRH

R=INT C4%RMDC L2

IF R<1 THEM 488

IF R=1 THEM ¥=97

IF R=2 THEM ¥=115

IF R=3 THEN ®=122

RETLIRH

FRINT" $#fmt s fhmanhpnas
FRINT" # COMMODORE SLOT-0 #"
PRIMT" #4REa b b
RETURH
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Three-Digit Mystery

Have your neighbor secretly select any three-digit
number in which all three digits are the same. Then have
him tell the computer only the sum of those three digits.

The computer will identify his secret number!

Program Listing

18 PRINT CHR£C(147)

29 PRIMT"SELECT A"

28 PRIMT"THREE-DIGIT MHUMBER"
40 PRIMT"WITH ALL THREE"

S PRIMT"DIGITES THE SAME."

B8 PRINT

8 FRIMT"ADD THE THEEE"

B8 FRIMT"DIGITS TOGETHER"

33 FRIMT

188 PRIMT"WHAT IS THE UM QOF"
1189 IMPUT"THE THREE DIGITS".M
128 IF H<3 OF HMZ27 THEM 188
138 A=37#H

148 FRIMT:PRIMNT

158 PRIMT"YOQUR MUMBER IZ";Q
168 FOR L=1 TO 7IPRIMTMEST L
178 CLR:GOTO 28

Yes/No Decision Maker

This is handy for the busy executive who doesn’t
have time for decisions.

Line 10 clears the screen. Line 20 generates a ran-
.dom number from zero to 100. Line 20 selects a yes
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answer if the random number is greater than 49. Other-
wise, line.30 chooses a no answer. Press any key to
repeat the run.

Program Listing

180 PRIMT CHRECL47 0 Z=RHIC-TI

28 IF CIGEMREMDC LD 348 THEM FRIMT"YES"
GOTO 48

36 FRIMT MO

40 GET K#:IF Kf="" THEM 48

=g GOTO 1@

Executive Decision Maker

Stumped by a toughie? Got one too hot to handle
alone? Need help with major decisions? When there is no
other way to decide, punch up this quickie and get a
definite YES or NO.

Program Listing

18 PRIMT CHEEC1472

26 L=RERIc~TI0

3G Re=IHTCLOEEERHDIC LD

48 PRIMT:FRINT :PRIMT

29 IF RXx433 THEM PRIMT TABOZD "YED"

SEOTO Lae
FRIMHT TRBCE) "HOY

FOR L=1 TO 12 PRIMT HEST L
FRIMT" FRESS AMNY FEY
FRIMT" TO MAKE AMOTHER"
FRIMT" IMPORETAMT DECISION"
GET K%

IF Ef="" THEM 148

Ci.E

GOTO 18

3 o 5 5

EU I RN TR I I oy I B N ]

e AR AL I

el e e e i aadh sl el ¥
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Superior Decision Maker

Remember the YES/NO and Executive Decision

Makers? Well, the power in the Commodore computer
makes an improved decision maker possible.

In this superior edition, a choice of eight replies Is

possible.

After a run, the computer awaits your press of any

key to do another.

Program Listing

18
:.l"l

M
bl
£ €l
=i
215
16
1le
lae
133
146
i =@
168
17‘!2
L
l,ﬂ
s

6%

diffe

52

DRTA FIRE SOMEQME
DATA PR ﬁﬂ THE RIJCE
IATAH YES

DATA HH BF
DATA REQRGAMIZE
DATH SIT OM IT
DHETEA MO
DATA ZEE YOUR AMALYST
G=RHDC~TI o

FRIHMT CHRECL47
pelme T T 0 ST L 0 2
IF ML THER 112
FOR =1 TO K

REATD ZF

HE=T L

FRIMNT Z%

GET E#

IF Ef="" THEM 178
RESTORE

GOTO L

High/Low Bowling Score

Suppose you bowl with a group of friends, each with a

rent score or set of scores? This program accepts their



names and scores and sorts out the persons with the highest

and the lowest bowling scores.

To complete data entry, simply press RETURN without
data. That prompts your computer, via lines 120 and 130,

to print the lowest score and the highest score.

Naturally, this kind of sorting could be applied to any
game with ranges of scores among different players.

Program Listing

19 PRIMT CHRE£C147) REM CLEFR SCREEM

B THMFLIT "MAME . " oE
JEOIF Mg="" THEM Li1@
4@ IHPUT "SCORE: "i9

HE M

€3 IF =1 THEM L3=5 LH$=H$ HI=5 HiE=Hs

7O IF SCLE THEM LE=5:
80 IF SUHE THEM HEsE: HH$=HE
SE HE=""

LBE GOTD 29

116 PRINT FPRINT

126 FRIMT'LOWEST SCORE: 7, LHE
GUORE: " HHE

133 PRIMT"HIGH
P48 PRIMTFRINT PRINT

156 PRINT"TO DO MORE. "

LG IHPUT'PRESE RETURMKE
178 CLE

i GOT0o1e

Sample Run

RUN RETURN
NAME :

JOHN RETURN
SCORE: 50

NAME :

SUSAN RETURN
SCORE:

89 RETURN

[T )
b fnt

o

-t
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NAME :

SCOTT RETURN
SCORE:

72 RETURN

NAME :
BOB RETURN
SCORE:
67 RETURN

NAME :

TOM RETURN
SCORE:

87 RETURN

NAME :
RETURN

LOWEST SCORE: JOHN 50
HIGHEST SCORE: SUSAN 89

Funny similes

Give these newfangled gadgets an inch and they’ll
take a mile. In the case of the computer, give it some
tacky retorts and it will spew out an endless string of
dumb remarks.

The fun is in having the computer randomly select
various words and combine them to make silly sayings.

The random number is used to match the words into
similes.

Program Listing

16 PRIMT CHR£C1472 REM CLEAR SCREEM
<8 DATH SHORT, TALL . FAT., LEAM. CLERAM
38 DATHA DIRTY, GO0D. BAD, HAFFY . SAD
48 DATA GREEM. RED.YELLOW, BLUE . UGLY
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S8 DATA FRETTY. SHARF, DULL ., TACKEY ., MATTY
&8 DATA STROMG. MERAK  MEFAM ., HITE, DUME

T8 DATHA GHOME., TREE. FIG, BOx, CLOCE

28 DATA TURKEY. IEAGOM ., MURD. DOG, ROOK IE
98 DATH BEET.BIRD. SKYHAWE. OFAF, TREE. PEACE
188 DATH THCKE ., RAZORE. FIM. PLJG. BULL

118 DATA LWORM. LI, LAME., FUFFY ., 0%

l2d G=RMDC~TIa

288 PRIMT"WHOM ARE MWE DESCRIBIMG TODRY"
218 IMFLUT B

300 T=IWMTCZEERMDI L0

318 IF T4l QR TX25 THEM Z88

J28 FOR L=1 TO T

338 RERAD DE

Sl MEST L

2EE RESTORE

G T DT OB TRRERDI L 0

GlE TR T DR TS THEM @0

GE RO L=l OTOT

dEE READT B

Geb@ HEAT .

45E RESTORE

EEE FPRIWT CHRES O L470

=16 PRIMT BE:" I "o D%

mER FRIMT"AS A O"IEF

O PRIWT OFRINT  FRINMT

s
EEE DTRPUTTFOR MORE, PRESS RETURMY . KE
G DLk

- T

el 0T i

i
Rl
iy

Draw Straws

Here's one of man’s oldest decision makers. Several
straws are broken off to the same length except for one
extra-short straw. The length of all straws is concealed
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and each person draws a straw. The person drawing the
shortest straw ‘‘wins."” That is, he is selected by the luck
of the draw.

Now, your computer can provide a fast and easy
drawing where no straws are available. It does all the work
for you by assigning electronic straws randomly to each
person. Those straws are numbers. The shortest straw, or
lowest number, “wins.”

Program Listing

19 PRIMT CHR$7147):REM SCREEM CLEAR

15 R=RND{-TI>

20 PRINT SPCL35,

30 FOR L=1 TO 11:PRIMT CHREC113; HEXT L

48 FRIMT

S0 PRIMT SPCCS "DRAW STRAMWE"

68 PRINT SPCCS),

78 FOR L=1 TO 11:PRINT CHREC113): NMEXT L

8@ FRINT:FRIMNT

98 IMFUT"MAME FLAYER 1".)B#%

ige IMFUT"MAME PLAYER 2".C$

118 IMFUT"MAME FLAYER 3".D%

126 B=IMTC 100 (RMDCLIN

138 L=F

1498 C=IMTC100¥RMDI120D

128 IF C{L THEMW L=C

il D=IMTC10@%CRMDCL) 22

i7@ IF D<k THEMW L=D

180 PRINT:PRINT

199 IF L=B THEM PRINT CHR%¥C(18),B%.B
JCHR$C1450 1 GOTO 219

0@ PRIMT B$.B

218 1F L=C THEM PRINT CHR${18>,C%$.C
sCHRE.1460 :GOTO 230

228 PRIMT C#%.C

236 IF L=D THEN PRIMT CHR${198>.D4$.D

;CHR$C 1465 :60T0 250
240 FRINT D#.D
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236 PRIMT FRINT :FRIMT

2680 IMFUT"FOR MORE. FRESIS RETURM".K#®
278 CLR

286 GOTO 149
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Learning Programs






Math Flasher

Here's the basic routine (no pun intended) for an educa-
tional flash-card program. This one is bare-bones, no
frills. You can dress it up with more colorful right-n-wrong
messages, opening and closing billboards, etc. You could
even make it keep score and present a “‘batting average’
at the end of its run.

Here’'s how it works:

Lines 10- 90 determine which type of math you wish to
do. Lines 60- 90 move program action to the appropriate
group of lines further along in the program.

Lines 200-290 handle addition. Lines 400-490, subtrac-
tion. Lines 600-690, multiplication. Lines 800-890, divi-
sion.

For example, look at lines 200-290. Two separate ran-
dom numbers are generated (lines 200 and 210). The ran-
dom numbers are labeled P and Q. At line 230, the pro-
gram uses P and Q and asks you to add them together.
Line 230 waits for and accepts your answer.

At line 260, the program makes the right or wrong

decision, using the powerful IF/THEN statement.
Line 280 prints the correct answer.

Program execution for subtract (lines 400-490), multiply
(lines 600-690), and divide (lines 800-890), are similar ex-
cept for line 420 in subtraction and line 830 in division.

We make the assumption that it is not desirable to have
negative numbers as results of subtraction. That is, we
want only subtraction problems with results of zero, one,
two, three, or higher. We want no problems which would
result in answers below zero such as -1, -2, -3, and so
forth. So, line 420 tests P and Q, before presenting the
problem on the screen. If they will result in a negative-
number answer, then the program returns to lines 400-410
for two new numbers.

In division, we want whole-number answers. That is, we
want answers like 2 or 11 or 26. Not answers like 1.81 or
9.75 or 21.3343. So, line 830 tests P and Q to make sure
their dividend will be a whole number. If not, the program
goes back to line 800 and line 810 for two new numbers.
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Program Listing

1@
o)
15

41
e
&
7
&id
%)
160
i[5

7
Kl

Ty T
[ EE )
SXIERN IS N AN

i T

FRIMT CHR£C1472:REM CLEAR SCREEH
FREIMT" DO YOU WRNT TO"
FRIMT"ADD" ., "SUBTRACT", "MULTIFLY".
n Il I I|||l I DE "

FREIMT FRIMT

GOTO 1828

IF LEFTZCkE. 1="R" THEM z€d
IF LEFTECRE, 1o="3" THEM 488
IF LEFT#CKE, 10="M" THEM =@
IF LEFT#CKS$, Lo="1D" THEM 2

GOTO 48
F=lMTCLE¥RMICL 0D
Q=TT L¥EMIICL 2
FRIMT
FRIMT"ADD" F; "PLLS"
IMPUT R

3 FRIMT

IF E=F+0 THEM FRIWNT "RIGHT" 1 GOTD 28
FRIMT"MREOMG"

FRIMT PV 0 "EQURLS"Y P+l

GIETO LS

Fras TRIT o FEIN L wa

Q=TT FebdTae Lo

1F P THEM »wu

BORRINTUSURTRACT " 0 "FROM" P

THPuT R

FHIHT

IF Rl THEM PRINT "RIGHTY D GOTO 428
i LrlT'l4!ll1”n'

& FOOEPTT R T ERILIRL S -

FftH1”HHLT1|LW"S“J”TIMEB"JQ

THFT

FFIHW

I mEEwWR THEM FREINT "REICGHT cE0To ey
PRLHF R DG

FRLIMT PO UTIMES S0 TEOLFILET

FRIMNT



s GOT0 1 B
SR Pas RO LEEER T v
4 mmIHTiiﬂa'Hu'l'-
IF = AR
i o -.LHT Fetdy T EEE
i) PFLHT uI TR SR EY T
THMIT R
FRIHT
S L meRl THEM FPREINT TRIGHT" (GOTO S8a
SV PRINT Y WG
AOFRIHT P n TEOLFLLET P
OFRIHT
1O FRLHT  FPRIMT CFRIMT
FRIHTTO 0 MORE METH, "
FalHTUFRESS DME FEY"
FRIHT
FRIHTFCADD Y S SdBTROT o
”W NHL1FI1"J“ﬁiEIWIEE}”J” I

: CEeTOTHER LEEE

1865 FPRIMT CHEEOL147 0 EEM SCREEM CLEAR

VETE IR Ed=U0 THEM 1168

|OEE IF KE="R" OF KE="S" OR KEsUMT OF
Fog="T" THEH &8

TE98 GOTD 1928

1188 PRIMNT CHEFOLAT Y REM CLERR SCREEH

LILE PRIMT"ORAY. BYE BYE"

1128 EMD

Advanced Math Flasher

Similar to the previous Math Flasher program, this ver-
sion permits negative numbers and decimal answers.

The range of possible problems has been expanded by
using100*RND(1)in lines 200, 210, 400, 410, 600 and 610,
800, 810 rather than10*RND(1).
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Deleting lines 420 and 830 from the easier Flasher pro-
gram allows occasional negative numbers to result from
subtraction problems and fractional (decimal) numbers to
result from division.

Watch out! You may have to resort to the old-fashioned
pencil-and-paper method of calculating answers to this
program.

Program Listing

16 FRIMT CHR$C147):REM CLERR SCREEM

28 PRIMT" DO YOU WAMT TO"

38 PRIMT"ADD" . "SUBTRACT". "MULTIFLY",
”III"I"IDE"

48 FPRIMT:FRIMT

@ GOTO 1892

&8 IF LEFTHCKE, 12="A" THEM 288
7EOIF LEFTECKE, Da="5" THEM 468
28 IF LEFT#®CKE, 1o="M" THEM S0
2@ IF LEFTHCEE, 12="D" THEM =68

GOTO 4

F=IMTClOasRMDL LY
Q=IMTCL@ERRMLICL DD

PRINT

FRIMT"ADD" i F:"PLUS" GG

IMFUT R

FRIMT

IF R=P+C THEN PRIMT "RIGHT":@GOT

D W =SS
SOOGS0 ER S0

PR3 PSP 3 R3O - L

O
na
02
)

278 PRIMT"WHROMG"
Z8@ PRIMT P, "+" G "EQUALES" jF+Q
298 GOTO 120

408 P=IHT.1O8%RMHDC1 22

Q=IMNTC 1QR%RMDCLD D

4380 FRIMT"SUBTRACT".G: "FROM".P

449 IMFLUT R

458 PRIMT

450 IF E=P-C THEM PRINT "RIGHT":GOTO 488
478 FRIMT"WMROMG"

480 FRIMT F;"MIMUS"; G "EQUALS" i P~
438 GOTO 129

HEE P=IMTC1O@*RMICID

G110 A=INTCI0aHRHDCL YD

£
fary
x
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G2 PRIMT'MULTIPLY" iF:"TIMES" ;@

£38 IMFUT R

540 PRIMT

E50 IF R=P#¥0 THEM PRIMT "RIGHT":GOTO &78
BEQ FRIMT " HRONG"

ST FRIMT P TIMES" G "EQUALS" ; F#E

FRINT

GOTO 1@aa

FeTHT L LBERND (10 )

Ty Ty i

i
(%)
el
B1E Qe IHTC1a0ERMTICL 00
Szl IF =0 THEHM 8
A FRINT"DINVIDE"FPS"BEY IR
S48 IHFUT B
558 PRIWNT
=mEE IF R=PAR THEM PRIMT "RIGHT" (GOTO 208
ATE FRIMTWROMHG"
BEE PRIMT PSR TERIALST PR
& FRIWMT

oo

FRIWMT FPRIMT  PREINT

FRIMT"TO DO MORE MATH."

A PRINT"FRESS OHE KEY!

18938 PRIMT

(@4 FPRIMT'ACADD Y, "SCEUBTRCT 2",
ML TR e D DI IR e,

GUoTo mUITs

GET %

IF FF="" THEM 185

FRINT CHREELGT Y CREM SCREEM CLEAR
IF kEg="{" THEM 11680

IF Eg="F" O EE="mt OR EE="M0 OR
Foge="T" THEM fGE

1@sa G070 a2

L1688 PRIWNT CHREEC 14T REM CLERAR SCREEH
1118 PRIMT"OREAY. BYE BYE”

lize gHb

-
[Ax AR ¥y
FS A B RN B AN A I A B A B W B R R A I e B R i v

-
fax]

[ax]
it
i)

G

2

[ el
FRn B R T A

ISt LIRS
X RN

0 -
fan

U.S. Presidents

Fourteenth. Let's see, that was Franklin Pierce. Cor-
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rect. The fourteenth president was Franklin Pierce. Let’s
try another. Thirty-fourth. John F. Kennedy. Wrong. The
thirty-fourth president was Dwight D. Eisenhower.

How many of the 40 U.S. presidents can you name?
Bet not as many as you would like!

This program tests not only your knowledge of the
name of each president and his number in rank, but also
the spelling of his name.

The more you take this test, the more you learn.

Program Listing

iE
26
36
4

1R
11a
126

FRINT
A= L
THTHA
TETA
TFTH
TFTH
THTH
DATH
IATH
TATH
IATH
IETH

2 DATH

TATHA

2 DATH

DATH
TATHA
TATA

DATH

TFATH
TFTH
DHTH
DATH
IATH
DHTH
IATH
THTH
TATH
DETH
DAETHA

CHREF 147 REM CLEFAR SCREEH
CeTI

FIRST. GEORGE WASMIMGETOM
SECOMD . JOMH ADAMS
THIRD, THOMAS JEFFERSZOM
FOURTH. JAMES MADISOM
FIFTH. JAMES MOMROE

STETH, JOMH RITHCY ADAMS
SEVEMTH . ARHDFEEM JRACKSOM

EIGHTH, MARTIM YAM BUREM
PIMTHOWILLIAM He HARREISOM
TEHTH. JOHH TYLER

ELEVERTH. JAMES 1. POLE
THWELFTH., ZACHARY THRYLOR
THIRTEEMTH, MILLARD FiLLMORE
FOURTEEMTH, FRAMELIH FIERCE
FIFTEERTH, JAMZS BUCHAMMAM
SLATEEMTH. FERAMAM L THCOLM

S WO TOMME0N

EIGHTEEMTHM, ULYSSES =, GRAMT
MIMTEEWTH, RUTHERFORD E. HAYESD
THMEMTIETH. JAMESZ A, CGARFIELD
THEMTY=-FIRST, CHESTER F. ARTHUIR
TWEMHTY-SECOMD, GROVER CLEVELRAMD
THEHNTY~THIRD ., BEHIFAMIM HARRIS0M
TWEMT Y ~FOUWRTH, GROVER CLEVELAMT
TWEHTY-F IFTH MILLIAM MO THILEY
THEHTY =S THETH, THEQDDRE RODSEVELT
THEMTY-SEVEHTH WILLIAM H. THFT
THEMNTY=~EIGHTH., WODDROW WL
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45E
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478
A6
438
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DATA THEMTY =t IMTH, MARREM C. HARDIMG
DATAH THIRTIETH.CALYWIM COOLIDGE

DATA THIRTY=-FIRST.HEREERT HOOWER
DATH THIRTY=-SECOMIDL FRAMELIN D. ROCSEVELT
DATA THIRTY=-THIRD. HARREY 2 TRELMAR
DATH THIRTY-FOURTH. DWMIGHT D. EISEMHOMWER
DATA THIRTY FIFTH,JDHH Fo EEMHEDY
DATH THIRTY-SI8TH LYHIOM B TR0
UATH THIRTY - ’EHEHTHJHIEHHRD fMe HIMOM
DATH THIRTY=EIGHTH. GERALLD F. FORD
DATA THIRTY=MHIWHTH., JIMY CRARTER

IRTA FOURTIETH. ROMALD REAGAM

TR Tl o ol o ol o o e

FRIMNTY % .5, PRESIDEMHTS &

PR TEAT "t ol o ol o o e oo o

FRIMT

FRIMNT"HOW MEARY CAM YO RAME?"

FOR Q=1 TO 11

FRIWT

HEST [

FRIMT"FRESS AMY EEY TO START"

GET &%

IF REF="" THEM S2E

FRIMT CHREECL47

Frm THT O3 L RMHIDNC L 00

IF Rl THEM S5

IF IWMTORS2 =RA2 THEM =1

FOR =31 TO R

FEAD SF

ME=T L

FRIFHT"WMHG WAS THE"

FREIMT SEF

FRINT"FRESIDENT OF THE"

READ CF

IMFUT"UMITED STHATES" DF

FRIMT FPRIMT

IF D#=C% THEM PRIMT"CORRECT" GOTO 720
FRIMT " RO G

FRIMTTHE"

FRIMT =%

FRIMNT"PRESTDENT WA

FRIWT CF
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RESTORE
FRIMT:PRIMT:FRINT
FRIMT'FOR MORE PRESS
FRIMT"TO QUIT PRESS
| if""" nn

1 GET K4

6 IF K#="" THEM 10

IF Kg="t" THEM S48
IF Ks="00 THEH 509
GOTO TTE

FRIMT CHREEC 1470

sl

Crren O O
21 o L5

Trogir ot
2 :1 F
= 5 0}

[ sy
; x.
ey

i

15
i
=}

\if

918 FRIMT'OKFY, EMD OF TEST"
B2E FRIMTY THAME YoU"

Sample Run

330K KK KKK K KK KOK OK KOk K K
¥ .5, FRESIDENTS X
KKK KK KO K KKK K KKK K
HOW MANY CAN YOU NAME?
FRESS ANY EEY TO START

WHD WAS THE

SEVENTH

FRESIDENT 0OF THE
UMITED STATES?

ANDREW JACKSON
CORRECT

THE SEVENTH FRESIDENT
WAS ANDREW JACKSON
FOR MORE, FRESS M

TO QUIT, FPRESS @

WHO WAS THE

THIRTY-THIRD

FRESIDENT 0OF THE

UNMITED STATES?

HARRY S TRUMAN

CORRECT

THE THIRTY-THIRD FRESIDENT
WAS HARRY S TRUMAN
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FOR MORE, FRESS M
TO QUIT, FRESS @

WHO WAS THE

SIXTH

FRESIDENT OF THE
UNITED STATES?

BEARNEY MIL.LER

WRONG

THE SIXTH FRESIDENT
WAS JOHN QUINCY ADAMS

FOR MORE, FRESS ™
TO QAUIT, FPRESS @

WHO WAS THE

THIRTY-FOURTH

FRESIDENT OF THE

UNMITED STATES?

DWIGHT D. EISENHOWER
CORRECT

THE THIRTY-FOURTH FRESIDENT
WAS DWIGHT D. EISENMHOWER

FOR MORE, FRESS M
T QUIT, FRESS @

WHO WAS THE

EIGHTH

FRESIDENT OF THE
UNITED STATES?

FRED MERTZ

WRONG

THE EIGHTH FRESIDENT
WAS MARTIN VAN RBUREN

FOR MORE, FRESS M
TO QUIT, FRESS @
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WHO WAS THE

TWENTY-~NINTH

FRESIDENT OF THE

UNITED STATES?

WARREN G. HARDING

CORRECT

THE TWENTY-NINTH FRESIDENT
WAS WARREM (. HARDING

FOR MORE, FRESS M
TO QUIT, FRESS @

State Geographic Centers

This mind bender tests your knowledge of
geographic locations of cities and towns in the United
States. These are special places since, in each case, they
are the town nearest to the geographic center of its state.

In other words, Columbus happens to be almost ex-
actly in the center of Ohio. But which state has Challis at
its center? Or Lewistown? Or Oklahoma City? (Well, some
may be obvious!)

You not only learn a lot from running this program
but you have a barrel of fun. Talk about trivia!

Program Listing

18 FPRIMT CHREECL147

£ TATH CLAMTOM ., ALAEFAMA

38 DATA MT. MCOEIMLEY. ALASKERA
48 DATH FRESCOTT. ARIZOMA

58 DATA LITTLE ROCK., ARKAMEAS
B DATH MADERA, CALIFORMIA
TEODATA FIKES PEAK. COLORADO
Sl DATH EAST BERLIM, COMMECTICUT
20 DATA DOVER. DELAMARE

188 DATA BROOKSWILLE.FLORIDRA
118 DATA MACOH., GEORGIA
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126 DATHA MALL TSLAMDL HAWATT
AR DATA CHALLTS., IDAND

148 DATH SPREIMNGFIELD, ILLIMOIS
138 DATHA ITHDIAMAFILTS., THIOIAMA
DATA RAFED, TOWNA

TEODATH GREEAT BAMHE KAMNSAS
SEODATHA LIEHHthIEHFULP”

S8 AT F TLLE S DTS T HA
DETH JERSFOCROFT  MA THE
IATA ﬂnhl“ﬂﬂH-Jl.P MFRY L AT
TETHA WORCESTER ., MASSACHUSETTS

28 DATA CRDTLLAC, MICHIGAM
SE TFTH BRATHERD M IHHESOTH
. DATH CRETHAGE MISSINTIPFT
OLIETH RSO CITY . MImn0e]
A DETHA LEWTSTOMM  ORTHMA
A TIFATA BROEER BOW MERRFSKA
SE TFRTH T T HESATIA
T TH LD HER HAMP S IRE
DFTH TREMTOM . MEM JE g
DATH MILLARDHEW MERWICD
AODFETE QMETDF L FEN YO
TOTIETH ”lufﬂﬁu FORTH CRROL IHA
ODFTE M SEM S HOETH DFEOTH
DETA COLLMELS . OHIO
TATA QELARFDES CTTY s DELAHOMA
DATEA PRIMEYILLE . OREG0N
DETH BPELLEFOHTE  FEMMS wLWHHIH
@ DATA CROMPTOM, RHODE ITSLAMD
TETH COLUMEBLA, S0LTH CRROLIMHA
DETH FIERREE. SOUTH DAEDTH
DATA MURFE DORC TEHHESSEE
DHETA BEFADY  TEAD
DFETH MEAHTT . LUTRM
4mu TATHE ROSBLREY VERMONT
GTE DETEA BLICK T MGHAM, YIRGIMHIA
S TFTR WEMPTOMER WA THGT O
AODATE SUTTOM WMEST WIRGIMIA
IOTFTE MPARSHFIELD  WISC0RETH
HATA LAMDER O G
e FRIMNTYFOR HOW MAMY STATEZ"
EEE PRIMTCAR YOU MAEME THE™
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l'-'“:‘ FrIMTGEOGERAFHICAL CEMTER"
SEE R T T

1 F‘ IH« O BT L

F.t-i.'. :!. T‘l ko SEE

THER Rl

H P RAMT  ERINT
HTE I s TTE

SHIE CEMTER HERR™

E7E 1|wHT'h$
E7E PRINT CHREEC 147
THEN PRINTCORRECT" GOTO 710

R

LT PREINT PRIMNT
GO S

-1
3

P

i

Sample Run

FOR HOW MANY STRTES
CAM YOL HAME THE
GEOSRAFHICAL CEMTER?T

LJHM HOSTATE M
-1HIt CEMTER
C o DELPWERE

CORRECT

DOvER T
THE CEMTER O
DELFRARE

72



WHICH STATE HAS ITS
GEOGRAFHICAL CENTER MERR
COLLMBUST  GEORGIA

MR G
coluMes I
THE CEMTER OF

DHIa

Foreign Capitals

Here's a learning quiz we'll bet you haven't seen
anywhere else. This program tests your knowledge of
foreign countries. The more you play, the more you learn!

You must tell the computer the correct name of the
capital of the country it presents. And you must spell the
name of that city correctly.

What is the capital of Egypt, Poland, Turkey, New
Zealand, Bolivia or Afghanistan? It can be very tough!

Want to change to different countries? Change the
DATA lines 20 to 540. Be sure to put a comma between
country and capital in each DATA line.

Program Listing

PB PRIMT CHREFC147 2 REM CLERR SCREER
15 @A=RMDC-TT
28 DATA AFGHAMISTAM, KABLL

2B DATA ALBAMIA. TIRAMA

48 TATH ALGERIA, ALGIERS

S@ DATH ARGEMTIMA., BLUEMNOS AIRES
BE DATH AUSTRALIA. CRMBERRA
TEOUATA AUSTRIAYIEMHA
UATA BHAHREAIMN . FMARAPE
DATH BRMGLADESH. DRCCH

DHTH BELGILUM., FRLUSSELS

DATH BOLINVIALLA FRZ

DATH BRAZIL. PRASILIA

.
o0

G &

[ el a3 1)
P W)

o o G

L0
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L]
=,

38 DATA BULGARIA.S0FIA

DATH BURMA . RAMGOOM

S0 DARTA CHILE. SAMTIAGD

DATA COLOMBIA, BOGOTH

DATA CUBA. HAYVAMA

DATH CZECHOZLOVAKIA. PRAGLE
DATH DEMMARE . COFERHAGEM
DATA ERST GERMAHY,ERST BERLIM
DATA ECGYRT.. CAHIRD

DATA FIMLAND, HELE THET

DATA FRAMCE . FARTD

DATA GREECE. ATHEMS

DETA WHAITI . FORT-AL-FRINCE
DATA HUHGARY ., BUDAPEST

DATA TCELAMDL REYEIAW IE
DATH IWMDIA,HEW DELHI

DATA ITFAN. TEHRAM

DETE TTALY . ROME

DATA JAFPRAM. TORYD

DATHA KUWNATT . KLUWATT

DATA LIBYA. TRIFOLI

LATH MEATCO.MESICO CITY
DATA HEFAL . KATHMAMDU

DATH HMEW ZEALAMND . WMELL THGTOM
DATA HORMAY . OSL0

DATH OMAM . MUSCAT

DATH PERL LIMFA

DATA POLAMD . WARSFAR

DATH GETAR. DOHA

1=
A,I:’

= 5

3%

.

¥ o 40 3
o G T D S

[N AS T R R I IR e ool ol ool ol

7o U1 B U RO
X TS I I x|

- 00 WO O ) O
o 3 A% BRI 08 B A 58 B A

G0 L3 BRI R RY B2
= o

=

LIRS
LA R3 v

LY 8 | QN
fax]

W B P () G LD D0 DYDY
b o 05 A 0

42 DRTH ROMAMIA, BUCHAREST
430 DATA SPATH, MATRIT

o S S S S O ) S

s
.
EN

DATA SLIDAMN . KHARTOLM

4368 DATH SWEDER, STOCKHOLM
4E8 DATA SWITZERLAMD., BERM
47 DATA TUREEY . AMKARA

) DETE LS SR MOECON
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PRIMNT "4k ORETGH CRAFTTAL SR
FRIMT  FRIMT"HOW MAMY CAM YO MHAME"
R=IMHT CLRIGH CRMDCL 00

IF Rl THEM 378

IF IMTORSZ2a=0RmA200 THEMN E=R~-1
gidl FOR =1 TO R

B18 READ Zf

BEE MEST L

£28 FRIMT PRIMT

el FRIMTYCOLMTREY @ "

45 PRIMT of

£330 READ CF

£35 PRIMT

AEE PRIMTYHMHAT I THE CAPITAL ¢
EES THFUT DF

BPR IF DE=CE THEW PRIMT:FRIMT "RIGHT"
PEOTO S

FRIMT  FRINT"WROMCG"
FRIMT"CARPITAL OF ".5%
FRIMT"I® "iC%

RESTORE

FRIWMT  FPRIMT PRIMNT

CGIOTO 57
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Birthstones

What’s your Mother’s birthstone? You'd better know!
If not, take this little quiz a few times until you get all 12
months memorized.

The computer presents the name of a month. You
type in the name of the birthstone (correctly spelled) for
that month.

Program Listing

18 PRINT CHREC147REM CLEAR SCREEM
15 Q=RHD~TI

26 DATA JAMURRY  GRRHET

S8 DATA FEBRUARY . AMETHYST
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DETE MARCH . FELFARER THE
WEATHR FPRTL . DA
DATHE MAY . EMERALD

HWATA JUME . FERAR

@ DATH LY RUEY

HETH FALGLEST  PERIDOT

GE DFTR SEFTEMBER., SRFPPHIRE
IODFTH DCTORER . OFAL

TTH HOWEMBER . TOFAZ

DATA DECEMERER. TURQUOISE
FRIMT" ER AR R EE L LS A
FRIMT" # DIRTHSTOMES #*"
FRIWMT" A 0 A 0o o ol o o
FRIMT : FRIMT  FRIMT

FRIMNT"HOW MAMY MOMTHS"
FRINT"D0 YO KHOW?

FRIMT  FRIMT

FRIMT"FRESS AMY EEY TO STHRET!
GET kK%

IF Kg="" THEM 22@

FRIMT CHREEC1470 REM SCREEM CLEAR
ReIHTC2T#RMIC L 0

iIF RCL THEM 2359

IF IMTIRAZ=(R/2 THEM R=F-~1
FOR =1 TO R

READ Sf

HE=AT L

FRIMT"WHAT I2 THE"
FRINT"BIRTHSTOME FOR"

FRIWMT S

FRIMT

f READ CF

IMFUT Df

FRIMT

IF D#=C#% THEM FRIWT "RIGHT!":GOTO
FRIMT"WROMG "

FRIMT"THE BIRTHZTOME"

FRIMT"FOR "i5$

A PRIMTYIS "0
d RESTORE

G FOR B=1 TO &
1 FEIMT



468 HEXT B
478 CLR
4o GOTO 250

A A

Sample Run

XK K KKK HOK %K K X Kk X
¥ BIRTHSTONES X

HOW MANY MOMTHS DO YOU ENOW?
FRESS ANY EEY TO START

WHAT 185 THE BIRTHSTONE

FOR JULY™

RUIBY

RIGHT !

THE BIRTHSTOMNE FOR JULY

I THE RURY

WHAT IS THE RBRIRTHSTONE
FOR MAY?

EMERALD

FIGHT !

THE BIRTHSTONE FOR MAY
IS THE EMERALD

Number Of Days In A Month

Here's a cute teacher for your elementary-age kids.
This program displays the name of a month and asks how
many days in that month. If the correct number of days is
entered, the computer says “correct.” If an incorrect
number of days is entered, the computer says “wrong.” In
either case, the correct answer is displayed. The
educational game can go on forever if needed.

Program Listing

L PRIMT CHREECLST ) REM SCREEM CLERR
2B DFTH TAMLIFEY 3
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DRTH FEBRARY , 23
DATH MARCH., 31
DATH AFRETL, 28
DATH MEY . =31
DATA JLURMHE, 28
DATA JUlY .21
DATH AUGUET .31
IATH SEFTEMBER., 20
DATH DCTODER. 31
DAETH HIVEMEBER . 26
DATH DECEMBER.S
HAz=RED =TI
FeTHTC2D®RMDCL 00
IF =<1 THEM 15@
IF IMTIRAZ=(RA2 THEHM E=R-1
FOR L=1 TO R
FERD =¥

) HERT L
g FRIMT'MOMTH 15 "i5%

RERD CF

FRIMT"HOMW MAMY DARYS IR "o
IMFUT D%

IF DF=CE THEM FPRIMT"CORRECT" @ GOTO
FRIMT " WRIHGE"

FRIMT S£;" HAS ", 0" DAY:S"
RESTORE

FRIMT

PRIMT

FRIMT

EOTD 158

A



Math Helper Programs






Volumes

Cones. Cubes. Cylinders. Prisms. Pyramids.
Spheres. Name your object. This program computes the
volume and displays it in cubic units.

Put in inches, get cubic inches. Put in feet, get cubic
feet. Yards, get cubic yards. No mixing units in any one
calculation. Cylinder is right circular.

Program Listing

18 GOSUE e

28 FRIMTFRIMT:FRINT

28 IMFUT"OBJECT MAME". W%

SE PRIMT

gl IF WE="COME" THEM 198

I IF ##="PYRAMID" THEHW 198
g IF #=#="CUBE" THEMW 288

o IF ¥$="CYLIMDER" THEHW 36
@ IF Xg="FPRISM" THEM 408
53 IF KE="SPHERE" THEH Z64
[ PRIMT"TREY RAGAIH"

95 GOTO 28

188 PRINT HAf:" ARER".

118 IMPUT A

126 FRIMT =#%." HEIGHTH".
139 IMFUT H

148 We=OR%HY A3

158 GOTO &0

288 FRIMT HE:" LEMHGTH";

218 IMPUT L

228 FRIMT w&:" WIDTH":

238 IMPUT W

248 PRIMT H&:" HEIGHTH".
238 IMPUT M

268 W=LklikH

278 GOTO &8

388 PRIMT W&:;" RADIUS"
31@ IMFUT R

28 FRIMT #“#:" HEIGHTH":
338 IMFUT H
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248 V=3, 141392654 K2R ¥H

350 GOTO &Y

dad PRIMT HA%." RAREA"!

418 IMFUT H

428 PRIMT H£," HEIGHTH":

438 IMPUT H

448 =r¥H

458 GOTO &89

500 PRINT “%:" RADIUS":

518 IMPUT R

S28 V=03, [41502654%4¥ R T30 043
SR8 FRIMT

E16@ PRINT =&, YOLUME ",V
€638 G0TO 24

988 FRIMT CHRE£C1470 CHREECZED
S18 PRIMT TRBCRICHRECLILL 2
528 FOR L=1 TO 11:PRINT CHE$C1S3:, ‘HEXWT
938 PRIMT CHE$£C1125

933 PRINT TRBCSIICHRECIES)
948 FRIMT Tﬂﬂﬁa":”“ﬂLHME“”s
Q5@ PRIMT TRECLITI.CHRECLIET
955 PRIMT THBQS)JCHRi(lBB?;
QF7F FOR L=1 TO 11:PRINT CHRFCL1E4: CHEXNT
95 FRIMT TRBCI72.:CHREC LSS
978 PRIMT CHR£C1442

250 RETURM

Sample Run

OBRJECT MAMET SFHERE
SPFHERE RADIUS? B

SPHERE YOLLUME 2144, a5
QOBRJECT MAME? PRISH

PRISM AREAR? T

PRISM HEIGHTH? 18

PRISM “WOLLME 1278

DBJECT MAME? CURE

CUBE LEMNGTH? ]

CUBE WIDTH? &

CUBE HEIGHTH? 24

CUBE “OLUME 2496



QEJECT MAME? OHE

COME FREAT a5

COME HEIGHTH? Gt

COME VOLLME 121
OEJECT MAME? CYLIMDER

CYLIMDER RADIWE? 28

CYLIMDER HEIGHTH?IZE
CYLIMDER WOLLME iS40, 3781

OBJECT MEME? FYRAMID
FYRAMID ARERT 321
PYRAMID HEIGHTH?2E

F'r

FEAMID VOLUME 2354

Areas

Circle. Ellipse. Parabola. Sphere. Square. Rectangle.

Triangle. Name your shape. This program will compute its
area. Surface area in the case of the sphere. Answer the
computer’s questions and it will give you the answer you
need, in square units of measure. If you use inches, the
answer will be in square inches. Put in yards and get
square yards. Meters, get square meters. Please don’t mix
units in any one computation.

Program Listing

16
2
38

FRIMNT CHRE£C147) REM CLEAR SCREEM
IMPUT"SHRPE" § S%

PRIMT

IF S$="CIRECLE" THEM Z£&

IF Sg="ELLIPEE" THEM 288

IF -.’:'“"F'HPFI}.-I"ILH” THEM < EE

IF S="SPHERE" THEM S0

iF Z$“‘""DIJHF.E" THEM &E

IF Sf="RECTAMGLE" THEM S@E

98 IF SE="TRIAMGLE" THEM Y&
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FRINT'HOT A RECOGHMIZED SHAPE TRY

FRIMNT

GOTO 2
ITHFUT " RADTILE" R

e I N R T i f
GOTD S8
THFLET"MAIOE A=TS" 0T
THFUJT"MIMOR FETIE" M
Fl==g), VT o Tk

GOTE SEaE
IMFUT"BAZE" B
THPUT"HETGHTH" i H

Flas 22 60 T

GOTO SR8
IMHPFLUT"RADTUS SR

A=, 1415906549 a8 R T2

GOTO SEe
THFUT"LEMGTH" L
IF Sf="SnunrE" THEH
THFUT"PITTH S W
F=1. %L

GOTO 2P0
IMFPLUT"BRSE" J B
IMFUT"HEIGHTH" i H
==, D E

FREIMT

FRIMT"AREA A
FRIMNT

GOTO 28

Sample Run

SHAFE TRIANGLE
BASE S8
HEIGHTH 22

AREA LHO5

SHAFE ELLIFSE
MAJOR AXIS 19

84
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M=l el GOTO SEE



MINOR AXIS 14

AREA 208.72164
SHARE  CIRCLE
RADIUS 1=

AREA B3R, 923153
SHAFE  FARAEOLA
BASE 18

HE TGHTH %7
ARER 444

SHAFE  SOUARE
LENGTH 44

ARES 1936

SHAFE SFHERE
RADTILIS 13

TLEEG

AREA il
SHAFE RECTANGILE
LEMGTH 28
WIDTH 55

AREA 1210

Reciprocals

Key in any number. The computer will display its
reciprocal. The actual conversion is done here at line 30.
Program Listing
18 FRIMT CHRE$CL4T Y CREM CLEAR SCREEH
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PREIWMT"HUMEER TO BE COMWERTED"
IMPUT"TD ITES RECIFROCAL"™IHM

IF M=8 THEM PRIMT:GOTO 15

R=1 M

FPRIMT PRIMT  FRIMT
PRIMT"RECIFROCAL OF" M
FRIMT"IS"R

PEIMNT -FREIMT :FRIMT

IMFUT?FOR MORE FREZS RETURM" K
CLR:GOTO 1@

Averages

Key in numbers in any order. A zero will end entry.

The computer will tell you the average number of all
numbers you entered.

Line 40 finds the total number of all numbers

entered. Line 50 finds the total of entered numbers. Line
70 computes the average.

Program Listing

18
=t
3@
40
50
60
78

108
118
128

PRIMT CHR$(1473 REM CLEAR SCREEM
INFUT"GIYE ME R NUMBER";Z

iF Z=@ THEM 7@

H=h+1

T=T+Z

GOTO 28

F=TH

FRIMT :PRIMT :PRINT

FRIMT"THE AYERAGE IS"A
PRINT:PRIMT :PRIMT

138 IMPUT"FOR MORE FPRESE RETURM".KF
148 CLR:GOTO 1@
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Fractional feet

You are measuring a box and the computation comes
out to 14.5 feet. How do you change 14.5 feet into 14 feet 6
inches? Here’s how:

Program Listing

18 FRIMT CHR#£C147

28 PRIMT"TYPE FRACTICOMAL FEET"

38 PRINMT"CFEET TO A DECIMAL"

4@ IMPUT F

45 W=IMTCF S

56 B=F-l

B8 D=12%R

B2 IF (D-IMTCD»5<A.S THEN I=IMTC(DL:GOTQ @
7é I=IMHTCDI+1

3@ PRIMT

8 FRIMT F,;"FEET ="

19 PRINT M "FEET": 1. " IHCHES"

286 FOR L=1 TO 18:PRINT:MEXT L

218 IMPUT"PREZS RETURM FOR MORE".KF
228 CLRCOTO 1@

Sample Run

TYFE FRACTIONAL FEET
CFEET TO A DECIMALD

14.5 FEET =
14 FEET & IMCHES

FRESS RETURM FOR MORE

YRE FRACTIOMAL FEET
SET TOOR DECIRMAL D

LEaE FERT =
T8 FEET 18 THOHED

EORETURM FOR MORE
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FEET

ST IORAL

1 FEET Z IwiHEf

RETURM FOR MORE

L FRACTIONAL FEET
COTEA DECTFAL

VOFEET

FEET & IMCHES

FRESS RETURMN FOR MORE

FRESS RETURM FOR MORE

PREFRACTIOMAL FEET
CEETOTO M ODEC TP

4i FEET =
48 FEET ® IMCHES

FRESS RETURM FOR MORE

TwPE FRECTIOMAL FEET
CFEET TO A DECIMAL

H1.4 FEET =
=1 FEET 5 IHOHES

FRESS RETURM FOR MORE
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Standard Deviation

Here's a way to determine mean and standard devia-
tion. In this particular program, you exit the entry cycle by
entering the large number 999999999 (nine 9's) so you
can’t use 999999999 as cne of your data points.

This is a great opportunity to experiment with stan-
dard deviation computations. Try a series of data points
such as 3, 5, 3, 7, and 4. They should resultin

DRATA POIMTS TOTAL 22
MERM 4.4
WARIANCE 2.23933238
STD DEVIRTIOM 1.

Program Listing

18 PRINT CHR#£C147>:'REM CLEAR SCREEM
28 IMFPUT"DRTA POIMT:".#

3@ IF xW=3353935933 THEM €8

Gt T=T4p S04 T8 e+l

TE GOTO 28

A A=T M WS- D= E0R
FEOPRIMT FRINT  PRIMT

H FREIMT"DATA POIMTS TOTAL"GT

SE PRIMT"MEAM" A

186 FPRIMT"VARIAMCE" i

i PRIMT"STLD DEVIATION".D

128 PRIMT PRIMT PRIMT

130 IMFUT"FOR MORE FPREZS RETURM" KE$
l4@ CLR:GOTO 1@

Sample Run

DATH POIMT: &
TRTA POIMT: &
DATA FOIMT: 7
DATA FOIMT: £
DATA POINT: 5
DRTA FOIMT: 4

DATA FOIMT:
DATH FOIMT
DATR FOIMT :

AP
Li o

L S G
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TATA FOIMTS TOTHL 44
MEHH I

VAR IAWCE Z.25
STD DENVIATION Z.29128785

FOR MORE PRESS RETURH

Astronomy
Lightyears/Distance Conversions
Starlight,
Starbright,

| wish | may,

| wish | might,
Know the distance
To your light.

For students of astronomy everywhere, here’s how to
plug your computer into your hobby: use the machine to
discover distances across the Universe!

This program converts lightyears to kilometers or
kilometers to lightyears or lightyears to miles or miles to
lightyears. It's hard to visualize distances in lightyears.
Run this program and you’ll be better able to grasp the
vast expanse of the Cosmos with your mind.

Of course, all distances are approximate. We use

365.86 days per year and, thus, 9.4830912x10'%km/ly or
5.892792872x10"2milly.

Program Listing

18 GODSUR 989
20 FRIMT FRIMT
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GE0
130
=18
“ah
=98
e
S1d
Q26
938
248

FRIMT"YOUR CHOICES RRE:"
PREIMT
FRIMT"CLy LTYRS TO KILOMTRI"
PRIMT" (2 LTYRZ TO MILES"
FRIMT" cad RILOMTRZ TO LTYRE"
FRIMT"C4) MILES TO LTYRE"
FRIHT
FRIMT"WHICH COMVERSIOMN?"
FRIMT"PREZS A MUMEER"

GET kEF

IF f="" THEM 118

IF WALCESXIL OR WALCKEI 24 THEM 28
IF WALCEEY 22 THEM 428

FRINT CHEEC147 2 REM CLEAR SCREEM
IWFUT "LIGHTYERRS" &L

DR, T I Seic sl e D e e
M=l CD, BEZTRETROIaTIZ2N D

o FRINT
5 PRIMT KRN

FPRIMT  PRIMT  FPRINT

IMFUTPRESS RETURM FOR MORE"k$
CLE:GOTO ia

FRIMT

FRIMT M:"MILES"

GOTO 27

FRIMT CHRESC147

IF WALCKE =4 THEM D86
TRPUT " KILOMTRE" ik

L 09, 4R399 12801811200

FRIMT

FRIWET L "LTYRE"

COTO 278

IMFUT"MILES" oM

Lehl /S, GOz 9287 *C1aTia s

GOTO 448

EMD

FRIMT CHRE$C147) REM CLEAR SCREEM
FOR L=1 TO 22:PRIMT CHRE$CLZQ, ‘HEAT
PRIMT" LIGHTYEARS DISTAWCE"

FOR L=1 TO 22:FRIMT CHRFC1Z262; (MEXT
FETLIR®M
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Photography: Flash Exposure

Use your computer to help take better pictures!

The most important factor in pictures shot with flash is
the distance from your flash to the subject. Subjects
which are close to you will receive a lot of light while sub-
jects farther away will receive less light.

Check your data sheet for the film you are using. Look
for the film guide number. Next, make an estimate of the
distance in feet from the flash to your subject.

This program determines the proper f/stop setting for
your camera. By the way, if the computer tells you to use
an f/stop setting between two f/numbers available on your
camera, set your lens opening at the nearest f/number or
halfway between the two, whichever is closest.

For example, suppose your film has a guide number of
80 and you estimate the flash-to-subject distance at 10
feet. Use f/8 on your lens.

Program Listing

FRIMT CHREC |47

PRIMHT" FHOTEGRAFHY

PRINT  FLASH SURE "

FOR L=i T0O 22 PRINT CHRECLLED ; HEMT L
PRTHT  PRINTFILM GUIDE HUMEER"

[HFUT G

TF Gl THEM 563
=i PHIHT”FL&‘H TS IeErT!
SE TRMFIT TS :HLE”.D

TEE TF D=@ THEM =8

118 F=G-T

1288 PRIMT OFRIMT"SHOOT ST P
LEEOFOR =L TO S PRIMT CMEST L
1A PEIFHTYTD D0 AMOTHER. ©
TMPUT"FRESS BETURM" & 15E
Cim

GOTG L@




Sample Run

FHOT OIGR AR HY
FLASH EXPOSURE

?Lrn T S B TECT
DISTAMNCET i@

SHOOT AT Feos
T DO AROTHER
FRESE RETLRM

Photography: Close Ups

For copying and other close-up work with your camera,
you extend the camera lens by using bellows or extension
tubes. In doing that, you must allow for an effective in-
crease in the normal fInumber or your picture will be
underexposed.

You make such an exposure compensation whenever
the subject distance is less than eight times the focal
length of your lens.

This program provides a convenient means of determin-
ing the effective fInumber. For example, if the focal
length of your camera is 50mm and the lens-to-film
distance (focal length plus extension from infinity posi-
tion) is 100mm, and the normal f/stop would be 22, the
corrected stop would be #/11.

Or, if you are using a 25mm lens, with 50mm lens-to-
film distance, a normal f/stop of 8 should be corrected to
f/4. Be sure to keep both focal length and distance in
either mm or inches. Don’t mix apples and oranges.

Program Listing

18 FRINT CHR#(1477 REM CLEAR SCREEM
26 PRINT" FHOTOGRAFHY "
38 FRIMT CLOSE URS"
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48 FOR L=1 TO 22 FRIMT CHREL9TH HEXT L
A OPRIAT  PRINTYWHAT IS THE"

0 IMFUT"HORMAL FAHUMBER" S F

B PRIMT"LEMS-TO~FILM"

80 IMPUT"DISTAMCE IM MM":D

90 IF I=8 THEM 28

198 PRIMT"LEMS FOCZAL LEMGTH"

11e IMPUT"IM MMY L

122 H=F#%L~D

128 PRIMTPRIMT"EFFECTIVE F/HUMBER"
148 PRIMT"IS Fo"ik

1598 FOR L=1 TO &' PRIMT: HMEST L

188 FRINT"TO DO MORE."

ive IMPUT"FRESS RETURM",K#

128 CLR

19a GOoTo 1@

Sample Run

FHOTOGRAFHY
CLOSE UPS
WHART 1% THE
HORMAL FAMUMBER? 22
LEME~TO~FILM
DISTAMCE IW MM? 186
LEMZ FOCAL LEMGTH
IN MM SR

EFFECTIWE F/MUMBER
1s Fe'll

TO DO MORE.
FRESS RETURH
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Computer books

from ARCsoft Publishers
At Your Bookstore

For the TIMEX/Sinciair 1000, Sinclair ZX-81 and MicroAce:
Practical TIMEX/Sinclair Computer Programs for Beginners

Edward Page $7.95 ISBN 0-86668-027-6
101 TIMEX 1000/Sinclair ZX-81 Programming Tips & Tricks

Edward Page $7.95 ISBN 0-86668-020-9
TIMEX/Sinclair Computer Games Programs

Edward Page $7.95 ISBN 0-86668-026-8
37 TIMEX 1000/Sinclair ZX-81 Programs for Home, School & Office
Edward Page $8.95 ISBN 0-86668-021-7
TIMEX/Sinclair Computer Program Writing Workbook

Edward Page $4.95 ISBN 0-86668-810-2

For the Texas Instruments TI-99/4A Home Computer:
Texas Instruments Home Computer Games Programs

Len Turner $8.95 ISBN 0-86668-032-2
Texas Instruments Home Computer Graphics Programs

Len Turner $9.95 ISBN 0-86668-031-4
101 Programming Tips & Tricks for the Texas Instruments TI-99/4A

Len Turner $8.95 ISBN 0-86668-025-X
36 Texas Instruments TI-99/4A Programs for Home, School & Office

Len Turner $8.95 ISBN 0-86668-024-1
Texas Instruments Computer Program Writing Workbook

Len Turner $4.95 ISBN 0-86668-812-9

For the VIC-20 and Commodore computers:
Commodore 64 Computer Programs for Beglnners

Howard Adler $8.9 ISBN 0-86668-033-0
101 Programming Tips & Tricks for the VlC-20 and Commodore 64
Howard Adler $8.95 ISBN 0-86668-030-6
34 VIC-20 Computer Programs for Home, School & Office

Howard Adler $8.95 ISBN 0-86668-029-2
VIC-20 Computer Program Writing Workbook

Howard Adler $4.95 ISBN 0-86668-811-0

For the ATARI computers:
101 ATARI Computer Programming Tips & Tricks

Alan North $8.95 ISBN 0-86668-022-5
31 New ATARI Computer Programs for Home, School & Office

Alan North $8.95 ISBN 0-86668-018-7
ATARI Computer Program Writing Workbbok

Alan North $4.95 ISBN 0-86668-814-5

For the TRS-80 Color Computer and TDP-100 computers:
Color Computer Graphics

Ron Clark $9.95 ISBN 0-86668-012-8
101 Color Computer Programming Tips & Tricks
Ron Clark $7.95 ISBN 0-86668-007-1
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55 Color Computer Programs for Home School & Office

Ron Clark $9.95 ISBN 0-86668-005-5
55 MORE Color Computer Programs for Home, School & Office

Ron Clark $9.95 ISBN 0-86668-008-X
The Color Computer Songbook

Ron Clark $7.95 ISBN 0-86668-011-X
TRS-80 Color Computer Program Writing Workbook

Ron Clark $4.95 ISBN 0-86668-816-1
My Buttons Are Blue and Other Love Poems

Edited by Ron Clark $4.95 ISBN 0-86668-013-6

For the APPLE and Franklin ACE computers:
101 APPLE Computer Programming Tips & Tricks

Fred White $8.95 ISBN 0-86668-015-2
33 New APPLE Computer Programs for Home, School & Office

Fred White $8.95 ISBN 0-86668-016-0
APPLE Computer Program Writing Workbook

Fred White $4.95 ISBN 0-86668-813-7

For the TRS-80, Sharp and Casio Pocket Computers:
44 Programs for the TRS-80 Model 100 Portable Computer

Jim Cole $8.95 ISBN 0-86668-034-9
Practical PC-2/PC-1500 Pocket Computer Programs

Jim Cole $7.95 ISBN 0-86668-028-4
Pocket Computer Programming Made Easy

Jim Cole $8.95 ISBN 0-86668-009-8
99 Tips & Tricks for the New Pocket Computers

Jim Cole $7.95 ISBN 0-86668-019-5
101 Pocket Computer Programming Tips & Tricks

Jim Cole $7.95 ISBN 0-86668-004-7
Murder In The Mansion and Other Computer Adventures—2nd Edition
Jim Cole $6.95 ISBN 0-86668-501-4
50 Programs in BASIC for Home, School & Office—2nd Edition

Jim Cole $9.95 ISBN 0-86668-502-2
50 MORE Programs in BASIC for Home, School & Office

Jim Cole $9.95 ISBN 0-86668-003-9
Pocket Computer Program Writing Workbook

Jim Cole $4.95 ISBN 0-86668-817-X
35 Practical Programs for the CASIO Pocket Computer

Jim Cole $8.95 ISBN 0-86668-014-4

For the TRS-80 Model | and Model Il computers:
TRS-80 Model I/lll Computer Program Writing Workbook
Mark Lewis $4.95 ISBN 0-86668-815-3

For the IBM Personal Computer:

IBM Personal Computer Program Writing Workbook

George Bridges $4.95 ISBN 0-86668-818-8
Universal for use with any computer system:

Universal BASIC Computer Program Writing Workbook

Don Roberts $4.95 ISBN 0-86668-819-6
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Commodore 64
Computer Programs for Beginners

by Howard Adler

Here are 40 complete, tested, ready-to-run programs in BASIC for
the Commodore 64 and VIC-20 microcomputers as well as other com-
puters using the Commodore version of the BASIC programming
language.

The practical, exciting and fun software in this book is easy to type
into your Commodore computer and won’t take hours to set up.

Money and finance programs compute car payments, monthly loan
payments, unit price, currency rates and more. They allow you to com-
pare shopping buys, find unit prices, and much more.

Fun programs include secret codes and messages, zodiac predic-
tions, number games, dice and coin tossers, adders, testers, and slot
machine simulations. The computer draws straws, makes decisions for
you and writes funny reports about your friends.

Use your Commodore computer to learn! Programs include begin-
ners and advanced math flasher, U.S. presidents, state geography,
foreign capitals, birthstones, days in a month and much more.

Let the computer do your hard math work. Programs in this book
find volumes, areas, reciprocals, averages, fractional feet, standard devi-
ation, lightyears and even photography exposures.

All of these and more are among the 40 programs in this handy
volume. Each program in this book is complete and ready to run all by
itself. You type it in and the computer does the rest. And each program
can be blended into a larger set of instructions to create bigger projects
for your Commodore computer. These are ideal programs for beginners
and novices, newcomers and first-timers in the world of computing, as
well as those old-hands needing new and different ways to make their
Commodore computers do real work. In addition, the 40 programs in this
book will run on other computers which are programmed in the BASIC
language, with only minor changes to program lines.

This is the ideal set of software for use with the Commodore 64, the
VIC-20 and all other computers using Commodore BASIC. '
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