A simplified Guide to
computer Programmmg
"‘ BASIG ; SR

HRS, ENDPROC, ABS, SPC, SIN, TAB may
., sound double-Dutch to ygu. It probably is
" double-Dutch, But it's the kind of double-Dutch

- momn that invented computers didn't speak very good

,:Enghsh-—but he spoke damn good double-Dutch! And
.thats what you have to learn’ to do - speak another
‘languaxe’ '

s quite’ possxble to learn computer programmmg ina
couple of weeks or it may take a lifetime, 1t all depends on
how ‘fluent’ you wish to be. Unfortunately, the story doesn't

 stop there, Ehch computer has its own different ‘dialect’ and

. you've got 40 lelm the r&ght one. However, there are basic
' ﬂmalamm md this is what this article will try to explain,
(OK1. 56 you've st a eomputer and you've managed to
K -dceadc your. four: mxmon page manual to figure out how to
. turn thething on. You' wait there patiently for it to suddenly
‘talk to youapd answer all the questions that you've always
, wamcd tb ask; such as ‘What is Life? You'll be there ‘till a
,-cow ‘jurhps over th¢ moon -because contrary to common
. belief computers are a bit ignorant. In fact they're downright
" stupid! Indeed, instead of the computer telling you what to
. do; you have to tell the computer. You've got to list your
" commands precisely, and you musn't miss a single step.
. Otherwise the computer will just cough and then say that it
. dopsitt know what you are blabbering on about (or rudder
_mﬁ lo that effect') For example, if you type in

" PR!NT “HELLO" (ind press RETURNor .
. _ENTER key, and do this at

20 STOP.
RUN

the wmpmerwil wnté ott mwumw tham;ﬁeﬁ .- :

hand comer‘of the & wuen, Nt
~anumber and by i g
withi 10 and then to, conﬁm;;"
Jmin Iv's called a line nimaber. .

’v'a ;vi'ih

.ex;ecuuon of your program m u' must betypod‘i‘mt the

that computers like to talk in. Unfortunately the'

the end of each command) =

end afnvery prog;am P , :
*.10 PRINT, “HELLO’ {Press RETURN or ENTEhkey;
2060TO 0.

30 STGP
RUN

el ome

- 6OTO means exactly what it says--(ramimc auidher

10, e

. When you typcd in RUN the computer- sheuld Hhave
printed HELLO on the screen (just as befoie) and. then,
hnvmg dealt with this, your first command (line.puthber 1),
it went on to your second command (line number%}whmh
of ¢ourse told it'to go back to the first mmpd‘m;i*pﬂm

,,,,,

does the compmergct to ling ﬂumbét §

telling it to stop what it's domg)?
Got it?

No? EU S

Well havc another thmk -4

why you get H,ELLO printed somany fimies
This program is called a-loop it cnmﬁ;m:
jargon because the con
round in the program, nevet W

If you got that question ﬂguyau‘ )
self. You're now one step dhové pah
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30 S10P (Press RETURN or ENTER)
RUN LA L LER LR Y
Note:

Il \l)ll\L got a VIC or PET change RND 1o RND (1) in line number 10,
.o BBC' or Acorn Electron uh.mgu R'\l) ln R\l) nH
Apple then

| RN-RO) » " RND ()

I'he gobbledegook in brackets in the above program
simply tells the computer to choose a random (RND)
number between Fand 20, Try putting in different numbers.

The INT is short for integer: otherwise the computer may
quite rightly choose the number 7.86436!

LE'lT A = ... tetls the computer to put the random integer
between | and 20 that it has chosen ina memory bank called
A.

You should know cnough computer programming by
now to be able to ligure out the rest of the program.

Got it?

Yes?

Good!

Now break out the champagne: you're two steps ahead of
a moron in terms of computer programming!

Let's alter the above progrum so that you have'to guess
what the number is.

10 LET AZINT (RND*20+1) (Press RETURN or

ENTER)
20 PRINT “WHATS
YOURE GUESS™ "
30 INPUIT B b
40 IF A=B THEN PRINT
“WELI L. DONE™ h

S0 IF A= B PRINT
“WR()‘\’(: lHl COR-
RECI ANSWER WAS "1 A

60 STOP

RUN

Line 10 tells the computer to choose a random number
between | and 20 and keep it in a memory bank called A.

Line 20 tells the computer to print everything within the
speech marks (quotes), i.c., WHATS YOURE GUESS?

Now:comes the exciting bit! You have to guess what the
number A is. (Take a guess and don't forget to press the
RETURN.or EN'ER key once you've had your gucess.)

Line 30 tells the computer to wait for your guess and then
put your guess in a memory space called B.

Line 40 tells the computer to sce if its random number A is
the same as your guess B, and if it is so it will print WELL
DONE, otherwise it will do nothing and go on to line 50.

Line 50 tells the computer to sce if its number A is less
than or more than (i.e. not equal to) B and if this is the case
then to print everything that’s mentioned within speech
marks. Notice the semicolon after the speech marks and
then the letter A. This tells the computer not to go to line 60
until it has printed the random number that it called A in
place of the letter A afier the semicolon. Got it? Have
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another read,

Youve now climbed the first three steps (perhaps the
hardest of them all) that cvervbody has to ¢limb betore
becoming proficient in computer programming. Y ou now
have the basis of programmung under your belt and, believe
me, it's surprising what vou can do with just learning these
three moron-prool steps in double-Dutch. Read on!

There is one other thing voushould know. Inthe very first
program shown to you the computer was made to loop an
infinite number of times printing HELLO on the sereen cach
time it did so. However, there is a way to control the number
of times the computer loops. and 1t 1y gquite useful 1o be able
to do this while, for example, setuing limits to the number of
tries a player can have on a game. Fake a look at this:

10 FOR A= TO 3 (Press RELTURN or
INTER key)

20 PRINT “HELLO" "
30 NEXT A

4) S10P b
RUN "

It is better to explam lines 10 and 30 together. Anyvthing
between these lines will be repeated theee times so thatin this
example the word HELLO will be put on the screen thiee
times, Why three? Well the number ol times the computer
will loop batween lines 10 and 30 is dictated by the last
number in line 10. For example, if Iine 10 was changed to

10 FOR A=1 1O 10
then the computer will print HELLO ten times.

Let's play a game in which you have to guess a random
number that the computer has chosen in say three tries.

LIST
0 CLS
20 PRINT "IN THIS GAME GUESS A NUMBLER

IHAT I'HE COMPUTLER HAS IN MEMORY IN
THREE TRIES. THE NUMBER IS BEIWEEN |
AND 20.”

30 PRINI

40 PRINT "PREPART 10 BE BIEATEN"™

50  PRINI

60 PRINI

70 PRINI

80 LEI A:INT (RND*20+1)

90  PRINT I HAVE CHOSEN A NUMBER. GUESS
IT IN THREE TRIES.”

100 FOR C=1 TO 3

1O INPUL F

120 1IF F < A PRINT *TO0O LOW"

130 IF F > A PRINT “TOO HIGH"™

140 IF F=A GOTO 210

150 NEXTC

160 PRINT
170 PRINT “BAD LUCK"
180 PRINT
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190  PRINT “THE CORRECT ANSWER WAS ™A

200 GOTO 220

210 PRINT *“THE CORRECI
DONE”

220 sTop

ANSWER-WELL

* Note:
1l youw've got an Apple then change C1S to {HOMI m ine number [0
A VIC PHI PRINT CHRS (147)

Try to first go through the program assuming that you
didn’t get the answer and then lollow the commands in the
program assunming that you did get the correet answer,

If you can do this you have uncovered the fundamentals
of computer programmng. This is the basis on which all
programming i based and you should know enough to be
able to write similar programs.

By now vou are probably wondering how a computer
produces games such as space invaders and moving ships on
the screen. Computer animation, as it's called, s very dith-
cult and varies enormously from computer to computer. So
it's really not possible to talk about it in a general sense when
so many ol the rcaders arc bikely to have diflerent
computers,

Further, computer animation s rarely done in the lan-
guage called BASIC (the one used in this article) becauseit’s
a very slow language and would result in very slow moving
targets and missiles. It's usually written in something called

machine code which I advise you to keep well away fromy

until voa've at least mastered BASIC!

But just to show you that animation isnt always that
difficult here’s a program which shows a moving “ship’. Ity
very simple and works on the basis ol putting a symbol
(which represents the ship) in a position, say X, and then
placing a blank space in this position X. Finally, the symbol
is placed a little way further to the right (say X+1). Repeating
this many times, very quickly. will give the illusion ot a
moving ship.

Use this program which illustrates the pointif you have a
Sinclair Spectrum:

10 CLS

20 LET X=0

30 FOR A=1 TO 30

40 PRINT AL 10, X; " >="

50 GOSUB 100 (line 50 makes the
computer jump to line

100)

60 PRINT AT 10.X;
70 LET X=X+1

80 NEXT A

90 STOP
100 FOR B=1 TO 15 (line 100-110 is a
delay sequence, i.e.,
dictates the speed of
the ship) ,

(line 120 makes the
computer return to
line 50)

If you have a VIC, PET, BBC, Acorn Electron, Apple or
TRS-80. use this program:

120 RETURN

10 CLS*

20 LET X=0

30 FOR A=110 35

40 PRINT TAB (X,10)" >z

50 GOSUB 100

60 PRINT TAB (X.10)"
70 LET@ X=X+I

80 NEX1 A

90 S10P

100 FOR B=1 10 300

110 NEXIT B

120 RETURN

*|{ you are using an Apple. change CLS to HOME and if
you are using a VIC or PET computer, change CLS to
PRINT CHRS$(147).

Spacc invaders is fascinating in terms of programming
but it's so complex and way beyond the scope of this article.
It is perhaps interesting to just note that to your computer
your average space invader is just a bunch of complex
mathematical equations.

But thats another story .... 0
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Atron

Switch Mode Power Supplies

Atron Electronic Industries is the leading manufacturer of SMPS for Black
& White Televisions. Atron SMPS modules are with mains isolation and
are available in two models. Atron SMPS Mode! ‘A’ gives d.c. stabilised
output of 110V & 20V while Mode! ‘B’ gives d.c. stabilised output of 1OV &
16V for mains input voltage vanation in the range of 130V to 260 Ac.
Atron SMPS modules can be used with a wide variety of Television drauits
using IC’s and discrete devices.

Manufactured by:

Atron Electronic industries, Hyderabad.
Marketed by.

ARADMNA
ELECTRONICS (P) LTD
10, Snnath Complex, $.D. Road,
Secunderabad 500 003 Phone: 822201. Grams: HINDOTEK
Branch Office: 1690, Bhagirath Place Deihi~}0 0U&. Phone: 234369
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