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19
UNO! DOS! TRES!

For Parents and Teachers ...

This game helps children learn how to count from zero to
10 in Spanish. '

For Kids ...

When you RUN this program, the screen turns blank. At
the bottom, the computer asks “NUMBER (0-10)?” You can
type any number from 0 to 10. Let’s say you type a 5. The
computer puts a 5 on the sereen and underneath it the word for
5 in Spanish:

CINCO
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UNO! DOS! TRES!

When the computer prints the number, it plays a special
musical tone. The computer asks you to say the name of the
number, first in English and then in Spanish.

If you keep practicing the numbers in Spanish you will
soon be able to say them all without any help from the com-

puter:
“SERO! UNO! DOS! TRES! CUATRO! CINCO! SEIS!

SIETE! OCHO! NUEVE! DIEZ!”

The Game ...
Program Name: SPANISH

50 REM *** COUNT IN SPANISH
60 PRINT " Y ":POKE 752,1
65 POSITION 3,8:PRINT "***¥ COUNT TO 10
IN SPANISH *#%%n"
67 FOR PAUSE=1 TO 1000:NEXT PAUSE
70 DIM PAD(5) :PAD(2)=3:PAD(3)=2:PAD(4)=2
¢tPAD(5)=1
75 DIM BS$(35)
76 BS="
"

80 DIM M(10)

82 FOR I=0 TO 10

84 READ N

86 M(I)=N

88 NEXT I

90 DIM NS(6)

95 DIM 0S$(2)

97 DIM AS(1l)

100 GRAPHICS 2:POKE 752,1

105 TRAP 100

110 FOR I=1 TO 11

115 POKE 656 ,0:PRINT BS

120 POKE 656,0:PRINT CHRS$(125) :PRINT "
NUMBER (0-10)": :INPUT K

130 IF K<O0 OR K>10 THEN 120

135 RESTORE 5010

140 FOR J=0 TO K

145 READ NS

119



120 ATARI IN WONDERLAND

150 IF J=K THEN POP :GOTO 165
» 160 NEXT J
165 POKE 656,0:PRINT " SAY IN HYOI#ES
AND BFNER"
170 POSITION 9,3:PRINT #6;J
175 GOSUB 3010:REM * CENTER NUMBER
180 POSITION 6,6 :PRINT #6;08;N$
190 sounDp O,M(J),10,15
200 FOR PAUSE=1 TO 800:NEXT PAUSE
210 sounp 0,0,0,0
220 POSITION 9,3:PRINT #6;" "
230 POSITION 6,6:PRINT #6;" F
240 NEXT I
250 GRAPHICS 0:POKE 752,1
255 POSITION 15,8:PRINT "AGAIN";:INPUT A
$
257 IF AS$="Y" THEN 100
260 IF AS$<>"N" THEN 250
270 GRAPHICS 0:POKE 752,1:END
3000 REM **%* CENTER NUMBER SUBROUTINE
3010 os=""
3020 IF LEN(NS)+LEN(O$)>5 THEN 3050
3025 FOR P=1 TO PAD(LEN(NS))
3030 OS(LEN(OS)+1)=" "
3040 NEXT P
3050 RETURN
5000 DATA 121,108,96,91,81,72,64,60,53,4
7,45
5010 DATA SERO,UNO,DOS,TRES,CUATRO,CINCO
+SEIS,SIETE,OCHO,NUEVE ,DIEZ

Typing Hints ...

M To get the reverse video for the words English and Spanish
on line 165, you need to press the Atari-symbol button ( ). To
turn off the reverse video, press the button again.

Highlights ...

The musical tones that accompany each number are in the
DATA command on line 5000. The Spanish names for the



UNO! DOS! TRES!

numbers 0 through 10 are in the DATA command on line 5010.
The musical tones are read into the M array on lines 82 to 88.

The program lets you choose any 11 numbers from 0 to 10.
You can count from 0 to 10. Or you can repeat the number 5
(CINCO) 11 times. The major program loop begins on line 110
and ends on line 240.

The program INPUTs your chosen number into the
variable K. Then, using a RESTORE 5010 command and a
READ command (lines 135 and 145), the program loops
through the Spanish words K+1 times and fetches the Spanish
name for the number you have chosen.

The Spanish names are different lengths. The subroutine
beginning on line 3000 pads the smaller names with blanks to
center them (roughly) under the number.

The TRAP command is used on line 105. If you type
something other than a number in response to the question on
line 120, the TRAP command takes over. It causes the computer
to jump to line 100, initialize the screen, and ask you the same
question over again. When the computer does this, it executes
the TRAP command again. This readies the computer for any
new errors.

Variables ...

PAUSE Delay-loop counter.

PAD Array—stores number of spaces to pad the
beginning of the smaller Spanish number names.

B$ Blanks—empty spaces to erase old numbers
and names.

M Array—stores musical tones for each Spanish
number name.

I Loop counter.

N$ Stores the Spanish name for the number.

o% Stores the padding spaces that precede the

Spanish name for the number.
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ATARI IN WONDERLAND
A$ Stores your answer to “PLAY AGAIN?”
J Loop counter.
K The number you choose.
P Loop counter for subroutine (beginning on line
3000).
Do-It-Yourself ...

The program only accepts numbers (0, 1, 2, ete.) toindicate
which Spanish number name you want to practice. You might
modify the program to accept English number names—“zero,”
“one,” “two,” and so on. Or, you could have the program accept
Spanish number names—“uno,” “dos,” “tres,” ete. This would
help the children learn how to spell the names.

A neat feature for the program to have would be automatic
counting. At the beginning and end of the game, the program
could count from 0 to 10 in Spanish. It would display all the
numbers and play all the musical tones.

Also, the program could be expanded to Spanish words
and Spanish phrases. It could also display the phonetic pronun-
ciation of each of the numbers, words, and phrases to help the
children say the words correctly.
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UN! DEUX! TROIS!

For Parents and Teachers ...

This game helps children learn how to count from zero to
10 in French.

For Kids ...

When you RUN this program, the sereen turns blank. At
the bottom, the computer asks “NUMBER (0-10)?” You can
type any number from zero to 10. Let’s say you type a 5. The
computer puts a 5 on the screen and underneath it the word for

5 in French:

5
CINQ
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124 ATARI IN WONDERLAND

When the computer prints the number, it plays a special
musical tone. The computer asks you to say the name of the
number, first in English and then in French.

If you keep practicing the numbers in French you will soon
be able to say them all without any help from the computer:
“NUL! UN! DEUX! TROIS! QUATRE! CINQ! SIX! SEPT!
HUIT! NEUF! DIX!”

The Game ...
Program Name: FRENCH

50 REM *** COUNT IN FRENCH

60 PRINT " X ":POKE 752,1

65 POSITION 4,8:PRINT "*** COUNT TO 10
IN FRENCH #%*"

67 FOR PAUSE=1 TO 1000:NEXT PAUSE

70 DIM PAD(5) :PAD(2)=3:PAD(3)=2:PAD(4)=2

:PAD(5)=1
75 DIM B$(35)
76 B$="

80 DIM M(10)

82 FOR I=0 TO 10

84 READ N

86 M(I)=N

88 NEXT I

90 DIM NS(6)

95 DIM 0S$(3)

97 DIM AS(1)

100 GRAPHICS 2:POKE 752,1

105 TRAP 100

110 FOR I=1 TO 11

115 POKE 656,0:PRINT BS

120 POKE 656,0:PRINT CHRS$(125) :PRINT "
NUMBER (0-10)"; :INPUT K

130 IF K<0 OR K>10 THEN 120

135 RESTORE 5010

140 FOR J=0 TO K

145 READ NS

150 IF J=K THEN POP :GOTO 165

160 NEXT J



» 165
AND

170
175
180
190
200
210
220
230
240
250
255
$
257
260
270
3000
3010
3020
3025
3030
3040
3045
3050
5000
7,45
5010
SIX,

UN! DEUX! TROIS!

POKE 656,0:PRINT " SAY IN
FRENCHK

POSITION 9,3:PRINT #6;J

GOSUB 3010:REM * CENTER NUMBER

POSITION 6,6:PRINT #6;0$;N$

SOUND 0,M(J),10,15

FOR PAUSE=1 TO 800:NEXT PAUSE

SOUND 0,0,0,0

POSITION 9,3:PRINT #6;" "

POSITION 6,6:PRINT #6;" "

NEXT I

GRAPHICS 0:POKE 752,1

POSITION 15,8:PRINT "AGAIN";:INPUT A

IF A$="Y" THEN 100

IF A$<>"N" THEN 250
GRAPHICS 0:POKE 752,1:END

REM *** CENTER NUMBER SUBROUTINE
O$=""

IF LEN(NS$)+LEN(OS$)>5 THEN 3050
FOR P=1 TO PAD(LEN(NS$))

OS$ (LEN(OS§)+1)=" "

NEXT P

IF N$="DIX" THEN O$(LEN(OS$)+1)=" "
RETURN

DATA 121,108,96,91,81,72,64,60,53,4

DATA NUL,UN,DEUX,TROIS,QUATRE,CINQ,
SEPT,HUIT,NEUF,DIX

Typing Hints ...

M To get the reverse video for the words English and French
on line 165, you need to press the Atari-symbol button ( ). To

turn off the rev

erse video, press the button again.

Highlights ...

The musica

1 tones that accompany each number are in the

DATA command on line 5000. The French names for the
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ATARI IN WONDERLAND

numbers 0 through 10 are in the DATA command on line 5010.
The musical tones are read into the M array on lines 82 to-88.

The program lets you choose any 11 numbers from 0 to 10.
You can count from 0 to 10. Or you can repeat the number 5
(CINQ) 11 times. The major program loop begins on line 110
and ends on line 240.

The program INPUTs your chosen number into the
variable K. Then, using a RESTORE 5010 command and a
READ command (lines 135 and 145), the program loops
through the French words K+1 times and fetches the French
name for the number you have chosen.

The French names are different lengths. The subroutine
beginning on line 3000 pads the smaller names with blanks to
center them (roughly) under the number.

The TRAP command is used on line 105. If you type
something other than a number in response to the question on
line 120, the TRAP command takes over. It causes the computer
to jump to line 100, initialize the sereen, and ask you the same
question over again. When the computer does this, it executes
the TRAP command again. This readies the computer for any
new errors.

Variables ...

PAUSE Delay-loop counter.

PAD Array—stores number of spaces to pad the
beginning of the smaller French number names.

B$ Blanks—empty spaces to erase old numbers
and names.

M Array—stores musical tones for each French
number name.

I Loop counter.

N$ Stores the French name for the number.

(0] Stores the padding spaces that precede the

French name for the number.



UN! DEUX! TROIS!

A$ Stores your answer to “PLAY AGAIN?”

J Loop counter.

K The number you choose.

P Loop counter for subroutine (beginning on line
3000).

Do-It-Yourself ...

The program only acecepts numbers (0, 1, 2, ete.) to indicate
which French number name you want to practice. You might
modify the program to accept English number names—*“zero,”
“one,” “two,” and so on. Or, you can have the program display
only the English name and the digit. Then the child has to type
in the correct French name—“un,” “deux,” “trois,” ete.

It would also be neat if the program could automatically
count and display the numbers. At the beginning and end of the
game, the program would count from zero to 10 in French. It
would display all the numbers and play all the musical tones.

Also, the program could be expanded to French words and
French phrases. It could also display the phonetic pronunciation
of each of the numbers, words, and phrases to help the chidren
say the words correctly.
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For Parents and Teachers ...

This is an imagination game. The computer plays the part
of a fortune teller and pretends it can see into the child’s future.
This program will motivate children to develop their writing
and typing skills.

For Kids ...

Imagine that it’s late at night and you are asleep.

A crash of thunder wakes you. You hear eerie music com-
ing up the stairs. You sneak downstairs to see what is making
the musie.

It’s the computer. Strange messages appear on the com-
puter’s TV screen:
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THE FORTUNE TELLER

I AM RAM. I AM A WIZARD.
I AM 10,000 YEARS OLD.
I LIVE INSIDE YOUR COMPUTER.
This isn’t real. You pinch yourself to see if you are

dreaming. Ouch! Nope.
New messages appear:

WHEN YOU TURN ON YOUR COMPUTER,
I WAKE UP.

THEN I CAN SEE THE FUTURE.

I CAN SEE YOUR FUTURE!

All of a sudden, you start to shiver.
The messages continue:

ASK ME ANY QUESTION WITH A
YES OR NO ANSWER.
WHAT IS YOUR QUESTION?

Wow! You could use this computer wizard to predict the
outcome of elections, or bet on horse races and make a million
dollars. Or you could become a superstar reporter and find out
the news even before it happens!

What should be your first question? You have it! You type
madly.

The wizard flashes a new message:

I AM GAZING AT MY CRYSTAL BALL...
GAZING ...
GAZING ...

GAZING ...
I SEE YOUR FUTURE!
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YOUR QUESTION:

WILL I EVER SCORE A MILLION POINTS
IN THE NEW ARCADE GAME
MEATBALL WARS?

THE ANSWER IS ...

The wizard pauses for dramatic suspense.

You press your nose against the glass of the TV screen. You
are so close the words fuzz up. Your eyes start to cross. “What’s
the answer?” you cry.

The wizard finally answers:

YES!!

“Hurray!” you cheer.
You run off to tell the other members of your family about
the fortune teller who lives inside your computer.

The Game ...
Program Name: FORTUNE

50 REM *** FORTUNE TELLER

60 POKE 752,1:PRINT "\ "

65 POSITION 5,8:PRINT "*** THE FORTUNE
TELLER %%%"

66 FOR PAUSE=1 TO 1000:NEXT PAUSE

70 DIM AS(1l)

80 DIM N$(15)

90 DIM M$(110)

100 PRINT " %"

110 PRINT "I AM RAM. I AM A WIZARD."
120 PRINT

130 PRINT "I AM 10,000 YEARS OLD."

140 PRINT

150 PRINT "I LIVE INSIDE YOUR COMPUTER."

160 FOR PAUSE=1 TO 1500:NEXT PAUSE
170 PRINT "\ "



180 PRINT
R,“

185 PRINT
190 PRINT
200 PRINT
210 PRINT
220 PRINT
230 PRINT
235 PRINT

THE FORTUNE TELLER

"WHEN YOU TURN ON YOUR COMPUTE

"I WAKE UP."
"THEN I CAN SEE THE FUTURE."

“I CAN SEE % FUTURE'"

240 FOR PAUSE=1 TO 1500.NEXT PAUSE

250 PRINT
255 MS=""
260 PRINT
265 PRINT
270 PRINT
280 PRINT
290 PRINT
MS

300 PRINT
304 PRINT
L e 0o 0 "
305 PRINT
306 PRINT

nyn
"ASK ME ANY QUESTION WITH A"
"¥§¥] OR [f§] ANSWER."

"WHAT IS YOUR QUESTION";:INPUT

" ‘ll
"I AM GAZING AT MY CRYSTAL BAL

307 FOR PAUSE=1 TO 500:NEXT PAUSE

310 FOR I

=1 TO 3

320 POKE 85,8:PRINT "[NANcHNNR"
325 FOR PAUSE=1 TO 200:NEXT PAUSE

330 PRINT

340 NEXT I

345 PRINT
350 PRINT
360 PRINT

"I SEE YOUR FUTURE!"

370 FOR PAUSE=1 TO 400:NEXT PAUSE

372 PRINT
373 PRINT
374 PRINT
375 PRINT
380 PRINT

390 FOR PAUSE=

"YOUR QUESTION:"

¢:PRINT MS$

:PRINT

"THE ANSWER IS ... ";

1 TO 1000:NEXT PAUSE

400 IF INT(RND(1l)*2)+1=1 THEN PRINT "F&H
11":GOTO 430

410 PRINT

430 FOR PAUSE=1 TO 500:NEXT PAUSE

440 PRINT

n ‘ll
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A simple, entertaining introduction to the world of the
Atari for youngsters. Learn how to write a book report,
learn angle measure while “riding” a 3-D roller coaster,
create songs, test reflexes, appear on a Quiz Show, and
learn to count in French and Spanish. Twenty-two excit-
ing short stories and original programs teach children
word and number skills in an easygoing, friendly style
that children love.

Contains instructions for using the Atari graphics
keys. Suggestions in each chapter explain how to modify
the programs to make the adventures even more exciting.
The programs are listed in the book and can be easily
typed into the Atari. A cassette tape is also available
containing all the programs ready to run.

More adventures by Fred D’Ignazio ...

THE ATARI® PLAYGROUND

Written in the same exciting style and format as Atariin
Wonderland, The Atari Playground guides young children
on a series of twenty-three adventures that will enhance
their word and number skills. Children participate in a
Spelling Bee, draw with a Computer Crayon, chase wild
letters, watch ghosts appear and disappear, and play
games against the Atari. #5770-9, paper, 130 pages.

]

HAYDEN BOOK COMPANY, INC.

Hasbrouck Heights, New Jersey

ISBN 0-8104-5771-7
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