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PROBLEM 37 GET OUT OF JAIL FREE

Finish this get-out-of-jail-free program and enter it. You may
use lines 20 — 40 of the last problem.

153 FOR R =
20 D = INT(RND(1)*B6+1)
3@ E = INT(RND(1)%*6+1)
4@ PRINT D:E

58 IF
6@ NEXT R

7@ PRINT "SORRY. PAY #50."

8@ END

100 PRINT "GET OUT OF JAIL FREE!"
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Run this program six times. How many times did you get out of

jail free?

How many times did you pay $50?




PROBLEM 38 NUMBER GUESS

In this program, the computer “thinks” of a number and you
try to guess it. If you guess wrong, it tells you TOO BIG or TOO
SMALL. Complete the program and run it to check it out.

20
30
49
o0

7@
80

9@
109

200
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N = INT(RND(1)*10@+1;
PRINT "I‘M THINKING OF A NUMBER"
PRINT "GUESS"

INPUT G

IF G = N THEN 500
IF G < N THEN PRINT
IF G > N

GOTO

PRINT




What numbers did the computer think of?
What's the biggest number it’s allowed to think of?
To count the guesses, add these lines:

s C @

6@ C C + 1
219 PRINT "IT TOOK YOU"
220 PRINT Cs " GUESSES™

Run the program several times and keep track of how many
guesses it took you.
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PROBLEM 39 THE ANSWER MACHINE

Is it going to rain tomorrow? Will I find my watch under the
bed? Will my loose tooth come out today? Ask the computer.

We’'ll make up 10 answers and let the computer choose one
each time a question is asked.

Finish the program and run it:

1¢ DIM Q%(3@)

2@ PRINT "QUESTION., PLEASE"
30 INPUT Q%

4@ PRINT

5@ PRINT "THE ANSHWER IS"

6@ N = INT(RND(1)*18+1)

7@ IF N 1 THEN PRINT "YES"
71 IF N 2 THEN PRINT "NO"
72 IF N 3 THEN PRINT "WHEN DONKEYS FLY"

73

74

75

76
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77

78

79

8@
8¢ GOTO Z0

Put in a pause between lines 50 and 60 to make it look as
though the computer is thinking about the problem:

55

57
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Use lines 81 - 85 to add five more answers. Change line 60 so
that the computer will think of a number from 1 to 15.

60

81

82

83

84

85

\Y,
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PROBLEM 40 SOUND AND LIGHT SHOW

This is the last problem; it’s the grand finale. The computer will
“think” of a number from 1 to 255, play the note and color the
screen. Start with a program that plays a 50 note piece.

1 FOR N = 1 TO 50

20 UV = INT(RND(1)#*2535+1)
3@ SETCOLOR 2.:V.0

49 SOUND @,V ,10.,10

°@ FOR K = 1 TO 109

6@ NEXT K

7@ NEXT N

8@ END

This produces some wild music, but all the notes have the same
length. To have some notes long and some notes short, we’ll let
the computer think of a number for the duration, D:

45 D = INT(RND(1)*255+1)
°0 FOR K = 1 TO D

Happy listening and happy computing!
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PRINT "“HELLO"

GOTO 5@

INPUT N

INPUT A%

DIM A$(Z20)

o

FOR K = 1 TO
NEXT K

FOR K = 1 T0O 5
PRINT "HELLO"
NEXT K

END

GLOSSARY

puts HELLO on the screen.

sends computer to do line 50

next.

program stops until the user
types a number and presses

RETURN.

program stops until the user
types a word and presses

RETURN.

there will be a word named AS
in the program. It has at most

20 letters.

computer counts to 5 by itself.

prints “HELLO” five times.

program stops here.



IF A = 6 THEN...
IF A <> B THEN...
IF A$ = "HORSE" THEN...

IF A =6 OR A = 7 THEN...

SETCOLOR 2:12,0
SETCOLOR 4,0:0,

POKE 73521

X = PEEK(764)

FOR K = 5 TO 1 STEP -1
PRINT K

NEXT K

SOUND @:72:10,10

POS.2:0

X = INT(RND(1)*B+1)

testing whether things are the
same or different.

changes screen to color 12.
changesborder to color 0.
makes the cursor disappear.

X is the code number of the
last key touched.

counts backwards and prints
5,4,3,2,1 in a column.
plays note 72 until turned off.

sends cursor to upper left
corner.

Xisoneof:1, 2, 3, 4,5, 6.
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COMPUTER ACTIVITIES FOR THE YOUNG CHILD

COMPUTER PLAYGROUND, by Mary Jean Winter, is based on a child’s natural interest in words, games and
graphics. A collection of BASIC computer activities for the Atari 400/800/1200, this bookis intended for children
in grades 2 through 6.

€ach activity is presented as a "Problem” in a workbook format. Children will find the problems interesting, fun
and geared to their level of understanding. They'll type in and run sample programs — learn how to modify
them — and complete partially written programs. €Everything is kept simple so the child learns the programming
process step-by-step.

As the child progresses, he or she will learn how to use many of the features of BASIC—PRINT, GOTO, INPUT,
FOR...NEXT,IF. .. THEN, POKE and PEEK commands are a few. Working in this manner, the child will build up a
collection of programs which are understandable and entertaining.

COMPUTER PLAYGROUND is illustrated with over 70 color cartoons and pictures to color. It's BASIC program-
ming playtime!

COMPUTER PLAYGROUND is also available for the Commodore 64/VIC 20 and Apple II, I+ and //e
computers.

OTHER POPULAR COMPUTER BOOKS BY DATAMOST:

Kids & the Apple The €lementary Apple
Kids & the Atari The €lementary Atari 400, 800, 1200
Kids & the Panasonic The €lementary Commodore 64
Kids & the Tl 99/4A The €lementary Timex/Sinclair
Kids & the VIC 20 The €lementary VIC 20
Kids & the Commodore 64 by William Sanders
by €d Carlson
: n Using 6502 Assembly Language
How to Write an Apple Program p-Source
How to Write an IBM-PC Program by Randy Hyde
How to Write a TRS-80 Program
How to Write:a Program Vol. Il Games Apples Play
by €d Faulk by Mike Weinstock & Mark Capella

8943 Fullbright Avenue
Chatsworth, CA 81311-2750
(213) 708-1202

@ ISBN 0-88180-1380-3
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