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Nighty Night!

That was hard work! It's time to get a good night’s sleep. Before
you go to sleep, test your alarm clock by pressing CTRL and 2
at the same time.

10 GR.2

20 P0S.3,4

30 PRINT #6; "NIGHTY NIGHT!!"
40 FOR P=1 TO 20@@ : NEXT P

5¢ PRINT “escape—control—-2"
60 P0S.2,4

7@ PRINT #6;"TIME TO WAKE UP!"
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Main idea: Using FOR . . . NEXT loops in graphics

10 Graphics 5 screen.
20 Color 1 is gold.
30—60 Goes up the left side.
70—100 Goes across the top.
110—-140 Goes down the right side.

39

GR.5

Do you remember that color 0 is black? Here’s a nifty addition to your program
that draws the program’s sunrise first in gold (color 1) and then in black (color
. 0). When you draw a black sunrise on a black background, the sunrise disap-
pears from view! It then reappears when drawn in gold.

I5FORM=¢ TO 1
2p COLOR M

150 NEXT M

160 GOTO 15

Do you remember that color 1 can be changed by using setcolor 0? For
colorful sunrises, add these lines:

25 C=INT(16*RND (1))
26 SETCOLOR §,C,6

Line 25 selects a number from 0 to 15 for the setcolor. The “6" in line 26 calls
for a medium shade of that setcolor.
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Good Morning!

Ce"

o

Each time you circle Earth, you see a beautiful new sunrise.
Take a look!

10 GR.5

20 C.1

30 FOR Y=39 TO § STEP —13
40 PL.40,39

50 DR.0Q,Y

60 NEXT Y

7P FOR X=20 TO 79 STEP 20
80 PL.40,39

90 DR.X, 0

109 NEXT X

119 FOR Y=0 TO 39 STEP 13
120 PL. 40,39

1390 DR.79,Y

149 NEXT Y
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Main ideas: Using OPEN-GET

10
15
20-60

70-100

120
130
140
150
160
170

175-176

28

180
185
190
200

Drawing without joysticks
Input from the keyboard using ASCIlI numbers

Graphics 5. The “+16” removes the text window.

Color 1 is gold.

Makes 100 random dots.

Sets a red dot at the bottom of the screen.

Opens the keyboard for the “GET” statement in line 130.
The N is the ASCII number of the key pressed.

45 is the ASCII code for “—", which is on the 1 key.
61 is the ASCII code for “=", which is on the | key.
42 is the ASCII code for “*”, which is on the — key.

43 is the ASCII code for “+”, which is on the < key.
Keeps errors away if you are about to go off the screen.
Plots your path through the “meteors.”

If you get to the top of the screen, goes to line 200.
Continues the loop to plot your path.

Prints a message.



Meteors!

It's a meteor shower.

Can you steer your way
through it? Use the arrows
to plot your way. Try to
make it to the top of the
screen! Good Luck!

10 GR.5+16

15C.1

19 REM METEOR SHOWER

20 FOR M=1 TO 200

30 X=INT(80*RND(1))
40 Y=INT(48*RND(1))
50 PL.X,Y

60 NEXT M

7¢ REM RED DOT

80 X=40:Y=47

99 C.2

95 SE.1,4,4

100 PL.X,Y

119 REM STEERING

120 OPEN #1,4,0, "K"
130 GET #1,N

14¢) IF N=45 THEN Y=Y—1
150 IF N=61 THEN Y=Y+1
160 IF N=42 THEN X=X+1
170 IF N=43 THEN X=X-1
175 IF X<@ THEN X=0
176 IF X>79 THEN X=79
180 PL. X,V

185 IF Y= THEN 200

190 GOTO 130

200 PRINT “YAY! YOU MADE IT!"
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Main idea: A guessing game

5
10
20
30

40-60

70
100

Clears the screen.

Prints a message.

Selects a random integer (a whole number), 0 to 99.
Allows you to guess the number.

Evaluates your guess.

Goes back for another guess.

Prints “RIGHT!”

The following section evaluates the amount of fuel that is left and prints an
appropriate message.

30

100
110
120
130
140

Graphics 2 is for big letters.

Positions the message.

If the fuel is less than 30 gallons, this message is printed.
If the fuel is 30 to 59 gallons, this message is printed.

If the fuel is 60 gallons or more, this message is printed.



How Much Fuel?

Oh no! The fuel gauge
is broken! Guess how
much fuel you have left.
(A full tank holds 100 gallons.)

5 GR.0
10 PRINT “HOW MANY GALLONS ARE LEFT?"
20 F=INT(1@@*RND(1))

30 INPUT G

40 IF G=F THEN 100

50 IF G<F THEN PRINT "YOU HAVE MORE THAN THAT!"
60 IF G>F THEN PRINT "YOU DON'T HAVE THAT MUCH!"
70 GOTO 38

10@ PRINT "RIGHT!"

By the way, you need at least 30 gallons to land safely!

100 GR.2

119 P0S.4,5

12 IF F<3) THEN PRINT #6;“BAD NEWS!" : END

130 IF F<60 THEN PRINT #6; “"SHOULD BE OK!" : END
140 PRINT #6; "EXCELLENT!"
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Main idea: Drawing with joysticks 14
(Y=y-1)
The diagram shows the joystick
readings when it is pressed in
any of the directions indicated. 11 (X=X-1) 7(X=X+1)
Refer to the diagram to help you
understand how the program works.

13
(Y=Y+1)

10 Graphics 7 will be used. The +16 removes the text window.
20 The starting point of the drawing (mid-screen).
25 |Initially gold (color 1) is its usual color.
30 Plots the current location (X,Y).
40 If you press toward the right, the joystick reads 7, and 1 is added to
the X coordinate.
50 If you press left, 1 is subtracted from the X coordinate.
60 If you press down, 1 is added to the Y coordinate.
70 If you press up, 1 is subtracted from the Y coordinate.
170 Goes back to line 25.

When you draw diagonally, both the X coordinate and the Y coordinate are
changed. See if you can understand what happens in lines 80 to 110.

10, 6

9 5

To prevent errors, you cannot have an X number larger than 159 or a Y
number larger than 95. Neither X nor Y can be less than 0. (Refer to Graphics
7 Sheet in your Appendix.) Lines 120 to 150 keep the X and Y numbers from
getting too high or too low.

As for the color, refresh your memory about color and setcolor by referring to
the program called “What Is 1t?”" In that program, you learned that setcolor 0
alters color 1, the basic gold color that we are currently using. You also
learned that setcolor 4 controls the background color.

In this program, each time you press the “trigger” on your joystick, STRIG(0)
becomes 0 and the number C goes up 1. When the program goes back to
draw your current location, it must execute lines 26 and 27, which change
setcolor 0 and setcolor 4 as indicated. If you recall, the setcolor colors range
from O to 15. The computer resolves numbers higher than 15. For example, 16
is the same as 0, 17 is the same as 1, etc.
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Space Sketch

As you near your destination, you see something
strange. Sketch what you see. NASA will want to study
your drawing, so do the best you can do!

19 GR.7+16
20 X=8(p:Y=48

25 COLOR 1 /

30 PL.X,Y
Fi

40 IF STICK(®)="7 THEN X=X+1
50 IF STICK(Q)=11 THEN X=X-1
60 IF STICK(®)=13 THEN Y=Y+1
70 IF STICK(Q)=14 THEN Y=Y-1
179 GOTO 25

Tired of errors?
Add these lines:

120 IF X>159 THEN X=159
130 IF X<@ THEN X=0

149 IF Y>95 THEN Y=95
150 IF Y<@ THEN Y=0

Want to draw diagonally, too?

80 IF STICK(Q)=6 THEN X=X+1:Y=Y-1
90 IF STICK(Q)=5 THEN X=X+1:Y=Y+1
10¢ IF STICK(Q)=10 THEN X=X-1:Y=Y-1
119 IF STICK(Q)=9 THEN X=X—-1:Y=Y+1

/ How about some color?

26 SETCOLOR ¢,C,6
27 SETCOLOR 4,C+5, 10
160 IF STRIG(Q)=@ THEN C=C+1
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Main ideas: “Counting” sounds
Drawing a picture
Using the SELECT key

4 Clears the screen.
10—-30 Makes sounds 1 to 200 counting by fives. For a change, try STEP 3
or STEP 7 or some other step number.
25 Pauses to hold the note.

100—180 Draws the parachute. Start with line 130 and find the dots in the
diagram. Connect the dots so you can see how the parachute is
drawn. If you are feeling super ambitious, use the Graphics 7 Sheet
in the Appendix to try to plot the parachute.

61,7 717
56,10 * " -76,10

42,20- -90,20

36,30 56,30 76,30 96,30

46,36 6636  006:36

63,64 + -69,64
66,64

63,69 69,69

This section will make a game out of the program:

5 Prints the direction at the beginning of the program.
26—27 When your press “SELECT” the number stored at PEEK (53279)
becomes 5.

40-210 Checks the sound that the program is up to when the “SELECT”
button is pressed. More than 150 is too late! Less than 100 is too
early! Otherwise, it's a perfect splashdown!

190 Skips a line in the text window.
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Happy Landing!

4GR.0

19 FOR N=1 TO 200 STEP 5
20 S0.¢,N,8,8

25 FOR P=1 TO 50 :NEXT P
30 NEXT N

@S %)

How about a parachute?

109 REM DRAWS PARACHUTE

119 GR.7

120 C.1

130 PL.36,30:DR.46,36:DR.56,30:DR.66,36:DR.76,30:DR.86,
36:DR.96, 30

140 DR.9¢,20:DR.76,10:DR.71,7:DR.61,7:DR.56, 1¢:DR.42,
20 :DR. 36,30

150 PL.66,64:DR.66,36

160 PL.66,64:DR.86,36

170 PL.66,64:DR.46,36

180 PL.63,64:DR.69,64:DR.69,69:DR.63,69:DR.63,64

220 SOUND 0,0,0,0

230 GOTO 230

Did you release the parachute on time?

5 PRINT "PRESS SELECT FOR PARACHUTE!"
26 PK=PEEK(53279)

27 IF PK=5 THEN GOTO 40

4¢ IF N>15(¢ THEN PRINT "TOO LATE!" : END
5@ IF N<1@@ THEN PRINT "TOO EARLY!" :END
19¢ PRINT

200 PRINT " A PERFECT SPLASHDOWN!"

210 PRINT " WELCOME BACK TO EARTH!"

35



Main ideas: Simple word processing
Substituting variables in a text

5 Dimensions all string variables used.
6 Clears the screen.
10—70 A chance to input variables.
110 Clears the screen.
120-170 Prints the report using the variables input in lines 10 to 70.

Note the use of semicolons and spaces in getting the report to print out
correctly. Semicolons make the next word printed appear immediately after
the last word printed. You must put the spaces in where you want them.

Also note the difference between string variables and numeric variables: In
lines 10 to 60, you put in words—hence N$, G$, PL$, L$, D$ (string variables).
In line 70, you put in a number—hence N (no dollar sign, since N is a numeric
variable).
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Final Report

It's time to evaluate your mission. The General wants your
report as soon as possible.

5 DIMN$(20),PL$(10),L$(15),D$(10),GH(R0)
6 GR.0Q

19 PRINT "YOUR NAME";

20 INPUT N$

25 PRINT "NAME OF GENERAL IS GEN.";

30 INPUT G$

35 PRINT "PLANET VISITED";

40 INPUT PL$

45 PRINT "LENGTH OF TRIP";

5@ INPUT L%

55 PRINT "DAY OF WEEK" ;

60 INPUT D%

65 PRINT "A NUMBER'" ;

70 INPUT N

109 REM PRINT REPORT

119 GR.9

120 PRINT "REPORT OF '";N§

130 PRINT “TO GEN.";G$%

149 PRINT

15¢ PRINT ""MY MISSION TO ";PL$;" IS COMPLETED."
160 PRINT "THE MISSION LASTED ";L$

17¢ PRINT "I WILL SEND YOU A ";N;" PAGE REPORT NEXT " ;D$

37



Main idea: Moving an image across the screen to create a “race”

In this program, U = United States’ position in the race

10
11
12
17

20-40

38

50
51

60

70

80

90
200

205

210

= Russia’s position in the race
C = China’s position in the race

Clears the screen.

Positions and prints the title of the race.

Gets rid of the cursor (see what happens if you leave out this line).
Lines “runners” up at the starting point (all start at position 7).
Positions and prints the names of the “runners.”

Picks a random integer, 1 to 3.

Each line ends at box 39. If any runner gets to box 40, the race is
over!

If the computer picked a 1 in line 50, it prints a “#” for the U.S. and
adds 1 to its position for the next time.

If it picked a 2 in line 50, it prints a “*” for Russia and adds 1 to its
position for the next time.

If it picked a 3 in line 50, it prints an “@" for China and adds 1 to its
position for the next time.

Goes back to line 50 to pick another number to advance a runner.
If someone is at box 40 and it’s not the U.S., the computer prints the
“too bad” message.

If someone is at box 40 and it is the U.S., the computer prints the
congratulatory message.

A dummy line to avoid the "READY"” message.



The Race for Space

Your voyage is over, Captain. Have you done the very best for
your country? Find out who has won the race for space.

10 GR.O

11 P0S.9, 1:PRINT “THE RACE FOR SPACE"

12 POKE 752, 1

17 U=7:R=7:0=7

20 POS.{,6:PRINT "U.S.A."

30 POS.0,10: PRINT "USSR"

40 POS.Q, 14:PRINT “CHINA"

50 X=INT(3*RND(1))+1

51 IF U=40 OR R=40 OR C=4¢ THEN GOTO 2p®

60 IF X=1 THEN P0S.U,6:PRINT "#":U=U+1

70 IF X=2 THEN POS.R, 10:PRINT "*'":R=R+1

80 IF X=3 THEN POS.C, 14:PRINT "@":C=C+1

90 GOTO 5¢

200 IF U<4( THEN POS.0,20:PRINT “TOO BAD, CAPTAIN! YOU MUST
TRY HARDER!"

2p5 IF U=4¢ THEN POS.5,20:PRINT “CONGRATULATIONS, CAPTAIN!"

210 GOTO 219
39



Main idea: Using ASCII codes, CHR$(N) and ASC(A$)

5

6
10
15
16
20
30
50
100

Clears the screen.

Gets rid of the cursor (makes it invisible).

Gets the cursor in position for the secret message.

Reads the number in the data line.

Checks for the flag data “—1", which is at the end of the data line.
Prints the symbol that belongs to the number N.

Goes to line 15 to read the next number.

Data. The numbers stand for symbols (see chart).

A dummy line freezes the image and prevents a “READY”
message.

This section works in reverse. You give the computer a letter and it gives you
the code number.

40

5
10
20
30
40
50
60

Clears the screen.

Dimensions A$ at 1 letter.

Prints the question.

Allows you to tell the letter, number, or symbol you want.

A is the number that is the ASCII code for the input in line 30.
Prints the code number.

Goes to line 20 to ask for the next character.



Bj‘eak the Code

The General has sent you this final message. Run the
program to break the code.

5GR.0

6 POKE 7562, 1

1¢ P0S.10,8

15 READ N

16 IF N=—1 THEN 100

20 PRINT CHR$(N) ;

30 GOTO 15

50 DATA 79,86,69,82,32,65,78,68,32,79,85,84,33, -1
100 GOTO 100

To write a return message, put your own numbers into
line 50. Use the chart or run this program to get the
numbers you need.

5 GR.0
10 DIM A$(1)
2() PRINT "WHAT CHARACTER DO YOU WANT TO KNOW?"
= 30 INPUT A$
£ B 40 A=ASC(A$)
% 50 PRINT “ITS CODE IS '";A
= 60 GOTO 20

Tae

32 69 78 68

41
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%695  CLAIRE BAILEY PASSANTINO

ITTY BITTY BYTES

SPACE—an endless source of fascination for us all. Children, how-
ever, have the imagination to project themselves into orbit as effort-
lessly as they learn to talk. Now, ITTY BITTY BYTES OF SPACE
encourages your child to explore the magic of space with the help
of your home computer. Young readers are presented with bite-size
programs and activities designed to excite their eyes, ears, and
minds. Each program is accompanied by programming hints and
suggestions for parents and teachers. Help your chlldren learn,
grow, and play—the computer way!

Table of Contents: A Note to Parents and Teachers e Passing
the Test o Gravity e Test Your Spacecraft » Take Off » Count the
Stars e A Stellar Sight e Music from Mother Earth e Make Your
Own Kind of Music eWhat Is [t? ® Who Is It? e Hit or Miss? e
Nighty Night! e Good Morning! e Meteors ¢ How Much Fuel? e
~ Space Sketch e Happy Landing! e Final Report e The Race for -
. Space e Break the Code :

Other Itty Bitty Bytes Books: Matilda the Computer Cat -
School Days

For more information on Creative Pastimes Books write to:
Reston Computer Group
11480 Sunset Hills Road
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Reston, VA 22090
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