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INTRODUCTION

It is the purpose of this document to provide teachers with a
set of goals and activities and supporting resource materials that will
assist them in providing students with opportunities to acquire computer
skills, knowledge and understandiqg. Major concepts presented in this
computer curriculum include; history, social impact, terminology and
functions, application, and programming. A variety of hards-on
applications and concept instruction is provided throughout. In addition,
a pre/post-test is included. Many of the activities which support each concept
have been adapted from published sources and accompany the curriculum package
for use by MSAD #5 only. The Meet the Computer git referred to is recommerndad
for use by others, however, it is not included. Teachers are encouraged to
adapt the suggested activities and to incorporate any additional
materials or resources which may enhance this computer education

curriculum,




COMMITTEE MEMBERS

Judith Malcolm, Coordinator
Daniel Bryant

Louise Flint

William Gartley

Edwin Kastuck (MCTC)




CONTENTS

HISTORY 1-4

-
SCCIAL IMPACT 5-9
~ TERMINOLOGY AND FUNCTIONS 10-15
APPLICATION 1€-19
PROGRAMMING 20-23

APPENDIX A - Worksheets

l. Wordsearch (student copy) 25

2. Wordsearch (Teacher copy) 26
APPENDIX B -

1. Common Computer Terms 27

2. Crossword Grid 28

APPENDIX C - Worksheets

1. Parts of a Computer (Student copy) 29
2. Parts of a Computer (Teacher copy) 30

APPENDIX D - The 5 Major Components of a Computer 31
APPENDIX E - Keyboard (Filled in) 32

APPENDIX F - Keyboard (Special Function keys Blank) 33
APPENDIX G - Resources and Recommended Programs 34

APPENDIX H - Meet the Computer - TRS 80
(Activity cards)

APPENDIX I - Worksheets - Programming
1. Using the PRINT Statement

2. Using Arithmetic Operations
3. Review

4. Using INPUT Statement
- 5. Answer Key for Teachers

APPENDIX J - References 35

APPENDIX K ~ Sources of Programs on CAPS 6 Di-k 36

APPENDIX L - Floppy disk Handling and Storage 37
APPENDIX M - Pre/Post Test 38-39
Pre/Post Test Answer Key 4041




HISTORY




HISTORY

GOAL:
THE STUDENT IS ACQUAINTED WITH MAJOR INDIVIDUALS
AND THEIR CONTRIBUTIONS TO THE HISTORICAL DEVELOPMENT
OF COMPUTERS.

TEACHER NOTE: Recommended resource is Visual Masters In
Teaching About Computers. (See Appendix J).

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:

1. Make a time line, to scale, of the technological
changes of computers. Be certain to show the
4 generations of computers. (Additional world
history and personal history dates can be added).

2. Determine technological advances in other areas
that have affected the development of computers.
Example: Space program creates the need for
the micro-chip.

3. Pretend you are a newspaper reporter covering
an important event in computer history. Write
8 newspaper article about this event telling the

important facts: Who? What? Where? When? and
How?

4. Make a chart comparing the 4 generations of computers
(including size, cost, speed, type of technology).
Based upon these past 4 generations, rvedict a Sth
generation of computers. *See Random House, Spotlight on
Computer riteracy p. 49.

5. Prepare a display of a vacuum tube, a transistor,
an integrated circuit, a micro-chip, etc. for
your classmates to observe.

6. Assume you are a citizen of the year 2100, Write

8 history of computers going back in time to
1984.

-
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HISTORY

GOAL:
THE STUDENT IS ACQUAINTED WITH MAJOR INDIVIDUALS
AND THEIR CONTRIBUTIONS TO THE HISTORICAL DEVELOP-
~ MENT OF COMPUTERS.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:

1. Make a time line, to scale, of the milestones
in computer history, (additional world history dates
should be included).

2. 1Indicate on appropriate maps the location of
important historic computer events.

3. Work with a partner to prepare a skit telling about
- a major event in ccmputer history.

4. Make a list of events and/or people involved in
computer history,

5. Prepare a bulletin board "Computer Hall of Fame"
with pictures or drawings about famous people
and events in computer history.

6. Read about one computer inventor or programmer
and write a short summary about what the person
did. Check reference books such as the
encyclopedia. Possible choices are: Blaise Pascal,
Charles Babbage, Lady Loselace, Dr. Herman Hollerith,

Howard Aiken, J.P. Eckert, John Mauchley, Dr. John Von
Neumann,




HISTORY

THE STUDENT IS ACQUAINTED WITH THE DEVELOPMENT OF
NUMBER SYSTEMS.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMIYED TO:

1. Produce a class chart of decimal, binary and
octal number equivalents.

Refer to a computer reference manual to make a
code number system using ASCII hexadecimal and
send an important message about computers to

a classmate.*

3. Have a Math Bee in which teams convert numbers from
the binary and/or octal number systems to the
decimal number system, *

With three of your classmates, show how a

binary counter would work by counting from O to 8.

The four students stand in a line, each with a

placard. The placard has a zero and OFF on one

side and a one and ON on the other. Each student
represents a power of two place value in the binary
number system. Initially, all the placards facing the
class are at zero. When the teacher claps once, the
first place person (at the extreme right facing the class)
flips the placard to the one side. On the next clap the
first place person flips the card to the zero side and
nudges the person to his right who flips his card.

Every time a child turns the card so that a ONE is
facing him, he will nudge the person next to him as

a signal to flip the card. On every clap, the first
Place person flips his card. (Adopted from Bits 'n

Bytes p. 49).
Report on the need for, the development of, and

the interrelationships of number systems.

* See TRS-80 Model III Operation and Basic Language Reference
Manuai.




SOCIAL IMPACT

*THE STUDENT IS ABLE TO IDENTIFY COMPUTER USE IN
THE COMMUNITY.

*THE STUDENT IS ABLE TO DISCUSS THE IMPACT OF
COMPUTERS ON OUR LIVES.

*THE STUDENT IS AWARE OF THE IMPLICATIONS OF THE

IMPACT OF COMPUTER TECHNOLOGY ON THE FUTURE OF
SOCIETY.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:

A. COMPUTERS IN GOVERNMENT:

1. Compile a list of local agencies that use computers,

2, Find out how the local police department uses a
computer. Hypothesize the use of computers in
the area of law enforcement.

3. Invite a representative from the Internal Revenue
Service to speak to your class about the use of
Computers by that government ugency.

4, Organize a panel discussion involving your class-
mates to present the advantages and disadvantages
of computer use by government agencies.

B. COMPUTERS IN OFFICES:

1. Review the classified section of the newspaper to
learn of the numbers and types of positions that
require computer skills, Write a newspaper want-
ad for an office position that requires computer

skills.
2. Visit a local office to learn first hand how the
computer is used in the office. Report to your
. class.,
3. Take a survey to find out how people in your

community view the use of computers in osilling
practices. Find out about''customized billing".

4, Write an illustrated description of the offices
of the future.

5. Create a computer job profile which describes
several office jobs, training skills required,
job responsibilities, etc,

6. Make a collage with the theme, " Computers in
Offices."




C. COMPUTERS IN SUPERMARKETS:

1,

Interview the manager of a local supermarket to

learn about the store's I'PC (Universal Product
Code) system,

List the ways the UPC helps a supermarket.

- Design the supermarket of the future.

Design a board game to teach your classmates

‘about a "computerized" supermarket.

D. COMPUTERS IN FACTORIES:

1.

6.

Write a science fiction story about a computer
that is used in a factory.

Chart a comparison of factory jobs accomplished by
humans, with those done by computers,

Design a computerized factory worker.

Visit a local factory to learn how computers
are used. Report to your classmates.

Take a survey to find out the cost of labor vs.
the cost_of computers used in factories today,

List the problems you think a ccmputer might
cause as it continues to be used in business,

E. COMPUTERS IN BANKS:

1.

2.

3.

4.

Teach a lesson to your classmates about the
functions of ATM (Automatic Teller Machines).

Discuss a variety of bank statements with your
classmates.,

Invite a representative of a local bank to speak

to your class about the importance of computers
in banks.

Write an essay explaining some of the valuable
results of using the computer in banking.

F. COMPUTERS IN HEALTH CARE:

1.

2.

List tbe ways computers are used in health care.
Explain, in essay form, why you believe or do not
believe, that computers will replace doctors

in the future,

How will the continuing development of robotics
affect health care?

11
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Discuss the use of computers by the physically disables.

G. COMPUTERS IN THE MEDIA:

H.

1.

1.

6.

COMPUTERS IN SCHOOLS:

1.

2.

5.

COMPUTERS IN THE SPACE PROGRAM:

1.

2.

3.

l‘o

COMPUTERS IN YOUR HOME:

1.

Visit a local newspaper oifice to learn about
the use of the computer in preparing a ne 'spaper,
Write your opinion of the effect computers have
on the newspaper industry.

Exple!n why you think using word processing is
better or worse than using a typewriter.

tvaluate the impact of using computer-written
"personal™ letters.

Find out who uses computers during a political
campaign and election.

Visit the computerized disc Jjockey at your local
broadcasting station,

Display and explain examples of computer graphics
in advertising.

List the advantages and disadvantages of receiving
all of your school instruction from a computer.

Interview a school teacher, administrator, student,
and parent to learn how these people feel about
computer assisted instruction (CAI).

Prepare a proposal of the ways in which computers
might be utilized more effectively in the schoels.

Debate the issue of the trend of colleges and
universities requiring students to pur.hase
their own computers,

Report on the ways in which computers are presently
used in your schools.

Write an essay in which you predict future uses of
the computer because of the space program.

Invent a new use for the computer in the space
program,

Prepare a scrapbook of computers in the space program.

Draw and explain a computer operated space probe.

Take a survey to learn how many people have home
computers, why they have the, and how they use thenm.

~8-
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Find out how many typical home appliances that
claim to have "built in" computers are truly
computerized.

3. Diagram the computerized home of the future.

K. MISCELLANEOUS:

1. Investigate the uses of computers in sports
and sporting events.

2, " If a computer were small enough and inexpensive

enough for you to own and carry, what would you
gse it for?

3. Can you think of ways in whicn a computer could
do something drastic to change the way people live
today? Think about leisure time activities,
personal privacy, conveniences, etc.

4, Determine additional ways in which the computer
is used in the world around you. Create an
illustrated list,




TERMINOLOGY AND FUNCTIONS
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TERMINOLOGY AND FUNCTIONS ‘

GOAL:
THE STUDENT RKNOWS AND UNDERSTANDS THE VOCABULARY OF
TERMS RELATED TO THE COMPUTER AND COMPUTER USE.
-~ SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:
~ 1. Complete the "Word Search" of computer térms. (Appendix A)

2. Design a crossword puzzle using computer terms. (Appendix B).
3. Write a paragraph using as many computer terms as
possible.

4, Create your own glossary of computer terms,
(This may be in the form of an cn going
compilation of terms and their meanings).




TERMINOLOGY AND i UNCTIONS

~ THE STUDENT IS ABLE TO DISTINGUISH BETWEEN COMPUTER
HARDWARE AND SOFTWARE.

SUGGESTED STUDENT ACTIVITIFS SHOULD INCLUDE BUT, NOT LIMITED TO:

1, Invite a computer expert, user, programmer,
or another student who has participated in a
computer course, to review the computer hardware
with the students,

2. Create a bulletin board display illustrating the
wide variety of available computer hardware and
software.

3. Complete the "Parts of a Computer" worksheet.
(Appendix C)
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TERMINOLOGY AND FUNCTIONS

THE STUDENT RNOWS THE 5 MAJOR COMPONENTS OF A

COMPUTER.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:

1.

Create your own diagram of the 5 ma jor h
components of e computer. (Appendix D)

Write the names of the 5 components of the
computer and describe the function of each.

Design your own computer. Create a model
which is unique but which contains the 5 basic
components. Describe the functioning

of your computer for your classmates.

Collect store ads, catalogs, and flyers, or
write to companies for catalogs. Using these,
create a class computer file with index cards
describing various computer components, When
cards are completed, divide them into categories
for INPUT, OUTPUT, CENTRAL PROCESSING UNIT (CPU),
ARTITHMETIC LOGIC UNIT (ALU), and- MEMORY.

~13~
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TERMINOLOGY AND FUNCTIONS

THE STUDENT IS MADE AWARE OF THE FUNCTIONS OF
COMPUTERS.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED T0:

1, List all of the things you think computers can

do and why. Give examples of tasks a computer
can do, but which are more advantageous for
humans 1o do. Then list activities which a
computer cannot do and why.

2. Work in a team to study a field such as
science, education, government, etc.. Determine
the difference between "human" tasks and
"computer" tasks in that field.

3. Visit a travel agency to learn how DATA is
stored in the computer.




TERMINOLOGY AND FUNCTIONS

. THE STUDENT IS FAMILIAR WITH THE COMPUTER
KEYBOARD.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:

1, Salvage or borrow some manual typevriters.
Students may not have typing skills which
they will need. They can gain typing skills
and save valuable time by utilizing the
Keyboard Skills Activities in Appendix A
(12-12d) of the Mzine Computer Curriculum
Project, Grade 3 curriculum.

2. Prepare copies of a mock-up of your computer
keyboard. This especially helps if typewriters
are unavailable. Students should practice
at the mimeographed keyboard. (Appendix E)

3. Fill in a mock-up of a computer keyboard.
Explain and/or demonstrate the function of the
"special keys". (Appendix F)
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APPLICATION
GOAL:
THE STUDENT WILL UNDERSTAND THAT COMPUTERS ARE BEST
SUITED TO TASKS THAT REQUIRE SPEED, ACCURACY, AND
. REPEATED OPERATIONS.

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK HANDLING

- AND STORAGE" (APPENDIX L) BEFORE USING THE COMPUTER IN
ANY ACTIVITIES.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:

1, Students construct bulletin boards consisting
of collages illustrating computer uses.

2, Students report on computer application in one
of the following areas: business, weather fore-
casting, banking, industry, etc..

3. Students invite guest speakers who use computers
in their occupations. Request that speakers bring
samples of computer printouts znd interpret
data for students.*

4, Students prepare reports in which they anticipate
future computer usage. In place of reports, consider
brainstorming, small group presentations, debates,
etc,.

5. Students prepare and display a continuing docume: ted
list of where and how computers are currently being
used.

6. Students visit local businesses, agencies, etc., to

learn where computers are currently being used.

7. Students test their speed and accuracy against that
of the computer by utilizing a program that gives
an alphabetical sort. This should be done in two
different ways to demonstrate speed: Trial #1
Both the student and the computer begin at the same
moment -~ The computer is turned on, the program is
loaded, the data is entered, and the results are
displayed. The student writes the information on
cards and alphabetizes the zards. Trial #2 - Data
has been entered into the computer and is ready for
the sort. (Recommended Programs: DATABASF
ALFALIST, BUBSORT/BAS), *

*Appendix G




APPLICATION

page 17 continued

8. To use the computer as a "Super Calculator",: students
should experiment with a program such as CALCULATOR.
Selected students should develop their own program to
do simple calculating functions. * ’

9. Selected students should develop their own program
for finding averages, or use a program such as
MARGRADE to count their grades, *

*Appendix G

-17a~
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APPLICATION

3

THE STUDENT IS ABLE TO DETERMINE WHETHER OR NOT A
PROBLEM IS SUITED TO COMPUTER SOLUTION.

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK HANDLING
AND STORAGE" (APPENDIX L) BEFORE USING THE COMPUTER IN
ANY ACTIVITIES.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:

1, To demonstrate that mental computstions can be
as fast or faster than the computer, allow two
students to compute the same simple math problem.
Beginning at the same moment, one student should
solve the problem and provide the answer orally
as the second student solves the problem and
enters the answer into the computer for display
on the screen. For this demonstration use the
program, THREE MINUTE JOBBIE., (Appendix G)

2, To illustrate that in order for a computer to
solve a problem the problem must first be trans-
lated and written in computer terms, use a non-
mathematical program, such as BOUNCING BARNEY.
In this exercise, students should identify the
many different symbols and expressions used by
the computer. (Must LIST the program on hard-
copy) - (Appendix G)

3. Teachers may review computer printouts of student
test results for the purpose of demonstrating
human interpretation of computer data.

4., Students should contribute computer printouts from
several non-school fields and interpret the data
for their classmates.

5. Students compile a list of tasks that would not
be suited to computer solution.

-18-
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APPLICATION

THE STUDENT IS ABLE TO USE "CANNED" PROGRAMS IN
& MICROCOMPUTEK.

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK
HANDLING AND STORAGE"™ (APPENDIX L) BEFORE USING
THE COMPUTER IN ANY ACTIVITIES.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NCT BE LIMITED TO:

1.

* Appendix G

Students may use ALPHAREY for the purpose of
becoming familiar with the computer keyboard
Prior to utilizing canned progranme.

Students should be encouraged to practice
various skill areas such as: *

Math: THREE MINUTE JOBBIES, GALAXY
L.A.: FUNDAMENTAL PUNCTUATION PRACTICE
Spelling: HANGMAN

Science: NEWTON'S LAW

S.S.: CONTINENTS AND CCEANS

Students should be encouraged to practic  _.cision
making based on variables by using programs

such as: HOT DOG STAND, TRAVEL AGENT, AND
SURVEYOR, *

Students should be encouraged to practice logical
thinking and rapid recall through simulations such
as: MEMORY BUILDER, LOST DUTCHMAN'S GOLD, AND
ESCAPE.

Students should be encouraged to practice deductive

thinking through edu-games such as: TEASERS BY
TOBBS., *

-19-

24




PROGRAMMING




PROGRAMMING

THE STUDENT KNOWS THAT THE COMPUTER CAN USE A
VARIETY OF LANGUAGES AND IS ABLE TO IDENTIFY
THE PURPOSE FOR WHICH EACH IS USED.

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK

HANDLING AND STORAGE" (APPENDIX L) BEFORE USING
THE COMPUTER IN ANY ACTIVITIES,

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT }4GT BE LIMITED TO:

1, Invite representatives of various occupations
in which computer languages such as COBOL,
FORTRAN, etc., are used, to participate in
a peael discussion of why these languages are
used in a particular line of work.

2. Create a list of occupations in which the
various computer languages are applied.

> -21- 26
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PROGRAMMING

THE STUDENT IS ABLE TO CREATE A PROGRAM USING BASIC.

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK
HANDLING AND STORAGE™ (APPENDTX L) BEFORE USING
THE COMPUTER IN ANY ACTIVITIE",

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:

Recommended

Units

If You Want

1, Refer to "Meet the Computer TRS-80", a kit by
Sunburst Publications. This kit provides in-
struction in computer programming in the BASIC
computer language. Students should progress
through the following instruction folders in
this kit: (Appendix H)

. Getting Started

What Is A Program?

What If You Get An Error?

PRINT (Immediate Mode-Without Line Numbers)
. PRINT (Program Mode-With Line Numbers)
GOTO

AU WN =
s s o

LET -

~3
.

To Go Further 8. INPUT

9. ‘"mick Reference Card

~22~
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PROGRAMMING
THE STUDENT IS ABLE TO USE THE COMPUTER AS
A PROBLEM SOLVING TOOL.

TEACHER NOTE: IMPORTANT - REVIEW "FLOPPY DISK
- HANDLING AND STORAGE™ (APPENDIX L) BEFORE USING
\ THE COMPUTER IN ANY ACTIVITIES.

SUGGESTED STUDENT ACTIVITIES SHOULD INCLUDE, BUT NOT BE LIMITED TO:

1, A series of exercises are provided in Appendix I -
to strengthen problem solving skills: These
exercises have been adapted from "Practicing
Programming on the TRS-80" by Random House
Publishing Company. (Appendix I)

-23-
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APBENDIX A

The words are in forward and reverse order

Locate common computer terms within the grid of
The words are located on the vertical, horizontal,

DIRECTIONS:
letters.

and diagonal axes.
of spelling.

" aee AYIne g

" BRSIC

CASSETTETAPE

CoBOL

CrPU
SYNTAXERROR

SILICONCHIP

PERIPHERALS
SPRCEBAR

PRINTER
PRCGRAMMER

ROBQGTICS

DISKETTE
RUN

BINARY
BYTE
DATA
FORTRAN
HARDWARE
KEYBORRD
LIST
MONITOR
CUTPUT

MICROCOMPUTER

BRERK
.CASSETTERECORDER
CLs
COMMAND
CURSOR
DISKDRIVE
ENTER
GOTO
INPUT
LET
NEW
PASCAL
PRINT
PROGRAM
RAM
ROM
SHIFT
SOFTWARE
STRING
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U>ZrrdxWaxzoomME~Zad-0a
FXACOWONAL~~MU~LEY-Z0O0
>uUIInNaWE~ALIWECJNNWOO
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NIJXOOOEXO~ JO20E02Z2~-0x
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COMMON COMPUTER TERMS

SHIFT
BREAK
ENTER
PRINT
LET
INPUT
RUN

NEW
LIST
CLS
GOTo
Spacebar
Input
cpPU

RAM

ROM
Output
Microcomputer
Binary
Silicon Chip
Byte

Bit

String -

Rardware

Frinter

Xeyboard

Disk Drive
Cassette Tape
Cassette Recorder
Monitor

Peripherals

Artificial Intelligence

Robotics
Software
Disk, Floppy Disk,
Programmer
Program
BASIC

LoGo

COBOL
PASCAL
FOR L RAN
Command
Cursgor
DATA

Syntax Error

Diskette
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PARTS of a COMPUTER

Storage Devicas

Input Devices

"ATow of keys on_
which you type in
data or commands.
it's wired to the com-
puter chip

Box whers ths chip
that does all the
computing is
located.

A Jdewvice that con-
trols gamic 5 o1 mon-
roror TV sel.

A device for storing
cata It's low coet,
“but slow and

Another data-stoning |’
device 1115 cos'ly.
but fast ard rehiable

waler of silicon
containing the tiny
transistors and cir-
cuits that make up
the entire computer
brain.

Miha device on which
commands trom the
crp show up.

_J

Output Davices

(shoit for modulator-
demodulator) Equ'p-
ment that links two
computers cver a
tolaphcne line.

" A'mach.ne that
prints out a paper

copy of .he comyt.
ﬁ%’ er's wors tnat ks
~ppeared on the

rmonitor

re
|

WO L TR T

2
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Keyboard

A row of keys on
which you type in
data or commands.
It's wired to the com-
puter chip.

Central
Processing
Unit

Box where the chip
that does all the

Joystick

- g = e memrww se

N COMPUTER SCISNCE:

PARTS of aCOMPUTER

Input Devices

Storage Devices

Tape Recorder

A device for storing
data. It is low-cost,
but slow and
chancy.

Disk Drive

Another data-storing
device. It is costly,
but fast and rehiable.

Chip

A wafer of silicon

containing the tiny
transistors and cir-
cuits that make up e
the entire computer e
brain.

computers

ment that links two

telephone line.

A device that con- computing is g Disk
trols games on mon- ‘ located. %
itor or TV set. =
JUETEITE L
-iM\? gitor or Printer
et » ”
The device on which OUtPUt DeVlces Arir:gcgg:zthgt
commands from the gopy of the gor%%rub
chip show up. ‘ ' ﬂ er's work that has
appeared on the
\ Modem monitor.
) (short for modulator- ﬂ\_—h\
demodulator) Equip- \

over a
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APPENDIX D

THE 5 MAJOR COMPONENTS OF A COMPUTER

MEMORY

——-—.——_————.—-.—_.—-—.———-_

ARITHMETIC
LOGIC

(ALU)

3]~

Output
CONTROL

.\...
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RESOURCES

FIEBLD TRIPS/GUEST SPEAKERS

1. Hospital or Medical Center

2. Local Credit Bureau

3. Local Banks

4. Insurance Companies

5. Retail Stores - Super Market

6. Local Newspaper

7. Social security office

8. police Department

9. Department of Motor Vehicles
10. Power Company
11. Travel Agency
12, Automobile Dealerships
13, School Department Central Office
14. School Department Guidance Office

RECOMMENDED PROGRAMS :

CAPS 6~ ( Computer Application Program Series)

APPENDIX G

All Programs Could Be Made Available On One Disk

ALFALIST

ALPHAKEY

BOUNCING BARNEY
BUBSORT/BAS
CALCULATOR

CONTINENTS AND OCEANS
DATABASE

EXCAPE

FPUNDAMENTAL PUNCTUATION PRACTICE
GALAXY

AANGMAN

HOT DOG STAND

LOST DUTCHMAN'S GOLD
MARGRADE

MEMORY BUILDER
NEWTON'S LAW

SURVEYOR

TEASERS BY TOBSBS
THREE MINUTE JOBBIE
TRAVEL AGENT




GETTING STARTED (MODELS III AND IV)
DISK DRIVE
(with diskette)

MODEL III and IV ar» operated the same way, therefore the
directions g,;ven fOr one, acpty to both.

Aqviopk TMPORTANT  Acototork

BE SURE THE DISK SYSTEM DOES NOT HAVE A DISKETTE IN EITHER
THE TOP OR 30TTOM DRIVE UNIT.

1. Turn the un:it on by f!iPPiIing the rocker sSwitch located
under the right—hand corner.

GET INSTRUCTION ON HOW TO HANDLE THE DISKETTES CORRECTLY.
MISHANDLING THE DISKETTE CAN DAMAGE THEM PERMANENTLY.

2. Get a diskette that CONtains the operating information
(not a new unused one).

e Fully insert the d:iskette in the lower drive unit
{zero) and ciose the drive door.

4, Push the (ORANGE RESET EUTTON).

S. You wWil!l be ashed for the date 1n the form of O83/2E/84,
which you should tyee and <ENTER).

D. You will aisc be asked far the time, but this iS
optional. Either type the time oFf .ust push (ENTER).

7. The next messase, TRSDOS READY, ind:cates ydu have
proPertiy oaded the computer,

8. TO gat the Computer ready for orogvramming, type the
ward BASIC and push (ENTER).

9. PuSh {ENTER) when yYou see the guestion:
How Many Files ?

13. Aiso push (ENTER) for the following:
Memory Size?

1. Now you are ready to begin.

12. The smaitl, white, flashing QcK that appears On your
screen after the ) S 9n 1S callied the cursor. The
CUrsor telis you Where anything you type will be
Printed On the scr=en.

Aokt TMPORTANT  stotokson
BEFORE YOU TURN THE COMPUTER OFF, REMOVE THE DISK.,
OTHERWISE YOU COULD ERRSE OR ALTER PROGRAMS ON THRT DISK.

42




O

ERIC

Aruitoxt provided by Eic:

GCETTING STARTED (MODELS III AND IW)
DISK-DRIVE
(WwithCUut disk2tte)

MODEL IIl and 1V are oo2rated the same way, therefore the
directions given fOr oney apply tO LOth.

.

3.

lL.

6.

7.

B2 sure the disk system does ndt have a diska2tte in
2ither the top or bhottom un: t.

Turn the unit ON by £1ipPing the rocker switch iocated
under the rigsht—hand corner. The red t:9ht on the
drive unit will come on and the motor wiill turn.
NOthing will appear on the screen, vet.

Hold down the (BREAK) hey while ydu oush the (ORANGE
RESET BUTTON). The fOliowing mesSase Should aPP@ar:

Cass?

Press the (ENTER) k2y, and another message Should
appear:

Mamory Size?
Press (ENTER) on:ce agan.
Radic Shack Madet II1 Bas:ic
(21’ 88 Tandy
READY
NOwW you ar2 r=ady to begin.
The small, white flashing bliock that aspears On your
screen after the ) sign is calied a Cursor. The cursor

tells you where anything you type w il be printed on
the screen.
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Aruitoxt provided by Eic:

GETTING STARRTED «MODELS I11 AND IV)
NO DISK DRIVE

MODEL II1 and IV are aperated the same way: therefore the
directions siven for on2, arely 1o poth.

1.

*s
e

A.

B.

Turn the unit On by f£1ipPing the rocker switch iocated
ynder the rigant—hand corner.

The followind messase Shouid appear:?
Cass?

Prass the (ENTER) kxey, and another messase shouid
aoear:?

Memory S ze?

Press (ENTER) onc2 asain.

Rad:o Shack Mod21 11T Bas.«
fc)? S@ Tandy
READRY

Now vyOou are veady to bed:rf.
T e smal ls white 4iashing hiocK that appears on yoQur
cocresa after the ) Si9In S calt2d & <uyrsor. The CUVSOT

:2lls YOU wWhera2 an¥t: N9 you rype will be print2d °ON
th SCreen.
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NHAT DOZBS THE COMPUTEBR KNONW?

Nhen the TRS-80 is turned on, the BASIC language Is in the
computex's memory. This allows the computer to "understand”
. sStatements ani commands that are part of BASIC. Ppor example,
the computer is able to solve math problems and print infor-
mation on the screen.

P ROBLEMS SECTION

If the computer did not come on as described, one or more
of the following situations could exist,

l. VYour computer has a disk drive unit,
If you are not sure, check with the teacher or
read the owner's manual.
§g£g££gg; As you will not be using the disk drive,
hold down the BREAK key when you turn the computer on.

2. The computer is not plugged in,
Solution: Ask your teacher to plug lc in,

3. The computer is not properly set up (TAls would ba
with a Model I1).
Solution: Check with your teacher or read the owner's

manual,

4. The brightness or contrast controls are oat of
adjustment,
Solution: Adjust the controls with the computer

turned on. ask vour teacher or read the owner's manual
for the location of “he knobs.

HOW TO TREAT THE COMPUTER

l. Do not turn the pover off and on any more than you need
to. If you turn the power off, wait a minute before you
turn it dack on.

2. Xeep the computer clean (no dust, gum, liquid or jelly
fingers).

3. Be gentle with the keyboard, It i3 one of the most
expensive parts of the computer.

HON TO TURN THE COMPUTER OFF

To turn the computer off, just press all the huttons that
you pushed to turn {t on. On the Model I, there are two
buttons, one at the back of the keyboard and one, marked
®"Power”, to the right of the screen. On the Modsl ITI, there
1s just one button, under the keyboard on the right hand side.

XNOW YOUR WAY AROUND THE COMPUTEBR

Take a2 good look at the computer keyboard. Although it is

similar to that of a typewriter, there are a few special keys
Q for computer use,




NUNDER KBYS

Some computers have two sets of number keys on the key-
board, one on the right hand side and one over the letters.
You can use either set to type numbers.

The SHIFT Xey

Several keys have two characters on them, For example,
the keys on the top row have both numbers and other characters
on them. If you press any of these keys, the computer will
print out the bottom character. To set the computer to print
out the top character, hold down the SHIPT key while you press
the key with the character. Do this fcr a few of the keys,

Special Keys
You should also know the following special keys:
CLEAR - This key + {11 clear the screen. Try it.

ENT ER - The ENTER key tells the computer that you have finlshed
typing a line and that it should accept the information.

-— This key, called the backspace key, will move the
cursor one space to the left and erase the character
that you have just typed. Fo example, 1f you type
BAELLP instead of HELLO, press this key and the P will
be erased, VYou can use this to correct typing mistakes

before you press ENTER. Try 1it,
l This »+ey will move the cursor down one line, Try it.
» This symbol is on the same key as the colon. It stands

for multiplication. 5*2 means 5 times 2,

- This synbol Is on the same key as the =, It gtands
for subtraction or a negative number, 6-3 means
6 minus 3. -5 means negatlive 5.

/ This symbol 1s on the same key as the question mark
and it stands for division. 6/2 means 6 divided by 2.

+ This symbol is on the same key as the semicolon and
it stands for addition. 8+2 means 8 plus 2.

BREAKX The key marked BREAK will stop the computer In the m
middle of a program.

g This {s the symbdol for the number zero, #. Do
not use the leatter O for this number, as the computer
wlll not accept [t as a zero.

Now you are ready to begin having some fun on the computer.
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COMMANDS:

Command

DELETE 8

DELETE 510 10 era5€ au wines (rom 5 10 19, including lines $ «na 19

UsY

LIST 20
-IST 5~-19
[IST 75~
.IST -48
NEW

1UN

IUN 59
(EYBOARD:
Soy

IREAK
LEAR
INTER

SHIFT

Use

10 srase Lrie 38 lrom the piogram

10 print the entize program on the screen

10 LIST tine 29

1o L1ST tines 5 10 19, incCluding unes 5 ana 19
to LIST au wnes from line 75 on

10 LiST a« ..n6s up to and including line 58

10 era3€ e p1ogiam ftom the compuler's memory Use this com-

mang wilh Cautliln

10 tei. e om.pul®f 1O 10llOW the program instiuctions from the

Deginning

10 RUN the pioglam, starting at hine 58

Use Example
10 $16p the (unning of a program

10 Ciedi the screen

10 ten the compuler 10 process the
line inat you just typed

10 type the uppar characters on SHIFT gives *
the neys SHIFT , qveu +

10 &1aS€ the 1ast characler you
typed in

10 move Ine Cuisor down Ong tine

47
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Use

stands tor adaihion
stands tor subtraction
stands tor muitipiication
stands {of division

stands f{or the number 2810
{ao not use the ietter O)

10 enclose strngs

10 separate two or more stale
mants that areé on one progiem
hing

In compartsons, 1t stands jof
equal to

In comparisons, it stands 10¢ less
than

In compansons, it stands fof
greelst than

In comparsisons, It stends for not
equel to

in compansons, il stends 10 less
than of equai o

in compansons, it stands fo¢
greater than or equal to

1o tel! the computer that a verl:
able 18 a slnng vanable

Exemple
19PRINT7 + 0

10 PRINT 10 - 6
19 PRINT 12° 8§
10 PRINT 50 1 4
10 PRINT 40 + 10

19 PRINT “HELLO"

15 PRINT “HI*INPUT A$
26 FOR X = 1 TO G:NEXT
18 1F A = B THEN 64
201F 08 = ES THEN 89

10 IF X <Y THEN 20
20 IF A$<M$ THEN X0

16 1F A>8 THEN 100
20 {F C§ > D§ THEN 129 .

F X< >Y THEN 200
F X$< > Y§ THEN 50

P <= QTHEN 20
<= T$ THEN 08

= Q THEN 88
= N$ THEN 68

40 LET A3 = "CAT"

48
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Type another number and press ENTER. Now what happened?
The computer should have added the two numbers you just
typed and printed the answer 1o the problem.

What is the vaiue of A? Whalt is the value of B?

Nowlype  ooinra
PRINT B

Waere you right?
Did you remember to press ENTER after each iine?
Run the program and this time whet: the computer prints a ?
type a letter instead of a number. What happened?
A ?7REDO message appeared on the screen. The computer
did not accept the letter becase a letter is a string and the
variable in the INPUT statement is numeric and will only ac-
cept a number as a value. Remember that if a string variable
follows the keyword INPUT any key, including numbers, will
be accepted and become a string.
Now press the BREAK key to stop the running of the
program.

Type NEW and press ENTER.

Program 2

Type 10 PRINT “TYPE A NUMBFR  1rUT D
20 PRINT “TYPE ANOTHI © *© **ni R : INPYT E
30 PRINY D +"™E =" - ¢

Notice that in lines 1@ and 20 we have two statements on a
line: INPUT and PRINT. You can put two or more statements
on aline if you separate them with colons. The PRINT state-
ments in lines 19 and 28 above tell the person who is using
the program what information to type.

Type RUN and press ENTER.

Add the following line:
Ah e an

oTvpe RUN and press ENTER. How did line 48 change the

ERIC ogram?

== Prass the BREAK key to stop the program.

Change lines 18 and 20 by typing a semicolon before the
colon.

Type RUN and press ENTER. What happened?
Note that the computer printed the question mark at the end
of the statement you made it print, instead of on the next
line.

Type NEW and press ENTER.

Program 3
Type 10 INPUT “TYPF YOUR NAM' NS
20 PAINT “HLIL O NS NIC TN MEET YN'IL

Note that in line 10 we use the INPUT statement to print a
message on the screen before the ? appears.

Type RUN and press ENTER.
Change line 20 by adding a space between the O in HELLO
and the quotaticn marks.
Hint: Why did the computer print a space between your
name and NICE?
Note that to put spaces in a sentence, the spaces must be
within quotation marks.

Type NEW and press ENTER.
Test your programming skills:

1. Write a program that will first add, then subtract, then
multiply two numbers that are input by the user of the pro-
gram. Be sure to print the problems and the answers.

2. Write a program to find the perimeter of a rectangle. The
user of the program will input the length and width of the: rec-
tangle. Hint: Perimeter = 2 times the length + 2 times the
width,

3. Write a program to write thank you letters. The program
should ask for your name, wne name of the person who gave

4N
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The LET statement can be used in the immediate mode
(without line numbers) or in the program mode. We will begin
using LET in the immediate mods.

Example 1 . :
Type LET'A =50 | Press ENTER |
LET B - “TRS-" .after each line. |

The computer nas now labeiled two boxes in memory. Box A is
filled with 80 and box BS is filled with TRS ~.

A BS
(80 TRS —-
To find the value of a variable, you must use the PRINT
. Statement.

%32"9"’2 PR A ' Press ENTEH |

PENT o8 Lalter each line. |

The number 88 and the letters TRS - should have appeared on
the screen on two separate lines. Note that when we type
PRINT A, the coimputer prints the value of the varniable A. How
can we print the letter A on the screen? Try it.

Example 3
Type PHINT By:A
PhINT A;B$

Note that if you want to print two variables next to each other
on one line, you must separ..'e them with a semicolon.

Example 4 LET B <4
T -
ype LETC=AB
PRINT C
PRINTC +B

The numbers 20 and 24 should have appeared on the screan.
Note that the computer remembers the value that we assign to
& “ariable so thai it can use the value later.

[ ‘o

Now we will learn to use the LET statement in the program
mode. When you use the LET statement in the program mode,
the value of a variable is set during the program.

Type NEW and press ENTER.

Program 1 '
Type 10 LET A = HELLO

Now type RUN and press ENTER. What happened? _
A 7TM Enmor message appeared. This message means type
mismatch. A$ is a string variable, so HELLO must be typed
between quotation marks. You will get the same .error
message if you use the LET statement {0 assign a string
value (“"JOHN") to a numeric variable (X).

Now type the following. Remember to press ENTER after each
line.

10 LET A$ = “HELLO"
20 LET B = “PETER”
30 PRINT A3
40 PRINT BS

Type RUN and press ENTER. What happaned?
Change the program to print HELLO and PETER on one line.
Hint: You must add a semicolon to one of the PRINT
statements.

Type NEW and press ENTER.

Program 2 5

Type 10 s=u e
20 Es=n ane »
30 Fs=uooooon
40 PRINT D$
50 PRINT ES

60 PRINT F$
52
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Program 2

Type 10 PRINT “SOME THIM ;" MEORFYTRS
. 0 GOTO 10

W PPINT “FIND ME IF v N

Type RUM and press ENTER. Press the BREAK key to stop the
program.

What happened?

Why wasn't iine 30 printed?
Type NEW and press ENTER.

Program 3
Type 10 OL:YT WHAT YQI! &F -

) '0(.,'3 40
WM T WHAT YOI Y
1y POIMT CNOT WHAT !

Type RUN and press ENTER.
Why didn't the computer print line 38?
Why didn't the computer create an endless loop as in

Program 1?
Hint: To which line does the GOTO statement refer?
Type NEW and press ENTER.
Program 4 " Aet
T | =
ype 20 PRINT A
40 A=A+
AN (A D

Type RUN and press ENTER.
Pres: the BREAK key {0 stop counting.
Note trat in line 30 we made the variable A equal to itself
plus another number. This is 2 very useful tool to use on the
computer. It is called a counter.
Change this program to count by 2's.
R ‘Hint: You must change something in line 3.

s RUN the program to see if you made the correct change.

Ston the proaram.

’

~ e~ er————— . - Te———"

Change line 20 by adding a comma at the end.
Type RUN and press ENTER. Stop the program. Wha:
happened?
Type NEW and press ENTER.

Test your programming skills:

1. Print your name on the screen in one column.
2 Fill the screen with your name.

3. Print your name in four columns on the screen.

4. Write a program to count by §'s and fill the screen witt
numbers.

5. Write a program to count by 9's and print the numbers ir.
four columns.

REMEMBER:

1. A GOTO statement Izts you change the order in which the
computer does the insiuctions in a program.

2. A GOTO statement can create an endless loop, which will
make the computer do something over and over again.

3. Use the BREAK key to stop the running of a program.

B s g

4. A comma at the end of a PRINT statement makes the com-
puter print in four column's on the screen.

5. A semicolon at the end of a PRINT statement tells the com-
puter tc continue printing on the same line.

8. Variables can be used as counters, for example:

18 LET A=A + 1. Each time the computer foliows the instruc-
tions on line 19, it will take the value ¢! the variable A, add 1 to

it and set A equal to this new value. > 2
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Program 3
Type

Did you remember to press ENTER after each line? Now lype
RUYN and press ENTER.
What does line 20 do?
Nole that to make the computer print a blank line, lype the
heyword PRINT with nothing typed after it.
Aisc note that to make the computer print out spaces, the
SPaces must be typed a. a string between quotation marks.
Change line 10 so that the first S in SPACES lines up with
- the N in Neat in line 39.
Type NEW and press ENTER.

Test your programming skills:

1. Make the computer print your name and address as they
would appear on an envelope. Print a space between each line.

2. Make the computer print the names of some of your
friends.

3. Make the computer print this design using PRINT
slatements. *

I. Make the computer solve four Math homework problems as
n Program 2,

4
.

59
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REMEMBER:
1. To correct or change a program line, retype the line.

2. A semicolon at the end of a PRINT statement tells the com-
Puter to continue printirig on the same line.

3. If an expression (for example, 4 + 2) is printed within quota-
tion marks, the computer treals it as a string and prints it ex-
actly as you typed it (in this example, 4 + 2).

4. If an expression (for example, 4 +2) is printed without
quolation marks, the computer will solve the expression and
print the answer (in this example, 6).

5. Except for the math symbols in expressians, all letters and
symbols are strings and to print them you eed to type them
within quotation marks.

6. To print a blank line, use a PRINT statement with nothing
following it.

7. Toprint spaces, place them within the quotation marks of a
string.

8. Remember to press ENTER at the end of each program line.
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Exampie 3
Type PRINT “18 + 65"

Press the ENTER key. What happened?
The computer should have printed: 18 + 65.
What is the difference between Examples 2 and 3?
note that when expressions are typed without quotation
marks (as in Example 2 above), the computer prints the
answers. However, when expressions are typed within
quotation marks (as in Example 3 above), the computer
prints them exactly as you typed them in. Anything that is
typed within quotation marks is called a string.

Examp: . 4
Type PRINT "21°21 ="21°21

Press the ENTER key. What happened?
The computer should have printed: 21°21 = 441

Make the computer print the problem and the answer, as in Ex-
ample 4, to each cf the following probiems:

4. What is 73°96?

5. What is 749 - 43?

8. What is 571/86?

Example 5
Type PRiNT “MY NAME IS JOHN.”

Press the ENTER key. What happened?
The computer should have printed: MY NAME IS JOHN.

Note that when you want to print words or symbols, they
must always be within quotation marks. Remember, any-
thing that is typed within quotation marks is called a string.

Test your programming skills:

1. Make the computer print your' own messages on the
screen.

. & Make the computer do some sitnmetic problems for you.

REMEMBER:

1. Always type the keyword PRINT before typing in any num-
bers, letters, symbols, or expressions that you want printed on
the screen. Otherwise you will get an Error message.

2 Numbers can be typed without quotatior marks. If an ex-
pression such as 4 + 5 is in a PRINT stater - ;nt without quota-
tion marks, the computer will print the answer.

3. I numbers or expressions are in a PRINT statement within
quotation mark§, they will be printed exactly as they were
ty;ged in. Anything typed within quotation marks is called a
string.

4. Except for the math symbols in expressions, all letters and
symbols are strings and must therefore be typed within quota-
tion marks. )

5. Note that * means multiplied by and / means divided by.

8. The CLEAR key clears the computer screen. .




3. The line contains snme misplaced or illegal punctuation.
Otten people have a tendency to gunctuate BASIC as they do
English. When you are writing a program, do not use any punc-
tuation uniless it i1s required by BASIC.

INF Error
?NF Emor stands for NEXT without FOR.

Here are come common ?NF errors:

1. A NEXT statement is in the program without the cor-
responding FOR statement.

2. The wrong vanable is given in a NEXT statement. For
example: 18 FOR X = 1 TO 1000
20 NEXT A

The variable on line 20 should be X or left off.

3. When you - = nested FOR...NEXT loops, you have to
finish the .nsige 10op first, and then the outside locp. For
example:
Wrong Right

MFORX = 1TO20 10FORX = 17020

20 FORB = 1 TO 10 [20FORB=1T010
30 NEXT X 30 NEXT B
40 NEXT B 408 NEXT X

4. There are more NEXT statements than FOR statements.

l) .
.?MO Error stands for missing operand.

Here are some common ?MO errors:

59

1. A variable or value is missing in a LET statement. For exgm

pie: LET X =
In this case, X must be set equal to a value or a variable. \

2. A variable or value is missing in a comparison. For exam-
ple: 10 IF X < THEN 50. Here we forgot to give the second
value in the comparison.

2T™M Error

2TM Error s*ands for type mismatch. This happens when
you try to compare a string variable with a numeric value, of 3
numer:c variable with a string value. It also happens when you
try to set a string variable equal to a numeric value, of 3
numeiic variable equal to a string value.

Here are some common ?TM errors:

1. LET X = "HELLO"
X is a numeric variable and HELLO has a string value.

2 LETBS = 4
B$ is a string variable and 4 is a number. A string must b
within quotation marks.

2@ Error
719 Error means that you tried to divide by zero, @, which car
noi be done. e e+ e



4. You must piess ENTER after you type each program line.

5. To add a program line, type the line and press ENTER. The
computer will put the line in the proper place.

6. If you want to change a projram line, simply retype it.

7. To erase a line, type the line number and press ENTER. To
erase many lines, use DELETE (this will be explained under
COMMANDS).

Commands

Commands are one-word instructions that are used in the
immediate mode to tell the computer to do something. To use
a command, type the command and press ENTER. Com-
mands do not need line numbers.

Here are some of the commands you should know:

RUN The RUN command tells the computer to start
following the instructions of the program in the
computer's memory from the beginning.

RUN 50 The RUN command followed by a number tells
the computer to begin following the instruc.
tions, starting from the given line number, in
this case from iine 50.

LIST The LIST command tells the computer to list
(or print) the entire program on the screen. If
the program is too long to fit on the screen,
hold down the SHIFT key and press the @

' key to stop the list. Press any kay to continue

) the list.

S TP I Y ARSI F A Y 1P SR e TSRS ~

LIST 80 The LIST command followed by a number tells
the computer to list only the given line number,
in this case, 80. )

/

LIST 5—10 This will list all lines from 5 to 10, including

lines 5 and 1@. .
LIST 75— This will list all lines starting from line 75,
LIST —5@ This will list all lines up to and including line
50.
NEW Use this command with caution. it will erase

the entire program from memory.

DELETE 30 The DELETE command will erase the instruc.
tions on the line number you type in, in this
case, line 30.

DELETE 5—10 This command will erase all lines froin 5 to 10.
including lines § and 10.

Type the following program So you can practice these com-
mands. Be careful not to make any typing errors. If you make a
mistake, before you press ENTER, use the backspace key.
Otherwise retype the line. Remember to press ENTER after
each line. Now type NEW and press ENTER.

Program example
Type

TN,
SPIENE B MY
LI ASENEVATT REYE d of o3¢ o
NT e
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LESSON 1: -
Using the PRINT Statement

#You can use the PRINT statement to put any keyboard character on
the TRS-80 scre2n. For example, you can keyboard

PRINT “HAVE A NICE DAY':"

S Then you push the ENTER key. The computer will display the char-
acters HAVE A NICE DAY! and the cursor will move to the next line on
the screen.

@ When you write a program with more than one numbered line, you
need to press ENTER after each line. Then type RUN to make the com-
puter display your message. For example,

1@ PRINT "HELLO™
20 END
>RUN
HELLO

Scaoccaacaoeccaacacacce-cecocaoa Writing Qutput Cooccocoocoonococoocaooocccoeoe

1. Read the program. Then look at the outp:t
and write what is missing on the blank lines.

10
20
30
40
5@
60

PRINT *
PRINT ™
PRINT *
PRINT ©
PRINT °

END

"ONCE UPQON A TIME™

THERE WERE THREE BEARS:*
"THE PAPA BEAR,”

THE MAMA BEAR.”

"ANO THE BABY BEAR.™

>RUN
ONCE UPON A TIME

THE MAMA BEAR,

2. Read the program. Then look at the output
and write what is missing on the blank lines.
NOTE: Spaces inside the quotation marks
count as characters, too.

10
20
817/
10
S50
60

PRINT *
PRINT *

PRINT *
PRINT -
PRINT ~

END

'J08s a 00 TO0AY ™
) CLEAN MY ROOM™
00 HOMEWORK™
00 tAUNQRY™
SHOP FOR FOOO"

N P

>RUN
JOBS TO 00 TOOAY
CLEAN MY ROOM

g




conouoooaoooouonacooonooacccooa Wrlting Input coooocoooooonoooNooMEoancoNNon
3. Look at the output on the screen. Then read 1@ PRINT "BETWEEN UNES. . ."
_ the program and fill in the missing lines. 2@ PRINT
NOTE: To leave a biank line on the screen,
keyboard PRINT. Then, press ENTER. 30
( ‘ 4@
>PUN 5@ PRINT "I SKIPPED THREE LINES."
BETWEEN LINES. . . .
' 60
| SKIPPED THREE UINES.
-
4. Look at the output on the screen. Then read
the program and fill in the missing lines. 10
" = 20 PRINT
>RUN 30 PAINT*  HOW ARE YUU? | AM HAVING
OEAR MARY, 40
HOW ARE YOU? | AM HAVING
FUN ON MY VACATION. So
6@ PRINT ™ SEE YOU SOON,"
SEE YOU SOON.
ANITA ’Q
80 ENO
\— S
5. Read the output on the screen. Then write
a progran: that will produce this output. 10
)
>RUN 20
HEL.O HELLO 30
HELLO HELLO
HELLO HELLO 40
HELLO HELLO
S0
. GOOOHYE!
60
-4 B 70




6. Read the output on the screen. Then write
a program that will produce this output.

D a— v - r— o — N

Cacscscacscecacscscscacucacss Probiem Solving oscscsoscscscscacacscececscso

7. Write a program which displays the words
THE DAYS OF THE WEEK ARE:, skips
a line, and lists the days of the week, one
day per line. The days should be indented
five spaces from the left edge of the screen.

8. Write a program which displays your name
indented six spaces. Then, display the name
of your school right below it. The program
should then skip two lines and dispiay your
school’s address indented 10 spaces.

" i g—




LESSON 2:
Using Arithmetic Operations

M You can use the PRINT statement to have the computer calculate ard
display the answer to an arithmetic problem. For example,

30 PRINT 28/7

displays 4 as the output. Do not use quotation marks when you want
the computer to do a calculation and only print the answer.

cocoocacoauocaccooacoacaacaoogs Weiting Output ooooooocoocoognnooccooaocoocoa

1. Read the program. Then look a. the output
and write what is missing on the blank lines.
NOTE: The symbol * means ‘multiply’’ and
| means ‘‘divide."’

10
20
30
49
SO
60

PRINT 14 + 3
PRINT 14 -3
PRINTB * 7
PRINTB *7 + 2
PRINT 3@/3
END

>RUN
17

S8

10

2. Read the program. Then look at the output
and write what is missing on the blank lines.
NOTE: Notice that a space is left before the
computer prints a number.

10
20
30
40
5@
60
70

PRINT *‘MULTIPLES OF 6."
PRINT1 ° 8

PRINT2 * 8

PRINT3 * 6

PRINT4 * 6

PRINTS * 6

END

>RUN

18




3. Look at the output on the screen. Then read
the program and fill in the missing lines.
NOTE: Numbers in parentheses are calcu-

lated first.

1’>HUN
(10 + ay2 =
7

10 + (4/2) =
12

ot e

QoooaCoooONoooaaKoncooncocccoan Wiriting Input  coooonononnnnananannnscoacanomm

PRINT (10 + 4)/2
PRINT
PRINT “1@ + (4/2) ="

PRINT

PRINT (4 * 3) + (7-2)

€7

30 ENO
Bx3) +(7-2) =
17
L
4. Look at the output on the screen. Then read
the program and fill in the missing lines. 10
— = 20 PRINT DG THE MULTIPUCATION™
>RUN
IF THCRE ARE NO PARENTHESES, 30
0Q THE MULTIPLICATION 4@ PRINT
AND DIVISION FIRST.
! 50
S+ 3x2 = 66 PRINTS +3°2
11
70
10—-6/3 = 8@ PRINT "10-6/3 ="
8
=[]
L 18@ ENO
5. Read the output on the screen. Then write
a program that will produce this output. 10
(>RUN ) 20
(10 + 2]-(1@/2} = :
7 30
10-{12/4}X 3 = 40
1
5@
60




6. Read the output on the screen. Then write
a program that will produce this output.

10
HINT: Use a PRINT statement to divide 24
. by some numter to obtain each factor. o0
SAUN 30
- SOME FACTORS OF 24 ARE:
49
8
3 S0
"]
4 60
70

caoscaoscacscscscscacacsceos Problem Solving cascscscecscsoscscsCscscecsosa

7. Write a program that uses the numbers 2, 4, 8. Write a program that lists the squared num-
and 5 in three different number problems bers from 1 squared to 5 squared, using
(example: 4 + 2 x 5). The program should PRINT statements to calculate each square.
use PRINT statements to display the prob- Display a title for the list first. HINT: To
lems and the answers. square a number, multiply it by itself.
i S o
ey TR
DRSS S .
9
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6. Read the output on the screen. Then write

a prograir that will produce this output. 10
) (> AUN 20
COUNTING BY Q: 30
3 8 g9 12 40
15 18 21 24
a7 30 a3 36 S0
39 42 45 48
sa
_ 70
8@

cecscucacacscscscacucacacscsa Problem Solving ocscscacscscscscacscacacscecsa

7. Write a program that displays four anth- 8. Write a program that displays the name of
metic problems in this form: 17 x 3 = 51. twelve students in your school or three hines
Use a semicolon to join the two sides of each of the screen, four names to a line. Display
equation. Use the TAB function to start each a heading first, skip a line, then display the
equation at the fifth column of the line. names.

—— —— e+ A 2 i —— e e e b —
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LESSON 5:
Review

Qoocooegocooacoaoaoacocacccoos Weiting Qutput  cocooucoooncoooooconoannaocsa

1. Read the program. Then look at the output >RUN
and write what is missing on the blank lines. MONEY EARNED THIS WEEK:
10 PRINT "MONEY EARNED THIS WEEK:"
2@  PAINT JOE JhL JACK
38 PRINT® JOE‘ JILL, JACK .. -
40 pglNT ___ L ’e e 5.1 1 4.57 1 .87

S@ PRINTS.11 4571 87

6@ PRINT1.72,3.11,5.22

70 PRINT2432731 14

8@ PAINT~—" "~ — "
9@ PRINT 9.26, 8 41,8.23,"TOTALS"
100 END

9.26 8.41 8.23 TOTALS

augocaoaoccceaacacacaaccoaacacaa YWriting Input  cooococcoocoooocoococoocoocaacoo

2. Look at the output on the screen. Then read 1@ PRINT
the program and fill in the missing lines.
20
Fﬁ)ﬁUN ) 30
40 PAINT 25 - 2;
**NEWS FLASH®*
S@
23 COMPUTERS 1 6@ PRINT “"HAVE BEEN "
HAVE BEEN SPOTTED 7@ PRINT "SFOTTED"
ORIVING SOUTH
ALONG HIGHWAY 23! 8a
9@ PRINT "ALONG HIGHWAY™;
1 J 100 PAINT 20 + 3;
110
120 END

———. -

- - ——— -




N

3. Read the output on the screen. Then write
a progrg that will produce this output.

. [Gan . jl
SEe |

THE GOQOD SHIP MICRO

10

100

cecacacacscacececscacscacacss Brablarn 8olving cscecacscscacecscscscscscaceo

4. Write a program that draws the outline of a
postage stamp, fifteen columns wide and
¢ - ht lines high. Display a house inside the
stamp. At the top of the stamp, display the
words U. S. FOSTAGE.

5. Write a prog.am that displays five division
equations with a rectangle around the whole
set. Use the TAB function Lo indent the en-

tire rectangle so that it starts at the eighth
column.

7] | 17




LESSON 8:
Using INPUT Statements

B You can use the INPUT statement to make the computer stop and wait
for the rerson using the program to keyboard in information. For ex-

ample,

6@ PRINT “"PLEASE TYPE YOUR NAME:”
70 INPUT NS

makes the computer display the words PLEASE TYPE YOUR NAME:
and place a question mark on the next screen line. The computer then
waits until the user inputs the data and presses the ENTER key before
executing the rest of the program. The data is stored as the variable NS.

oaoaocoooGaocaacoacaoscccaccau Writing Output coscosocsancoocoacococoocooao

1. Read the program. Then lock at the output
and write what is missing on the blank lines.

10
20
3@
40
5@
60

PRINT "WHAT GRADE ARE YOU IN?"
INPUT G

LETN =G + 1

PRINT "NEXT YEAR YOU WiLL BE™
PRINT "IN GRAQE™. N; ".”

END

>RUN

78

2. Read the program. Then look at the output
and write what is missing on the blank lines.

10
20
3
40
50
60
/D
8@
90

PRINT “NAME AN ANIMAL:"

INPUT A3

PRINT “"NAME ANOTHER ANIMAL:"
'NMoyT 88

LET A = AS + 'S”

LET 8% = 8% + 'S”

PRINT AS.” ANO ".8% .
PRINT "ARE TWOQ KINOS OF ANIMALS
ENO

>RUN
NAME AN ANIMAL:

NAME ANOTHER ANIMAL.

HORSES ANO COWS




'Jacooconoonooocanacoacoacocanos. Writing Input  caooooonconooonooocaoaooooooaan

3. Look at the output on the screen. Then read
the program and fill in the missing lines,

10 PRAINT “GIVE ME A SMAL*. NUMBER:"
20

(>AUN ) 20
N Esgve ME A SMALL NUMBER: 43 NPUTY
GIVE ME A LARGER NUMEER: S@ LETD = Y-X
710 50
THE DIFFERENCE IS 8. 76 END
\_ J
1. Look at the output on the screen. Then read
the program and fill in the missing lines. 10

20 PRINT “TYPE THE ARST LETTFR:"

(>ruN Y 38 INPUT AS
TYPE THE FIRST LETTER: 5@
7c L1 Al
TYPE THE SECOND LETTER: 6@ PRINT “TYPE THE THIRD LETTER:
?A 70
TyPE THE THIRO LETTER: 80 LETOS = AS + 85 + C$
YQUR WQORD IS CAT. a0
\. / 100 END
5. Read the output on the screen. Then write
a program that will produce this output. 10
' 20
>RUN )
TYPE THREE NUMBERS: 30 .
75
27 49
22
. Sx7x2 =70 5Q
S+7+2=14
60 _._
\— J 70
. 8o
. . AT Y,
3 ' RGN T L
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6. Read the output on the screen. Then write

~ program that will produce this output. 10

[(rm 0

] TYPE TWO NUMBERS: %

8

‘ 24 40

' N 10 xN 100 x 50

18 80 800 60
4 42 400

— - 70

80

90

Cacscacacecacscscocacscacecss FEroblem Bolving cscsoscecsoscecacscscecsoscan

7. Write a program that asks for three
bers, then calculates, and reports their av-
erage.

8. Write a program that asks the user to type
in four words. then displays the words in
reverse order from the way they are en-
tered.

26
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ANSWER KEY FOR TRS-80

NOTE: The programs in this workbook wil? work
on the Model I, the Model I, and the Color
Computer.

LESSON 1

1. THERE WERE THREE BEARS:

THE PAPA BEAR,
AND THE BABY BEAR.

2. DO HOMEWORK
DO LAUNDRY
SHOP FOR FOOD

3. 30 PRINT
40 PRINT
60 END

4. 10 PRINT “DEAR MARY,”
40 PRINT * FUNON MY VACATION ~
50 PRINT
70 PRINT -

S. 10 PRINT ~
20 PRINT -~
30 PRINT -
40 PRINT ~
50 PRINT
60 PRINT ~
70 END

6. 10 PRINT “FIVE, .
20 PRINT “FOUR. . -~
30 PRINT “THREE.
40 PRINT “Two, | ~
50 PRINT “ONE. .
60 PRINT
70 PRINT “BLAST OFF' -
80 END

ANITA"

HELLO"
HELLO"

HELLO"
HELLO~

HELLO
HELLO

HE..LO
HELLO

- . GOODBYE!

7. 10 PRINT “THE DAYS OF THE WEEK ARE."

20 PRINT

30 PRINT -~
40 PRINT
50 PRINT
00 PRINT ~
70 PRINT -
80 PRINT ~
90 PRINT ~
100 END

8. 10 PRINT -
20 PRINT
30 PRINT
40 PRINT
50 PRINT -
ADDRESS”
60 END

SUNDAY~
MONDAY~
TUESDAY"
WEDNESDAY"
THURSDAY"
FRIDAY"
SATURDAY"

MY NAME
MY SCHOOL™

MY SCHOOL's

-

APPENDIX I—

* Answer Key*

ON 2

< 13
58

2. MULTIPLES OF 6:
12

24
30

3. 10 PRINT (10 + 32 =~

S0 PRINT 10 + (4/2)
70 PRINT (4 x 3) + 7-2) ="

4. 10 PRINT " IF THERE AKE NO

PARENTHESES .~

30 PRINT "AND DIVISION FIRST."
SO PRINT "5 + 3 x 2 ="

70 PRINT .

%0 PRINT 10 - 6/3

S. I0PRINT (10 + 2 -(102) =

20 PRINT (10 + 2) — (102
30 PRINT

40 PRINT 10 - (12'4) x 3 =
50 PRINT 10 - {12 3

60 END

6. 10 PRINT “SOME FACTORS OF 24 ARE

20 PRINT

30 PRINT 24 3
40 PRINT 24 8
S0 PRINT 24 12
o0 PRINT 24 o
70 END

7. 10 PRINT -2 + 4 -5="

20PRINT 2 + 3 — 5
JOPRINT 5 x 4 +2 =-
40PRINTS5 * 4 + 3

SO PRINT (4:2) x 5 =~
00 PRINT (4/2) * 5

70 END

- 10 PRINT SQUARED NUMBERS FROM 1 TO
5.

20 PRINT 1 * 1
JOPRINT 2 2
40 PRINT 3 * 3
SO PRINT 4 * 4
00 PRINT S5 * 5
70 END

LESSON 3
1.~ L
"HAPPY BIRTHDAY" _: -

P
"4 2 eerecnne o0, L2 R
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2. BLANK LINE LESSON 4
'
' 1. THREE, FOUR, SHUT THE DOOR.
i p FIVE. <IX. PICK UP STICKS
3. 20 PRINT - - SEVEN, EIGHT, LAY THEM STRAIGI'T.
OPPINT"+++++++++++" 2. HERE ARE TWO EQUATIONS:
50 PRINT * @ @" 8 x5 =40
70 PRINT @ 3. 30 PRINT “[IM”. “17°. "20". “16"
4. 30 PRINT 50 PRINT “ALICE" “15". '22". "17"
SOPRINT* X X 000 000" 60 PRINT “BOB", 20", "18". 16"
70 PRINT 0 4. 30 PRINT TAB(S); “THREE"

5. 10 PRINT "DOES THIS LOOK"
20 PRINT ' LIKE A "RUCK"

40 PRINT TAB(8): ' FOUR"
60 PRINT TAB(3) SiX

30 PRINT “TO YOWU? 70 PRINT "SEVEN’

10 PRINT ~ : 5. 10 PRINT "THESE ARE HOMOPHONES. *
50 PRINT - 26 PRINT '
‘7’2 gg}z; ,, ' o0, - 30 PRINT “TO", “TOO", “TWO"
R --0-__ .00 40 PRINT "READ", “REED"
50 PRINT "WHO'S” “WHOSE"
6. 1. PRINT "DO YOU WANT TO PLAY?" o0 PRINT RIGHT". RITE" WRITE
20 PRINT 70 END
30 PRINT * 00000 K K~ 6. 10 PRINT
40PRINT” 0 0 K K~ 20 PRINT "CCUNTING BY 3
SOPRINT* 0 0 KK” 30 PRINT
OPRINT" 0 0 K K" 40 PRINT 3.6.9 12
70PKINT * 00000 K K- 50 PRINT 15.18.21 24
80 END 00 PRINT 27 30 33 30
70 PRINT 39 32 45 48
80 END

NOTE: You may wish to suggest that students
use a copy of the TRS Graphic Sheet, found on
page 64 of their workbook, to plot their picture

NOTE: Be sure students leave a space before the
before they write the programs for 7 and 8,

closing quotation marks in lines 10, 30, 50, and
70 so that the problerns will be nrinted correctly

7. I0PRINT* * when program 7 is run.

20 PRINT ™+ 7

30 PRINT~* * 7

40 PRINT ~***** 1177" 7. 10 PRINT TAB(5):" 78 + 543 = ":
SOPRINT~* =+ 7 20 PRINT 78 + 543

60 PRINT ** * 1 30 PRINT TAB(S1:"So 4 = ~.

70 PRINT ** = 177" 40 PRINT 56/4

. 80 END 50 PRINT TAB(S):"23 x 45 = -
8. 10PRINT "X X1 1 o0 PRINT 23 * 45
0 PRINT - X 1 1 70 PRINT TAB(S!: 456 - 234 =
OPRINT . 0 END
S0 PRINT * 10001~ 8. 10 PRINT “STUDENTS IN MY SCHO -
0O PRINT * 10 o1 20 PRINT

70 PRINT *  100Q!”
80 PRINT ~ g

30 PRINT "AL"”. '‘BETTY", "CAROL", )AN"
40 PRINT "ELAINE”", FRANK", “GLORIA",

90 PRINT~ 1 * "HOWARD”

\ 100 PRINT ¢ ¢~ S0 PRINT "ISADORE", "JTUAN", "KARL",
110 PRKNT ”. ." !\"'_. c :. - .l -7 "x R -, - "LAURA"
120 END.. NN o -:l'.’ - I-- ~‘;"‘r.-" ',,. '-'\" 60 END

Y, Vel LS L ¢ :
. 2, 5N 2 SiER Nl - . ] .
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LESSON 5 80 PRINT “THEY EARNED":D;"DOLLARS PER
— . HOUR.," :
1172 311 522 100 PRINT “ED EARNED":D * Y."DOLLARS. "
243 273 1.14 5. 10LET X = 10
i 20 PRINT X,2°X, 3°X.4°X
2. 20 PRINT”  **NEWS FLASH**" 30 PRINT 5°X, 6°X. 7°X. §°X
30 PRINT 40 PRINT 9°X. 10°X, 11°X. 12°X
50 PRINT “COMPUTERS" S0 PRINT 13°X, 14°X, 15°X. 16X
80 PRINT “DRIVING SOUTH- 60 PRINT 17°X. 18X, 19°X. 20X
110 PRINT "1~ 70 END
3. I0PRINT~ - 6. 12 PRINT "NUMBER", "NUMBER". “TOT AL"
20 PRINT~  ~ . - 20 PRINT *_ _____ o .
0PRINT . - OLETA = 7 LETB = 5
WPRINT .. . .- H0PRINT AB.A + B
50 PRINT * S0LET A = I5.LETB = 2
60 PRINT ... .. .. - 60 PRINT ABA + B
70 PRINT . MICRO - 70 LET A = 25
& PRINT “ ....... . EOPRINT A.AA + A
¢ ORINT “THE"."GOOD","SHIP" “MICROY 20 EMD
' END 7. 101ET L = |1
4+ 10PRINT * . . - 20(ETW =85
20 PRINT "U'S POSTAGE " 0LETA =L w
30 PRINT : - 10 PRINT “THE LENGTH IS | [NCHES -
10 PRINT " 50 PRINT “THE WIDTH IS \V [N¢ FIES
SOPRINT™ . . - o0 PRINT “THE AREA IS” A SQUARE
O PRINT * . . INCHES
70PRINT = _____ ' 70 END
e 8. ICLETN = 3
20 PRINT N
5. OPRINTTAB@ - - JOLETN = 2 ° v
20 PRINT TAB 12, WS =2 10 PRINT N
0 PRINT TAB 18, 357 =5 SOLETN = 2° N
{ OPRINTTAB(S)» * jg0 2 =39 « 00 PRINT N
‘ 50 PRINT TAB (8 Mo =iy =0 END
OO PRINT TAB (31" 200 4 = 59 -
Z0PRINT TABw), .~
%0 END LESSON 7
1. LONG LONG  LONG
b LESSON & THIS IS A LONG LINE
2. PAINTER
.8 DRAWER
l6 DRFSSER
n 3 SOCRINT“  PLEASE SEND - ps
22 4 o s 00 PRINT * OF POTATOES -
3 6 9 g2 80 I'RINT - " C$
8 12 s 4. JOLET NS = BS + DS + AS + Cs
S. WOLETA = I51ETB = 7 SOLETPS = C$ + 13% 4 AS + C$ + B%
00 PRINT "8 x 10 =".C*D 80 PRINT Ms
7OLETE = 24LETF = ¢ 5. 10 LET AS = “I LIKE"
4. 20 PRINT "SUE WORKED":X;"HOURS, - 20 LET B$ = “ICE CREAM.~
60 PRINT T;"HOURS. " 30 LET C$ = "FLUMS.".LET D$ = “PIZZA -
Q . 77




40 LET E$ = "SHRIMP."
S0 PRINT A$:B$

60 PRINT A$:C$

70 PRINT A$:D$

80 PRINT AS;E$

90 END

10 LET AS = "HOUSE".LET B$ = "BOAT"
20 LET C$ = "FIRE":LET DS = "FLY"

30 LET ES = "PRINT” LET F$ = “OUT"
40 LET XS = AS + BS

SOLET Y$ = CS + DS

60 LET Z5 = ES + F¢

70 PRINT AS.B$.X$

80 PRINT CS.DS.YS

90 I'RINT E% FS.2%

100 END

NOTE: The order in program 7 will vary,
depending on what word is stored in each of the
variable names.

-
’

. 10[ET AS

"ZEBRA” [ET RS = "HORSE"
20 LET CS = 'DOG” LET 1§ = ‘CAT"

30 LET ES = '"MOUSE"

40 PRINT DS

30 PRINT C$

60 PRINT BS

70 PRINT ES

80 PRINT A%

Q0 END

10 LET AS = "NANCY" [ET 8BS = JULIO"
20 LET CS = "ALISON’ LET DS = "HOWIE"
30 PRINT AS BS.CS$.DS

40 PRINT DS$.CS,AS.BS

50 PRINT B%.A%.DS.CS

o0 END

LESSONS

1.

WHAT GRADE ARE YOU I\?
NEXT YEAR YQU WILL BE
IN CRADE 9.

*HORSE
WCOW
ARE TWO KINDS OF ANIMALS.

20 INPUT X
30 PRINT "GIVE ME A [ ARGFR NUMBER ~
00 PRINT “THE DIFFERENCE IS ".D:"."

10 PRINT "THINK OF A THREE.LETTER
WORD.”

S0 INPUT B$

70 INPUT C$

90 PRINT “YOUR WORD IS ";D%,".”

5. 10 PRINT “TYPE THREE NUMBERS:."
20 INPUT A
30 INPUT B
40 INPUT C
SOLETC=A'B*C
6OLETE=A +B + C
70 PRINT A:;"X";B:"X":C;"=":D
80 PRINT A;"+":B;"+":C;"=".E
90 END

6. 10 PRINT “TYPE TWO NUMBERS:”
20 INPUT X
30 INPUT Y
30 PRINT
S0 PRINT “N”," 10 x N”. ‘100 x '
60 PRINT " _~, -_ "
70 PRINT X.10°X.100°X
80 PRINT Y.10°Y.100°Y
90 END

7. 10 PRINT “TYPE THREE NUMBERS:"
20 INPUT A
30 INPUT B
40 INPUT C
SOLETD = (A+B+C)/3
o0 PRINT “THE AVERAGE IS “ D;~."
70 END

8. 10 PRINT 'TYPE FOUR WORDS:™*

20 INPUT AS
30 INPUT 8%
40 INPUT CS
50 INPUT DS
o0 PRINT DS
70 PRINT C3
80 PRINT BS
90 PRINT A%
100 END

LESSON

1. E
L
O

[EAVE YOUR UMBRELLA AT HOME.
TAKE YOUR UMBRELLA.,

3. 20INPUT LS

()

10 IF [$ = "SPANISH" THEN PRINT “BUENOS

DIAS.”

4. 30 PRINT
S0 INPUT A
70 PRINT 20 - 8 ="
100 PRINT “YOU GOT":R;"RIGHT.”

- i o ~
- S
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Appendix X
SOURCES Jf PROGRAMS ON
C.R. P.5.0DISK
DISK TITLE - PROGRAM NAME

PROGRAMS NCT COPYRIGHTED ¢

AUTHOT : DANIEL J. BRYANT, MATH TEACHER, SAD # 5

RDD/TMJ = THREE MINUTE JORBIE ADDITION
SuB/TMJ = THREE MINUTE JOBBIE SURTRATION
MULT/TMJ ~ TMJ MULTIPLICATION

DIVI/TMJ = TMJ DIVISION

SUPERCRA/L.C - CALCULATOR

ALFALIST - ALFALIST

AUTHOR : WILLIAM C. MARTEL, MATH TEACHER, SAD # S
MARGRADE = MRARGRADE

PROGRAMS WHOSE AUTHORS AND COPYRIGHT STATUS ARE UNKNOWN :

BOUNCING/ERR — BOUNCING BARNEY
CONTINEN/OCE — CONTINENTS AND OCEANS
HANGMAN - HANGMAN

MEWTONS/LAY ~ NERTON'S AW

PROGRAMS THAT ARE COPYRIGHTED :

AUTHOR : UNKNOWN
COPYRIGHT : (C)> (P> 198@ BERTAMAX, LICENSED TO TANDY CORP.

ALPHAKEY = ALPHAKEY

AUTHOR : TERI LI
COPYRIGHT : 19739 BY RIDER FANTASY CREATIONS

DUTCHANG/0LD ~ THE LOST DUTCHMAN'S GOLD

AUTHOR : UNKNOWN
COPYRIGHT : (C> 1981 BY RANDOM HGUSE, INC.

GALRXY = GALAXY

AUTHOR : WALTER KDETKE
COPYRIGHT : 13882 BY SUNBURST COMMUNICATIONS

HOTDOG/STD - HOT DOG STAND

AUTHOR : ELIZARETH LEVIN
COPYRIGHT : (C> 137R PROGRAM DESIGN, INC.

MEMORYEU - MEMORY BUILDER

AUTHOR : THOMAS C. 0’BRIEN
COPYRIGHT : 1982 SUNBURST COMMUNICATIONS, INC.

TERSERS/TOB - TERSERS BY TOBBS (RADD)
TERSERM/TOB - TERSERS BY TOBBS (MULTIPLY)
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Apvendix

FLOPPY DISK HANDLING AND STURAGE

1. Do not touch desk surtace. |2, Do not use alcohol. 3. Do not use magnets or 4, Do not bend or fold
1t 13 sasly contaminsted, thinners or freon to magnetized objects near the disk.
. which causes eerors. clean disk. the dek.

6. Do not use rubber banas 7. Do n { wnte on drsk label € D0 not use erasers on disk
or paper clips on the disk. with pencyl of balk-point
pan. Use teit-tip pen only.

8. Apply index iabel 10 the 10, Insert carefully. by 11. Keep disk in 1ts protectve 112 Disks not being used
nght of corner label Qgrasping upper edge and envelope when not in use should be stored vertically
00 not uy labeis in layers placing it into lho drive. in thetr box.

Fiopoy Disa
taoel "o
\ yd
} r_.,z_]
‘l ...., . ° r) n
A . ‘:' . Y \vc
TOE o 7,
O snveiope
[ Oeea Grive '
13. Do not axpose the duk to |14, Operating environment’ 1S. Storage environment: 16 While in transit the Jis -
oxcuuvo heat or sunlight | A. Tempersture: 10°C to A. Temperature. 4°C to Should be in s envelope
S0°C (SU°F to 122°F) $3°C (40°F 10 1271°F) in 8 protective box
8. Wet Bulb Tempurature B.Relative Hurmiaity: wthin the following ranges.
less than 29°C 8% to 80% A Temperature —40°C to
C. Relative Humichty: 53°C (40°F tn 127°F)
<™ to 30%

G unow

8. Relstive HumiLty
% 8% 1o 90%
>

*** Rule of thumb for inserting the disk Coripliments of

into the computer:

THUMB ON THE LABEL Ml"‘tgﬂ NC

LABEL TO THE CEILING . P.O. Box 2252

e 37 ' South Portland, Maine ‘94106
EMC . - - 82 Tol 10N 0N A
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Appendix M
PRE/POST TEST

Part I = History
(Multiple Choice)

1. The fourth and present day generation of computers yses
(vacuum chips, microchips, vacuum tubhes).

rJ

The first generation of computers ysed (transistors,
integrated circuvits, vacuum tubes),

3. As each generation ‘of computers changed, computers became

(larger and{ more expensive, smaller and less expensive, -smaller
and less powerful),

4. The Analytical Engine, the first calculating machine truly
called a computer was designed by (Herman Hollerith, Charles
Rabbage, John Napier),

S, Historically, the number system ysed by computers in the CPU
and memory has been the (binary, decimal, metric) system,

Part I1 - Social Inpace

(Matching)

b Government A. Inventory
& Sch:al B. Assembly line
3 Factories C. Population Statistics
4 Health . 1. g D. Drill and Practice
Y Supermartets E. Monitoring Patients
Part {II - Terminolagy and Functions

(I"111 ~ 1n +the blanks)
New Hardware RAM Software
ROM List RUN ENTER

i, The computer machinery is referred to as
and the program for a computer 1s called

_—_————_—-——_—_—__—_—_—_——_—-——

_——-—_——_———_—-——-————_—_———-—-

& The key is pressed at the end of each statement
or each response which is fed into a computer.

3. The memory stoed in a omputer when it is manuractured 1s

called _ o and the memory thit can be written
into or read from a Computer is the

T e e s S o > T e e . e - —

4. To make a computer display the contents of a program, vou

shovld tvpe _______ ~ = » but after a program has been

Wrxtten, the co#mand to make the computer follow the instryct-
ire | 1s

. 83
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S. When you type _ _— into the computer, the
screen will be cleared and th- memory of a program will be
erased,

Part IV - Application
(1. ue or false)

Y { mputers are used only in business, industry, or
home, '
2 If you receive an incorrect statement from a bank,

most of the time it is becauvse of compuvter error.,

3 Computers will teach ys everything we are going to
need to learn,

4 -One in-ppropriate use of a Computer is gathering
confidential information from a data base by phone,

S Computers will never be used in dishwashers,

Part V - Programming
(Select One)

1. UWrite a program to find the area of a rectangie. The user
will input the length and width of the rectangle. <(Hint -
Area = length X width),

ro

Write a program that will count by 2’s and print the numbers
in four columns on the screen.




Appendix M

PRE/POST TEST

ANSWER KEY
Part 1 - Histere

(Multiple Choice)
1. The fourth and pres dey generation of Conputers yses
(vacuum chips, éxcrochipsb vacvum tubes),
2. The first generation of S vsed (transistors,
. integrated circuvits, (Vacvum tubes),
3. As each generation of Computers changed, computers became
.9 (larger and more expensive,(snalier and less expensive) smaller
and less powerful).

4. The Analytical Engine, the first calcvlating machine
Called a computer was designed by (Herman Hollerith,(tharles
BabbaEe} John Napier).

v. Historically, the number system ysed by computers in the CPuy
and memory has been the decimal, metric) system.

Part 11 - Sacial Inpact

(Matching)
v .S Government A. Inventory
2. _____1 D School B. Assemdly 1ine
Soo _____ 1 B ____ Factories C. Population Statistics
4. _____ B ____Health Care D. Drill and Practice
S.o A _ ___Supermarkets E. HMonitoring Patients
Part 111 - Terminology and Functions
(F1ll - 1n the blanks)
New Hardware RAM Software
ROM List RUN ENTER
' The computer machinery is referred to as _jff?iifi_____________~_____;
and the program for a Computer is called -Seftvere _________TTTTTTT-
2. 1The ENIER key is pressed ar the end of each statement
or each response which is fed into a computer.
J. The Memory stored in a Computer when it ig *anufactyred 35
Colled __ROM_ _______ and the memory that can be written
into or read from a Computer is the —— B
s T Teneviends wthe e
4. To make a conpuyer display the contents of g, program, you
| . should tvpe _List _ ~ "~ 7 » but after a program ha- bean
| written, the command to make the coemputer follow the instryct-
| ions is RUN
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S

When yeu type JEY .nto the computer, the
screen wili be cleared and the nenory of a program will be
erdsed. ’

Part IV - Application
(True or false)

S S Computers are uysed enly in business ‘ry, or
at home.

S S If you receive an incorrect stateme.
nost of the time it is becavse of ¢

____E _______ Computers will teach us\eoerythin
need to learn.

—r One inappropriate use of a computer .._ _
confidential information from a data base by .. .e.

F

S Computers will never be used in dishuwashers,

Part ¥ = Programming
(Select One)

1.

Write a program te find the area of a rectangle. The user
will input the length and width of the rectangle. (Hint -
Area = length X width),

Write a program that will cour.t by 2’s and print the numbers
in Tour columns on the screen.

Possible Solutions: -

1. NEW 1.
10 CL 1Y CLS
O INPUT L, 23 PRINT "LENGTH OF THE RECTANGLE"
30 INPUT W 30 I4PUT L
48 LET A=T*y 4@ PRINT "WIDTH OF THE RECTANGLE"
5@ PRINT A 50 INPUT W
60 END 60 LET A=L*W
7@ PRINT "AREA OF THJ RECTANGCLE="A
80 END
2.
10 CLS
20 N=0
30 N=t+2
49 TRINT N,
5@ GOTO 30
60 END ‘
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