












































































































































































































































































































































































































































































































































subroutine 

A section of a program that starts with a line called from a GOSUB statement and 
ends with a RETURN statement. It may be called from more than one place in 
the program. 

subscript 

Another name for index. A number in the parentheses of an array. It tells which 
member of the array is being used. See also index. 

syntax 

The way a statement in BASIC is spelled. A syntax error means the spelling of a 
command or variable name is wrong, the punctuation (including spacing) is 
wrong, or the order of parts in the line is wrong. 

timing loop 

A loop that does nothing except use up a certain amount of time. See also delay 
loop. 

title 

The name of a program or subroutine. Put it in a REM statement. 

true 

Has the value -1 . See also assertion, false, logic. 

typing 

Pressing keys on the computer. It is different from entering. See also enter. 

value 

The value of a variable is the number or string stored in the memory box belong­
ing to the variable. See also variable. 

variable 

A name given to an imaginary box in memory. The box holds a value. When the 
computer sees a variable name in an expression, it goes to the box and takes a 
copy of what is in the box back to the expression and puts it where the variable 
name was . Then it continues to evaluate the expression. See also variable name. 
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variable name 

A variable is either a string variable or a numeric variable. The name tells which. 
String variables have names ending in a dollar sign. Numeric variables do not. 
The variable name has one or two characters. The first character must be a letter, 
the second a letter or a number. 

variable, array 

See array. 

variable, simple 

See simple variable. 
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Topical Index 
arithmetic operations (addition, division, multiplica­

tion, subtraction) 58, 60 
arrays 192, 193-96 

one-dimensional 192, 196 
two-dimensional 196 

ASCII code for characters 106, 156, 157, 159 
beeps 10 
bugs in a program 213 
characters 12 
clearing the screen 11 
colon 93, 97-99 
color 

background 127 
border 127 
character 12 7 

coloring the screen 11-12 
concatenation 41, 45, 162 
cursor 3 
data 

kinds of 116 
mixture of 119 
pointer 118-19 
storage of 116-17 

dimension 194 
disk 

care 215 
explanation 87 
preparation 215-17 
start-up program 217-18 
use of 215-18 

dotted notes (music) 145-46 
drawing pictures 21, 104-5, 131, 133-36 

line drawings 131, 133-36 
dumb loop 46 
duration 121 
entering a line 5 
envelope generator 121 
equal sign 58, 63-64 
erasing 26 

files 90 
letters in a program line 39 

error messages 32-33, 96-97 
error traps 206 
file commands 91 
filename 87, 89, 90-91 

extension 89 
FOR-NEXT loops 107, 109 
functions 68, 78, 171 

argument of 68 
nesting 78 
rules 172 

graphics 
brush 137, 140 
color 137, 139-42 

movement of 101, 103-6 
palette 137, 139 

hertz (Hz) 121, 122 
index number 193 
input cursor 37 
insert letters in a program line 39 
keyboard 24-28 

auto-repeat feature 22 
editing 24-28 

logical signs 180 
loops 48-50, 109-12 

delay 65, 69-70, 107, 109, 206, 208, 213, 214 
inside 110, 111 
nested 107, 110-11 
outside 110, 111 

loop variable 65, 107, 111. See also loops, delay 
medium-resolution graphics 131, 133 
memory 

erasing a line 18 
explanation of 14, 17 
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music 143, 145-47 
format of the PLAY string 145-47 
scale of musical notes 123 
rests 124 

not equal sign 56-57 
numbers 60, 61-62 
numeric constants 62 
numeric operations 58 
numeric variables 58 
output cursor 35 
phrase A 52, 54, 55, 72 
pitch 121, 122 
plus sign 41, 45, 162 
printing an empty line 11 
programs 

adding a line 19 
debugging 208, 213 
definition of 5 
fixing a line 19-20 
listing 16 
loading from disk 89-90 
numbering the lines 7 
outline of 203 
parts of 203-4 
printing to the screen 14 
prompts 205 
saving to disk 87-89 
stopping 210-12 
storing in memory 14 
user-friendly 200, 202 
writing 202-6 

programmer 33 
programming shortcuts 93, 95-99 
question mark 93, 95 



random numbers 78, 80, 83-84 
remark 20 
repeating keys 24-25 
rounding off 78, 82 
screen capacity 103 
scrolling 206 
semicolon 95 

in PRINT statements 35, 38 
shortcuts. See programming shortcuts 
single quote 99 
sound effects 124 
spaghetti programming 46, 50-51 
statement C 52, 54 
string constants 9, 12, 13, 62 
strings 13, 61-62, 162, 163-66 

cutting 163-65 
gluing 41, 45, 162 
length of 164-65 
switching numbers with 168, 170-71 
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string variables 29, 32 
structured programming 188-91 
subroutines 93, 149, 151, 152 
subscript. See index number 
syntax error 4 
timing loops. See loops, delay 
top-down programming. See structured programming 
true and false 176-80 
user 33 
variable name 29, 41 , 42-43 

length of 191 
variables 

kinds of 170 
numeric 62, 193 
string 62, 193 
dollar sign with 61 
value of 41, 42-43, 61 

white noise generator 121 



,.... 

Command and Function Index 
AND operator 174, 176 
ASC function 156, 157, 158, 171 
BEEP command 9, 10, 121, 122 
CHR$ function 156, 158, 171 
CIRCLE statement 131, 133, 135-36, 137, 140, 141 
CLS statement 9, 11, 27, 28, 86 
COLOR statement 9, 12, 125, 126, 127, 128, 139 
CONT command 208, 210, 212, 213 
DATA statement 114, 116, 118, 119, 121 
DIM statement 192, 193, 194 
DRAW statement 132 
END statement 149, 153, 208, 210, 211 
FILES command 86, 88, 91 
FOR-NEXT statements 107, 109 
GET statement 132 
GOSUB statement 149, 151 
GOTO statement 29, 46, 48, 52, 99, 212, 213 
IF statement 29, 52, 54, 71, 72, 73, 98, 174, 178, 179 
INKEY$ variable 105, 182, 183, 184, 185, 186, 206 
INPUT statement 29, 31, 34, 60, 95, 96, 182, 183, 

184 
INT function 78, 80, 81, 82, 171 
KILL command 86, 90, 91 
LEFT$ function 162, 163, 171 
LEN function 162, 163, 165, 171 
LET statement 41, 42, 60, 64, 95, 212 
LINE statement 131, 133, 135, 136, 137, 140, 141 
LIST command 14, 16, 18, 86, 89, 97 
LOAD command 86, 91 
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LOCATE statement 101, 103, 136, 206 
MID$ function 162, 163, 165, 171 
NEW command 1, 3, 4, 5, 18, 86 
NOT operator 174, 176, 179 
ON-GOTO statement 156, 157, 160 
OR operator 174, 176 
PAINT statement 137, 141 
PLAY statement 121, 122, 143, 145 
PRINT statement 1, 3, 4, 7, 14, 21 , 29, 34, 35, 37, 

60, 63, 86, 93, 95, 136,184, 208, 212, 213, 214 
PSET statement 131, 133, 134, 136, 137, 140 
PUT statement 132 
RANDOMIZE statement 84-85 
READ statement 114, 116, 118, 119 
REM statement 1, 3, 4, 8, 14, 20, 86, 99 
RESTORE statement 114, 116, 119 
RETURN statement 149, 151 
RIGHT$ function 162, 163, 164, 171 
RND function 29, 78, 80, 171 
RUN command 1, 3, 4, 6, 212, 213 
SAVE command 86, 91 
SCREEN function 131, 133, 139 
SOUND statement 121, 122, 124 
STEP value 107, 110 
STOP statement 190, 208, 210, 211, 212, 213, 214 
STR$ function 168, 170 171 
TAB function 65, 67, 68 
THEN statement 97 
VAL function 168, 170, 171, 182, 186 
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COMPUTE! Books 

Ask your retailer for these COMPUTE! Books or order 
directly from COMPUTE!. 
Call toll free (in US) 800-334-0868 (in NC 919-275-
9809) or write COMPUTE! Books, P.O. Box 5058, 
Greensboro, NC 27403. 

Quantity Title 

COMPUTE!'s PC & PCjr Games for Kids 
Easy BASIC Programs for the IBM PC & PCjr 
Home Applications in BASIC on the 
IBM PC & PCjr 
COMPUTE!'s Guide to IBM PCjr 
Sound & Graphics 
Beginner's Guide to BASIC on the IBM PCjr 
Computing Together: A Parents & Teachers 
Guide to Computing with Young Children 
Personal Telecomputing 
COMPUTE!'s Gu.ide to Adventure Games 

Price• Total 

$14.95 -­
$14.95 --

$12.95 -­

$12.95 -­
$14.95 --

$12.95 -­
$12.95 -­
$12.95 --

•Add $2.00 per book for shipping and handling. 
Outside US add $5.00 air mail or $2.00 surface mail. 

Shipping & handling: $2.00/book 
Total payment ____ _ 

All orders must be prepaid (check, charge, or money order). 
All payments must be in US funds. 
NC residents add 4.5% sales tax. 
D Payment enclosed. 
Charge D Visa D MasterCard D American Express 
Acct. No. _____________ Exp. Date ___ _ 
Name ______________________ _ 

Address. ____________________ _ 
City _____________ State ____ Zip __ _ 
• Allow 4-5 weeks for delivery. 
Prices and availability subject to change. 
Current catalog available upon request. 
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If you've enjoyed the articles in this book, you'll find the 
same style and quality in every monthly issue of COM­
PUTEI Magazine. Use this form to order your subscription 
to COMPUTE!. 

For Fastest Service 
Call Our Toll-Free US Order Line 

800-334-0868 
In NC call 919-27 5-9809 

COMPUTE! 
P.O. Box 5058 
Greensboro, NC 27403 

My computer is: 
D Commodore 64 D Tl-99/4A D Timex/Sinclair D VIC-20 D PET 
D Radio Shack Color Computer D Apple D Atari D Other __ 
D Don't yet have one ... 

□ $24 One Year US Subscription 
□ $45 Two Year US Subscription 
D $65 Three Year US Subscription 
Subscription rates outside the US: 
D $30 Canada 
□ $42 Europe, Australia, New Zeland/Air Delivery 
D $52 Middle East, North Africa, Central America/ Air Mail 
□ $72 Elsewhere/ Air Mail 
□ $30 International Surface Mail (lengthy, unreliable delivery) 

Name 
Address 
City State Zip 
Country 

Payment must be in US funds drawn on a US bank, international 
money order, or charge card. 
□ Payment Enclosed □ Visa 
□ MasterCard □ American Express 

Acct. No. Expires I 

Your subscription will begin with the next available issue. 
Please allow 4-6 weeks for delivery of first issue. Subscription 
prices subject to change at any time. 



Grownups, Tool 
Don't let the title fool you. COMPUTE!'s Kids and the IBM PC & PCJr 
was written for children from ages l 0 to 14, but anyone interested 
in learning BASIC programming will find this series of lessons fun 
and easy to learn. 
You'll discover exactly how to get the most out of your IBM com­
puter. Everything is explained in nontechnical terms, and the many 
illustrations and program examples quickly show you the ins and 
outs of BASIC. You may be a beginner when you pick up this 
book, but before you know it, you'll be programming your own 
exciting games and applications. There are even notes before 
each lesson to help you understand the concepts discussed. 
Whether you already know how to program, or have just un­
packed your computer, you'll find lots of useful information in 
COMPUTE!'s Kids and the IBM PC & PCJr. 
Some of the topics discussed are: 
• What to do if you get an error message 
• Assignments to help you practice what you've learned (with 

sample answers) 
• Techniques to debug your programs 
• Shortcuts to make programming faster 
• How to save programs to disk 
• And dozens of cartoons to let you laugh as you learn 
COMPUTE!'s Kids and the IBM PC & PCjr explains everything you 
need to know to start using and programming your IBM. Its con­
cise, yet refreshing style makes computing fun and exciting for 
every PC or PCjr user. 
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ISBN 0-942386-93-0 


