BASIC/EXTENDED BASIC
CHARACTER OFFSET
DEMONSTRATION

The following two programs demonstrate the HEX &0 character offset
when printing text to the screen from the BASIC or Extended BASIC envir-
onment. The first program is to be used with Extended BASIC., When
assembling the program, name the object file XBASO and remember, do not
use "C’ as one of the options. Also, use the following program $+rom
Extended BASIC to load and link the Assembly program.

100 CALL INIT

110 CALL LOAD(“DSK1.XBASO")
120 CALL CLEAR

130 LINPUT "ENTER STRING: ":1A$
140 CALL CLEAR

150 CALL LINK("START",AS$)

Because Extended BASIC utilizes the LINPUT command, all punctuation
marks are allowed in the string. -

The next program is a slight modification of the first and is -
for use with TI BASIC programs when the Editor/Assembler Command Module
is inserted. Again, when assembling, name the object file XBASO. This
time, use of the °C’ option is recommendad. Also, include the BASIC
Support file (BSCSUP) from the E/A PART A diskette on the diskette con-
taining the file XBASD. Use the following program to load and link the
Assembly program. |

100 CALL INIT

110 CALL LOAD("DSK1.XBASO", "DSK1.BSCSUP")
120 CALL CLEAR

130 INPUT “ENTER STRING: ":1A$ o e e
140 CALL CLEAR

150 CALL LINK("START",AS)

TI BASIC does not contain the LINPUT command, therefore, commas are
not allowed. | |

s

| This material is given to you by Texas Instruments Incorporated
without representation or warranty of any kind. Therefore, we assume
no responsibility and shall have no liability, consequential or other-
wise, of any kind arising from its use. This material was developed
by and is considered to be the property of Texas Instruments. We
therefore reserve the right to use, publish, reproduce, or sell this
material in any manner desired with out compensation of any kind.




Example: Say your collection of baseball cards consists of 20 cards broken down into
the following catagories.

PLAYER | NUMBER OF CARDS TEAM
A) Reggie Jackson 4 Yankees
B) Pete Rose 2 Phillies
C) Nolan Ryan 2 Astros
D) Steve Garvey 5 Dodgers
E) Carlton Fisk 3 Red Sox
F) Al Oliver 1 Rangers
G) George Brett 1 Royals
H) Willie Stargell 1 Pirates
I) Thurmorn Munson 1 Yankees

The enclosed program will allow one to enter the players name, number of cards, and the

players' team pape. The program will then alphabetize the players, record the number of
cards, and cross reference the team. '

User Instructions

A) Enter the following program and RUN
B) To enter new cards press A

1)  Computer will prompt for the number of players. Since our ¢xample has 9 players,
press 9 then ENTER.

2) Computer will display format in which to enter player information.

3) Enter players pname in the following format "Jackson, Reggie", 4, Yankees.

4) Press ENTER. |

5) Computer will prompt the user until al]l 9 players have been entered. |

6) After all ¢ players have been enterad computer will return to main index.
C) To delete cards press B.

- 1) Computer will prompt for the proper transaction.

2) To delete players pame, press 1 then ENTER.

3) Computer will prompt for the players' name.

4) Enter players name in the following format:
"Jackson, Reggie". '

5) Press ENTER.

6) Computer will prompt for another player. ,Enter Y for yes or N for no. If yes
computer will prompt for players’ name, if no computer returns to main index,

7) To delete a certain number of cards press 2 then ENTER. '

-8) Computer will prompt for the number of cards to be deleted. Press that number and

§) Computer will then prompt in the format described in parts 3-6 of this section.
10} To return to main index press 3 then ENTER.
D) To reference players' napme press C. |

1) Computer will prompt in the format described in parts 3-5 of section C.

2) Computer will display players' name, aumber of cards, and team name. If players'
name is not found, computer will prompt for another player. |
E) To referepce a team press D.

1) Computer will prompt for the name of the team.

2) Enter YANKEES as the team name and press ENTER.

3) Computer will display all players' names, number of cards, and the team name

~4) Computer will then prompt for another teanm. - A
F) To read Data (CS1) press E.
1) Follow instructions that computer prompts for.
G) To record Data (CS1) press F.
1) Follow instructions that computer prompts for.




H) To list all players and teams Press G.
1) Computer will list, alphabeticall
2) Press C to continue to list teams
3) Press Q to return to main index.
I) To leave Program press H.

v, five players'at a time.
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100 CALL CLERR
110 DIM ASC100YsBC1003 505100
120 PRINT "PRESS THE CORRESPONDI

NG "
%gq PEIHT "KEY FOR THE APPROPRIA
140 PRINT “FUNCTION"

150 PRINT - - . -
160 PRINT - A

170 PRINT "PRESS FOR"

180 PRINT | |

190 PRINT "Am~—-mm- ADDING CARDS"
ggu PRINT “B-------DELETING CARD
210 PRINT “C-----—-T0 REFERENCE
PLAYERS" '

220 PRINT “De————- TO REFERENCE
TEAMS B |
230 PRINT “E-~——m— TO READ DATA"
240 PRINT “F-—=~—mm TO RECORD DAT
ﬁll‘

250 PRINT “G-=——e—v TO LIST ALL T
ERMS" - |
260 PRINT "H-—=--—-TO QUIT" °

<0 CALL KEY (s KEYs STATUS)

230 -IF STATUS=0 THEN 270

290 IF (KE?’65?+{KE?}?”)<--1 THE
N 270 . .
300 KEY=KEY-64

310 CRLL CLERR

320 ON KEY GOTO 480,940,1180,127

013405420:1383 s3]

330 ENI

>30 OFEN #1"031":IHPUT :INTEPHH
LsFIXED 192 '

390 INPUT $1:CT

‘360 FOR I=! TO CT -

370 INPUT #1: ﬂ$(1)sB(I):C$(I)
380 NEAT 1

320 CLOSE §1-

400 CALL CLERAR

410 5070 120 ,
420 OPEN #1: "CS1"5 QUTPUT, INTERNA

LeFIXED 192 -

. 430 PRINT #1:CT

'440 FOR I=1 7O CT

- 450 PRINT #1: H$(I):B(I):C$CI)

- 460 NEXT 1 |

470 6070 3990 |

430 INPUT “NUMBER OF FLHYERS"CB
490 CALL CLERR |

900 £OTO 5510 -

510 PRINT "IMNPUT THE IHFDRNHTIDH

i
1
|
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" 520 PRINT

- 550 PEIHT o LHSTHHHEsFIR¢THHME

- 280 PRINT
- 600 PRINT "HAME:#0OF CREDE:TERM"

- 830 IF ARAS=A%(I) THEN 280

‘"IH'THE'FGLLnurNE‘FuEn'1
AT"
530 PRINT ’

240 RETURN
20 GOSUE 510

"3"# OF CREDS"; "3 “TEAM NA

HE
or0 FOR I=1 7O CD

920 PRINT

610 INPUT RAB:EB:CCH

62 CT=CT+}

630 FIOR J=1 TO CT

640 IF RAB(IH=""THEN 77
630 IF RAAE<=A%(J>THEN 670

5608 MEXT J
670 IF AAE=R% (I THEN &80 ELSE 7&

0
680 E¢Jy =B (D) +BE

630 CT=CT~1

700 NEXT I - -
710 GOTO 400- ;
720 FOR K=CT TO J STEP -1 N
730 AS K =A% K-1) ' -
740 B (K =B (K-1) |
750 CEUO =CHK-13 s
760 NEXT K ;
770 RS () =RAE

780 B(J)=BB

790 C$¢J) =CrS

800 6OTO 700

310.GOSUB 510

820 PRINT “""LASTNAMEs FIRSTNAME" |
830 INPUT FAS ]
840 FOR I=1 TO CT

- WS RS L S S W ik gl e - el sl =nis-naliogpenipe plielilenlie—  — —— P e om

860 NEXT I

870 BOTO 1200 ;
880 CALL CLERR E
990 PRINT RBCIDIBCIDICECIS '
200 PRINT

L R LTI =r T = T TR

- 910 IF FLAG=0 THEN 940
920 RETURN ~

230 PRINT .

940 PRINT "1---TO DELETE PLAYERS

ggg_ERINT "2---TO DELETE # OF CA

960 PRINT "3---TQ RETURN TO MAIN
INDEX"

970 PRINT

!
|
'NAME" ’
i
930 INPUT “WHICH TRHHEHPTIDH? "t

TR




I SR =~y -

TYSNTIF CTRYLI+CTRY3) <==1 THEN 98

0

1000
1010
1020
1030
11040
1050
1060

1070

10380
1090
1180
1110
1120
ETED
1130
1149
11350
1160
11746
1120
1130
1200
1210

TR 1 K=

1l oy P G S o b B YT - o | P v Py

CALL CLEAR |

OH TR GOTO 1020511205400
FLAG=1 ' -
GOSUE 811

FOR K=I TO CT

AT (KD =A% (K+1>

BRI=B K+1>

CH Ky =CB K+1)

NEXT K.

CT=CT-1

FLAG=1

GOTO <00

EHEET "# OF CARDS TO RBF DEL
FLAG=1 ‘ .

GO3SUB 28190

FLAG=N

B{I>=RB(I)~DE

GOTO 290

FLAG=1 |

GOSUR 811

PRINT |

INPUT “AMOTHER PLRAYER? ¢Y/ND

IPLY g

1229
1231)
1240
1230
1260
1270
1230
b
1290
1300

;
|
]

without representation or warranty of any kind.

IF FL$="Y"THEN 1250

FLAG=D -

eOTd 400 .

GOSUR &210

470 1200

FLAG=1 -
IMFUT "ENTER TEAM NRAME ":TE

FOR I=1 TO CT
IF TE$=CE{IJ)THEN 13€0

o

e ——

1320 INFUT "ANOTHER TEAMT v M) -

"IFLE
1330
1340
- 1350
;. 1360

1370

13810
1390

-

-y

1400
14140
1420
1430
1440
1450
1460
1470
1480
1499
1500
1310

- 1320

1330
1340

- -

IF PLE="Y"THEN 1220
FLAG=0

GOTO 400

GOSUB 830

G070 1310

FLAG=1

FOR I=1 TO CT

IF I-¥=5 THEN 1510
SOSUB 20

NEXT I

FLAG=0 .
K=0 -

PRINT "PRESS @ TO RETURNMN®

CALL KEY (D:KEYsSTARATURY
IF STATUS=0 THEN 1450
IF KEY=6Y THEM 1420
IF KEY=81 THEN 400
GOTO 1450
GUOSUE 8340
K=K+

PRINT "PRESS O
GOTO 1489

This material is given to you by Texas Instruments Incorporated

- Therefore, we assume no
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responsibility and shall have no 1iability, consequential or otherwise,

of any kind arising from its use.

This material was develeped by and is

considered to be the property of Texas Instruments.
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or sell this material
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120
1.50
140G

150

1650
170
180
190
200
210
22

25

245
290
260
270
280
290
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5210
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250
80
250
560
70
280
290
400
410

20

20
440

- THIS MATERIAL IS
WITHOUT REFRESENTATION OR WARRANTY OF ANY KIND.
ASSUME NO RESFONSIERILITY AND SHALL HAVE NO LIABILITY, CUNSEQUEN—
TIAL OR OTHERWISE, OF ANY KIND ARISING FROM ITS USE.
MATERIAL WAS DEVELDPED BY AND . IS CONSIDERED TO EE THE FROFERTY

We THEREFORE RESERVE THE RIGHT TO USE,

FUBLISH, REFRODUCE, OR SELL. THIS MATERIAL IN ANY MANNER DESIRED

WITHOUT COMFENSATION OF ANY KIND.

OF TEXAS INSTRUMENTS.

FRINT

XBCREEN DUMF X
XFROGRAMX

REM ™MVNMNNYAM A AN AN AR A AL A
REM SCREEN DUMF TO

REM FRINTER ROUTINE

REM M2 YAV ANYA AR A A A N A A
CALL CLEAR .

OFEN #1:"RS232", VARIAELE 37
REM MM N AN A AR R A A N A Ay
REM BORDER AROUND SCREEN

RE” Tor Pog P P Iy PN Py Py Py P Py Py Py g Iy Py Py Py Py Py

CALL HCHAR(1,1,42,32),
CALL HCHﬁR(L4 1, 4L,aﬁ)
CALL VCHARE2, 1. 42, L)

CﬁLL VCHQR(E.M;.42 ;-

REM FRINT CHARACTERS
REM RANDOMLY TO SCREEN
FOR A=1 TOD S50

RANDOMI ZE

ROW=INT (22%RND) +2
COLUMN=INT (ZOXRND) +2
CALL HCHAR (RDW, COLUMN, 425
NEXT A

REM ._ v ~ oL

REM
REM
REM
REM

READ SCREEN AND
FRINT CHARACTERS TO
FRINTER

FOR A=1 TO 24

FOR EB=1 TO 32

CALL GCHAR (A, R, X)
#1:CHR$ (X))

NEXT B

NEXT A

END

COMFATIBLE FRINTER.
THIS FROGRAM WILL

THE FOLLOWING FROGRAM RANDOMLY FLACES CHARACTERS ON THE SCREEN AND
FRINTS THEM TO AN RS232
BEOTH TI BASIC AND TI EXTENDED BASIC.
FER USER DEFINED CHARACTERS FROM THE SCREEN TO THE FRINTER.

THIS FPROGRAM RUNS IN
NOT TRANS-

GIVEN TO YOU BY TEXAS INSTRUMENTS INCORFORATED

THEREFORE, WE

THIS
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INSTRUMENTS
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Dear Customer:

Thank you for contacting Texas Instruments regarding
programming your TI-99/4A home computer. This program has
been developed to format and round a number entered from the
keyboard. The number will be in dollar format with zeros
displayed and will round any amount over one-half a cent to
a full cent. The program lists as follows:

100 INPUT "Type in a number. ":X
110 X=INT((X+.005)*100)

120 IF LEN(STRS(X)=1] THEN 240

130 WS=SEGS(STRS(X),LEN(STRS(X)),1)
140 T$=SEGS (STRS(X),LEN(STRS$(X))~-1,2)
150 X=X/100

160 IF VAL(TS)=0 THEN 200

170 IF VAL(WS)=0 THEN 220

180 PRINT "$":X

190 GOTO 250 -

200 PRINT ™ $§ ";STRS(X)&".00"

210 GOTO 250

220 PRINT "™ § ":STRS(X)&"0"

230 GOTO 250

240 PRINT " $ 0.0"&STRS(X)

250 PRINT "Is the rounded $ amount.":::
260 GOTO 100

-‘.'L PR 'll'* -

The program was developed to aid in number formatting and is
given to you by Texas Instruments Incorporated without
representation of warranty of any kind. Therefore, we
assume no responsibility and shall have no liability,
consequential or otherwise, of any kind arising from its use.
This program was developed by and is considered to be the
property of Texas Instruments. We therefore reserve the
right to use, publish, reproduce or sell the material in any
manner desired.

I hope this information will help you better utilize the
BASIC language.

Yours truly,

Consumer Relations
FE-06-CR-005/07

TEXAS INSTRUMENTS INCORPORATED +« POST OFFICE BOX 53 + LUBBOCK, TEXAS 75408




¥GRAFHIC MOVEMENT PROGRAMX

THE FOLLOWING FROGRAM UTILIZES BOTH THE KEYROARD AS WELL AS JOYSTICKS TO
INCORFORATE GRAFHIC MOVEMENT WITH THE 99/4A HOME COMPUTER. IF ARE NOT USING
JAYSTICKES, FRESSING THE "Q" KEY WILL INACT THE FIRE FPROCEDURE.

T1 DOES NOT WARRANT THAT THIS PROGRAM WILL BE FREE FROM ERROR OR WILL MEET

THE SPECIFIC REQUIREMENTS OF THE USER.
ITY FOR ANY DECISION MADE OR ACTIONS TAKEN BASED ON INFORMATION OBTAINED USING

THIS FROGRAM.

{00 REM GRAPHIC MOVEMENT PROGRAM
10 CALL SCREEN{Z)

(20 CALL COLOR{L,12,1)

130 CALL CLEAR

140 CALL CHAR{3Z,"0018183C3CTETEFF™)
{50 CALL CHAR(34,"Q1071FTFIFIFO70L")
150 CALL CHAR(3S, "FFFFFFFFFFFFFFFF™)
170 CALL CHAR{34,"80COFBFEFEFZEQE0™)
180 CALL CHAR(37,"FF7E7E3CIC181800")
190 CALL CHAR(133,"0000000000000000")
700 REN INITIAL CHARACTER PLACEMENT
210 R=id

320 £=15 |

230 CALL HCHAR{R,C,33)

740 CALL HCHAR(R+1,C-1,34)

250 CALL HCHAR(R+1,C,35)

260 CALL HCHAR{R+1,C+1,34)

270 CALL HCHAR:R+2,L,37)

280 CALL KEY(Q KEY,5TATUS)

290 REM  TEST FGR FIRE BUTTON

. 300 CALL XEY(1,FIRE,STATUS)

210 IF FIRFCYIB THEN 420

320 SWITCH=SWITCHE-1

330 CALL SCREEN(12)

340 CALL COLOR(!,S,1)

350 REM EYPLOSION

36G CALL 5S0UMD(-200,-&,2)

370 CALL 50UND{-500,-7,4)

380 IF SWITCH=-1 THEN 420

170 CALL SCREEN(S)

400 CALL COLOR{1.1Z.1)

110 REM TEST FOR KEVEDARD INPUT

420 IF KEY=49 THEN 419

330 IF ¥KEY=48 THEN 440

240 IF KEY=37 THEN 570

190 IF KEV=88 THEN 70

THE USER

160 IF KEY=101 THEN 610

470 IF KEY=100 THEN 640

180 IF KEY=115 THEN 670

490 IF KEY=120 THEN 700

500 REN TEST FOR JOYSTICK INPUT
S10 CALL JOYST(1,,Y)

520 IF Y=0 THEN 530 ELSE 560
530 IF ¥=0 THEN 230

540 IF Y=4 THEN 610

550 IF ¥=-4 THEN 700

540 IF Y=4 THEN 570 ELSE 580

570 IF Y=0 THEN 840

580 IF Y=-4 THEN 5% | -
590 IF Y=0 THEN 470 ELSE 280
500 REM MOVEMENT SUBROURINES
510 BOSUB 740

530 ReRml -+ =

530 GOTQ 230

540 GOSUB 740

550 C=C+1

560 6OTO 230

57 GOSUB 740

580 C=C-1

590 OTO 230

700 GOSUB 746

710 R=R+1

720 BOTO 230 |
730 REN REPLACES PREVIDUS LOCATION WITH BLANK SPACE
740 CALL HCHAR(R,C,133)

750 CALL HCHARIR#1,C-1,133)

750 CALL HCHAR(R¢1,L,133)

770 CALL HCHARIR+1,C+1,133)

780 CALL HCHAR(R+2,C,133

730 RETURM

ASSUMES COMFLETE RESPONSIBRIL -




HEX-CoDE DEFINITION

X

* XX

M X X X X

X X XX X X X
XX XX X A X
XX X x X

X x X

X

YK ‘K“&‘KFF
KA AR W X 1€
X R [N e - E

* x]x ® 3¢
A S & 3
N A I3
KM |
00
CHARNCTER, NEX-C o0E
' 33 . 00ISI93CICIEIERF
34 GIOCTIFIFIFLIFOT D
3 - trErrrFFFEFFEFEF
34 FOLOFIFEFEFR ECRC
37 Fr7TETE3C3C IR 100

NOTE: REFER. To U<SER. REFERENCE MANVAL=PAGE T-T7.




SAMFLE FPROGRAM FOR COINCIDENCE

EXTENDED BASIC RERQUIRED

100 CALL CLEAR

110 CALL SCREEN(5)
120 CALL CHAR(9&, "0001031F3E
77FFAFOF SFFF 1F Q0000000808080
SOCIE3F&FCFEFBFICOY)

130 CALL CHAR(100, "000000008
4CESD7E7CCFB46000000000000000
000000000000G00™ )

140 CALL MAGNIFY (4)

150 CALL SPRITE (#1,96,9, 100,
254)

160 CALL SPRITE(#2,100,12,10
0, 1)

170 RANDOMIZE
180 Y=INT (RNDX9) +1

190 Z=INT (RNDX9) +1

200 CALL MOTION(#1,Y,-20)
210 CALL MGTIUN(#E,-Z,QES
220 CALL COINC(#1,#2,7,A)
230 IF NOT A THEN 220
240 CALL DELSPRITE(#2)
250 FOR I=46 TO 14

260 CALL COLOR(#1,1)

270 CALL SOUND(10,100%I,1)
280 NEXT I

290 ‘CALL COLOR(#1,9)
300 GOTO 1460

310 END

 CLEAR SCREEN.

CHANGE SCREEN COLOR TO DARK BLUE.
DEF INE CHARACTER FOR DOUBLE SIZE AND
MAGNIFIED SPRITE. THIS IS FOR SPRITE
#i.

DEFINE CHARACTER FOR MAGNIFIED

SPRITE. THE ZEROS LINE UP SPRITE #2
WITH THE MOUTH OF SPRITE #1.

MAKE SPRITES DOUELE SIZE AND MAGNIFIED.

GPRITE #1 15 MEDIUM RED AND STARTS AT
THE RIGHT SIDE OF THE SCREEN.

SFRITE #2 IS8 LIGHT YELLOW AND STARTS
AT THE LEFT SIDE OF THE SCREEN.

RESET RANDOM NUMBER GENERATOR.
RANDOM VERTICAL SFEED FOR SFRITE #1.
RANDOM VERTICAL SPEED FOR SPRITE #2.

FLACE SPRITE #1 INTO MOTION. '

PLACE SPRITE #2 INTO MOTION.

CHECK FOR COINCIDENCE BETWEEN #1 AND #2.
IF NO COINCIDENCE, CHECK AGAIN (LINE‘ézé}.
MAKE SRRITE #2 DISAPPEAR.

SET UP LOOP FOR COLOR AND SOUND.

CHANGE COLOR OF #1 TO COLOR CODE OF I.
CREATE SOUND THAT GOES UP IN PITCH.
INCREMENT I UNTIL IT IS GREATER THEN 16.
RESET THE COLOR OF SPRITE #1 TO MEDIUM RED.
GOTO 1460 AND PUT SPRITE #2 BACK ON SCREEN.

END OF PROGRAM.

TO 8STOFP FPROGRAM PRESS FCTN 4 (CLEAR).

| TI DOES NOT WARRENT THAT THIS PROGRAM WILL BE FREE FROM ERROR OR WILL MEET
THE SPECIFIC REQUIREMENTS OF THE USER. THE USER ASSUMES COMPLETE RESFONSIBILITY
FOR AND DECISIONS MADE DR ACTIONS TAKEN BASED ON INFORMATION OBTAINED USING THIS

- PROGRAM.




DERIVED FUNCTIONS

The following functions, which are not implemented in TI-BASIC,
can be utilized with the formulae below:

COT(X)= 1/TAN(X)

CSC(X)= 1/SIN(X)

SEC(X)= 1/C0S(X)

SINH(X)=(EXP(X). - EXP(-X))/2

cosH}X)=ExP(xa + EXP(-X))/2

TANH(X )=SINH(X)/COSH(X)

CSCH(X)= 1/SINH(X)

SECH(X)= 1/COSH(X)

COTH(X) = 1/TANH(X)

SIN™Y(X)= ATN(X/SQR(1-X*X))

cos™l(xX)= PI/2 - ATN (X/SOR(1-X*X))

coT” 1 (X)=P1/2 - ATN(X)

csc™1(1/SQR (X*X-1)) + (SGN(X) - 1) * PI

1

SEC "=ATN(SQR (X*X-1)) - (SGN(X) = 1) * PI

SINH 1 (X)=LOG (X + SQR (X*X+1))
COSH 1 (X)=LOG (X+SOR(XX-1)), for X 2 1 only

TANH-l(X)=LOG ((1+X)/(1-X) )/2, for delanly

laroc ((1 + SQR (1-X*X)/X), for 0<X £ 1 only

l.10G ((X+1)/(X-1))/2, for X*> 1 only

SECH
_COTH™
1

csCH™1=LOG ((SGN(X) + SOR (X*X+1)+1)/X)

PI=3.14159265359




ADISFLAY~-AT/ACCERPT-ATX
¥FROGRAM IN TI BASICX

THE FOLLOWING PROGRAM IS WRITTEN TO DEMONSTRATE THE CAFARILITY IN
T BASIC TO DISFLLAY INFORMATION AT A& GIVEN SCREEN LOCATIUN AND
ACCEFT KEYROARD INFUT AT ANY LOCATION ON THE SCREEN.

100
110
120
130
140
150
1480
170
180
190
200
210
220
230
240
25()
260
270
280
290
SO
310
el e
S0
=40
230
KY-18
270
SB0
=90
400
410
420
450
- 440
434
4450
470
480

490
- o)

CALL CLEAK
GUESTIONS="WHAT
B=LEN{(QUESTIONS)
C=INT (14~ (R/2)) |
REM ROUTINE TOQ DISPLAY

REM QUESTION ON SCREEN

FOrR COUNT=1 TO B

MSGE=5EGS (QUESTION®, COUNT, 1)
CALL HCHAR{(&6,LC,ASC (MSG%))
C=C+1

NEXT COUNT

REM ROUTINE T SCAN

REM KEYROARD FOR

REM  RESFONSE

COLUMN=11

FOR COUNT=1 TO 10

CaLl KEY (3, KEY,STATUS)

IF STATUS< 1 THEN 3200

CALL HCHAR (8, COLUMN, KEY)

IF KEY=13 THEN 420
NAME$=NAME$LZCHR% (KEY)
COLUMN=COLUMN+1

NEXT COUNT

REM ROUTINE TO COMFILE ., .
REM EEYROARD RESFONSE

REM INTO A STRING
OREETING®="HELLDO "2NAMES
B=LEN(GREETINGS)
C=INT(16~(B/2))

FOR CODUNT=1 TO E

MSE$=SEGS (BREETINGS , COUNT, 1)
CALL HCHAR(10,C.ASC (MSG$))
C=C+1

NEXT COUNT

END

15 YOUKR NaAMES"

THIS MATERIAL IS GIVEN TO YOU BY TEXAS INSTRUMENTS INCORFORATED
WITHOUT REFRESENTATION OR WARRANTY 0OF ANY KIMD. THEREFORE, WE
ASSUME NO RESFONSIEILITY AND SHALL HAVE NO LIABRILITY, CONSERUEN-
TIAL OR OTHERWISE, 0OF ANY KIND ARISING FROM ITS USE. THIS
MATERIAL WAS DEVELOPED BY AND IS CONSIDERED TO BE THE FROPERTY
OF TEXAS INSTRUMENTS. WE THEREFORE RESERVE THE RIGHT TO USE,
FUBRLISH, REFPRODUCE, OR SELL THIS MATERIAL IN ANY MANNER DESIRED
WITHOUT COMPENSATION OF ANY KIND.




