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PREFACE

The Texas Instruments Home Computer is one of the fastest selling personal
computers on the market today, and for good reason. It is a remarkable device.
Though it costs less than most color television sets and is relatively compact and
lightweight, it works magic that was not possible a little over 11 years ago when
Texas Instruments introduced the first microprocessor to the world. Colorful
graphics, human-like speech, and music are just the icing on a very useful cake.
Hundreds of thousands of people are using the T1 99/4 and 99/4A computers at
home, at school or at work. Yet, despite the popularity of the unit, and despite the
recent proliferation of books on computers, there has not been a book of BASIC
programs published especially for users of the TI Home Computer. Until now, that
is.

This book is exactly what the title implies: a collection of programs written in Tl
BASIC and Tl Extended BASIC. It is not a book about Tl BASIC but rather a book
of TI BASIC. However, it has been said by others (and bears repeating) that one of
the best ways to learn a computer language is to use it. After all, that is how we
learn our native language when we are young; we observe how the language is
used by others until we become comfortable enough with it to use it ourselves,
sometimes adding to it our own individual styles of expression. Thus, the beginner
can learn a lot about programming by typing in programs written by others and
observing what BASIC statements make the program work.

Further, by entering the program yourself, you are free to modify it in any way that
suits your needs. A majority of the listings in this book were written to run in Tl
BASIC with only the 16K console and a cassette recorder so as to accommodate
beginning users. However, most of the programs can be enhanced to fit your par-
ticular system configuration. Some programs operate much more efficiently in
Extended BASIC, so they are listed in that way. The version of each program, and
in most cases, the peripheral equipment required, if any, is printed in the listings.

| have tried to include programs that use the TI computer to its best advantage by
utilizing color, graphics, music, sound or speech in many of the programs.
Because of the differences in the BASIC language from one brand of computer to
another, most books of programs are sadly lacking in these little embellishments
that make a program more fun to use.

A few acknowledgements are in order. | would like to thank Don Cook, Mike
Wilcox, David Migicovsky, Brian Madigan and John Clulow for their program con-
tributions, Nick Georgopoulos for the typesetting, and David Parnell for having
answers to my questions about the mysteries inside the 99/4A.

Now, just two closing REMarks. First, this book is not intended to be the last word
in TI BASIC programs. On the contrary. It is my hope that the publication of this
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humble effort will start a trend towards filling the gap of printed information
needed by users of the TI Home Computer. Finally, these programs are not
perfect! Perhaps, while typing in a listing, you will come across a statement or a
routine that makes you say to yourself, “| would have done this another way." If so,
you should share your ideas with other users, for they in turn may have ideas to
give you. The constant exchange of ideas and information between computer
users is, to me, one of the most stimulating aspects of owning a home computer.
But perhaps, you may find something in this book that will turn on a little light
bulb somewhere in your mind (your personal RAM), and you may say to yourself,
“Oh, | seel” And, perhaps it will stimulate you to write your own program, perhaps
a new application for your computer or a new way to do something more effective-
ly. If there is but one line in one program in this volume that inspires you to create
your own ideas or to appreciate ycur computer more, then this book will have ful-
filled its purpose.

Happy Computing,

Steve Davis
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INTRODUCTION

Before typing in any T| BASIC program, you should read through the Users
Reference Guide (and any Addenda) that accompanies yaur T| Home Computer.
Those with Tl Extended BASIC should also become familiar with the special
statements used in that language by reading the T| Extended BASIC manual (and
Addenda). Key in the examples used in those manuals so you will understand how
each statement works. Practice using the special function keys and edit functions.

Those with the T1 99/4 Computer may only use upper-case letters. In the very few
places where lower-case is used in programs contained in this book, upper-case
may be substituted in most instances. However, if lower-case characters are being
used to display redefined graphics characters, you may use the CHR$ function.
For example, PRINT CHR$(97) is the same as PRINT"a”. If using the 99/4A,
remember to keep the alpha-lock key depressed when entering statements unless
the program specifically calls for lower-case.

If you have the older version of Extended BASIC, you will not be able to use lower
case unless you define those characters. There is a program in this book which

" defines the lower case characters for any T1 BASIC or Extended BASIC program.

Enter program lines exactly as they are listed. Notice that the number zero (“0”) is
printed with a slash through it in the listings to differentiate it from the letter “O".
Include the proper number of spaces between words. Some print statements and
Datastatements have been especially formatted for printing on the 28-column text
screen. There may be a few unusually long program lines that will require use of
the Edit and Insert functions. Normally Tl BASIC allows a program line to be up to
4 screen lines long, and Tl Extended BASIC allows 5-line statements. However, if
you edit the line (by typing the line number & pressing function up or down arrow
on the 99/4A), you may sometimes insert characters to increase the length of the
statement.

Special attention should be paid to accuracy when entering Data statements. The
comma is used to separate pieces of data, so if you put in an extra one or leave
one out, the correct data will not be read. When putting your own data statements
into programs, such as some of the record-keeping programs in this book, be sure
to list all data in the sequence specified, including any special symbols that serve
to mark the beginning or end of Data statements.

When keying in a program in Extended BASIC, notice that a single colon repre-
sents a print separator (carriage return), while a double-colon (*::"”) indicates a
statement separator in multiple-statement lines. Place a space between colons if
they are to be used as print separators. Check your typing for accuracy as you
enter each line. It is easier to catch errors that would cause your program to
“crash” at that point than later. After entering several lines, SAVE the program on

/
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tape or disk in case a mistake or malfunction erases the program in memory. All
program listings in this book are printed directly from tested versions. If a
program does not run properly, you will need to check your typing very carefully.
If you receive an error message specifying a line number, list that line and any
lines that may be executed before it to check for mistakes. Check line number
references in GOTO, GOSUB and IF-THEN statements. You may use the TRACE
function to be sure lines are being executed in the proper order. When a program
is running, you may préss CLEAR to BREAK the program to see the current values
of variables to determine if the program is assigning values properly. Example,
you might type “PRINT A,B(1)" to see the values of those variables after breaking.
Usually, you may type “CON" to continue the program, though graphic and color
definitions may be lost. Be sure you have entered the correct characters. For
example, notice the difference between the parenthesis and the greater-than and
less-than symbols, or the difference between the number one, lower-case “L” and
upper-case “I". To the computer, every character is significant, including the
“space” character. If spaces are included in a string expression, type in all the
necessary spaces. For example, consider the following program lines, which draw
the title screen for TI-KENO:

1328 T#="TI KEND"

1332 FOR R=19® T0 14

13490 CALL HCHAR(R, 1@, 32, 12)

135@ NEXT R

136@ FOR C=1 TO 8

1370 CALL HCHAR(12,C+11,ASC(SEG$(T$,C,1)))
1380 NEXT C :

Line 1370 prints the string expression T$ at the center of the screen one character
at a time. Notice that, in order for the title to be centered, the words “TI” and
“KENO" have TWO spaces between them, so the length of T$ is eight characters.
If you were to leave out a space, you would get a “BAD VALUE AT LINE 1370"
error message because the statement at 1370 is looking for eight characters when
there are only seven.

These programs may seem rather “un-REMarked” in the sense that the number of
REMark statements has been kept to a minimum to make typing easier and to save
memory. It is a good idea to key in all the REMarks that appear because they are
important in documenting the program. The “lead” REMarks are especially impor-
tant because they identify the program and its source, in case you ever need to
refer back to the listing or documentation. If a program is very long, those using
disk may have to execute a CALL FILES(1) statement before loading it. Any pro-
gram can be altered to suit your taste, but this should only be done after you have
typed in the program as written and have checked to be sure you have made

no errors. :




Programs for The TI Home Computer 7

ALLIGATOR ALLEY

Can you find your way out of the murky swamp without getting eaten by an alliga-
tor? This game is so simple that it can even be played by small children. Every
time you make a move you have a 1 in 20 chance of being eaten. Try to move your
marker to any edge (rows 1 or 24 or columns 1 or 32 on your monitor) without
stepping on any alligators. Remember that alligators are camouflaged in the
swamp, so with every step, you risk your life!

To move your marker, just press E, X, D, or S, for North, South, East, or West
respectively. (These are the arrow keys on the TI1-99/4A, but you do not need to
press the Function key).

The 24 by 32 array, A(R,C), keeps track of the 768 character positions on the
screen. If A(R,C)=X, there is an alligator waiting there. If you wish to alter your
odds for survival, simply change the number being multiplied by RND in lines 190
and 370. (The number must be the same in both lines). For example, making X and
A(R,C) equal to INT(RND+30)+1 would improve your chances of survival by 50%,
while INT(RND+10)+1 would double your risk.

Though the program is short, the array uses more memory than the program list-
ing itself. This is due to the fact that the computer uses up to 9 bytes to keep track
of the integer values of each location, unlike strings, which consume only one
byte each plus a byte for each character. If you wish to play another round, the
random number X is changed to relocate the hungry amphibians. Thus, once the
array has been loaded at the start of the game, you do not need to wait for it to be
initialized again, and each game will be different.

Here's to your survival!

10@ REM *ALLIGATOR ALLEY* TI BASIC

11@ REM FROM PROGRAMS FOR THE TI HOME COMPUTER

128 REM COPYRIGHT (C) 1983 BY STEVE DAVIS

13@ DIM A(24, 32)

14@ RANDOMIZE

15@ CALL CLEAR

16@ PRINT "I'M HIDING THE ALLIGATORS":"STAND BY"

17@ FOR R=1 TO 24

18@ FOR C=1 TO 32

19@ A(R,C)=INT{(RND*202) +1

20@ NEXT C

21@ NEXT R

220 A(12, 16)=0

232 CALL CHAR(96, "FFFFFFFFFFFFFFFF")

24@ CALL COLOR(3,16,1)

25@ PRINT :"YOU ARE IN THE MIDDLE OF A SWAMP. YOU MUST REACH THE EDGE WITHOUT
BETTING EATEN BY AN ALLIGATOR."

26@ PRINT :"MOVE YOUR MARKER TO ONE SIDEBY PRESSING THE ARROW KEYS: S=WEST, D=EA

ST, X=S0UTH, E=NORTH"

27@ PRINT :"ALLIGATORS ARE GREEN SO THEYARE CAMOUFLAGED IN THE SWAMP": :"HOPE YO
U DON'T GET EATEN!" :




Alligator Alley

zB8a
29a
20Q
31@
320
330
342
350
SE@
37
380
330

S1@
Sz
530
S54@
95@
S6a
57@
San
59@
=1l
i@
2@
B30
64@
65@
BEd
67@
68@
630
702
7i@
72@
73@
74@
75@

77@
782
73@
8@
81@
gza
83a
B4@
. 85@
gea
a7@
Ba@
=k=l7
S0

320

PRINT :™PRESS ANY KEY TO START"
CALL KEY (@, KEY,STATUS)

IF STATUS=@ THEN 2%@

CALL CLERR

CALL SCREEN(3)

CALL HCHAR(12, 16, 96)

R=lg

C=16

M=

X=INT (RND*2@) +1

CALL KEY (@, KEY, STATUS)

IF STATUS=@ THEN 38@

IF (KEY(}B3)*(KEY () 101) THEN 44Q
IF R=1 THEN 61@

R=R-~1

GOTO SS@

IF (KEY ()>88)*(KEY () 120) THEN 48@
IF R=24 THEN 61@

R=R+1

GOTO SS@

IF (KEY(}B3)*(KEY ()115)THEN S2@
IF C=1 THEN 61@

C=C-1

GOTO S5

IF (KEY{)68)*(KEY () 10@) THEN Z8@
IF C=32 THEN 612

C=C+1

CALL HCHAR(R,C,396)

M=M+1

IF A(R,C)=X THEN &6Q

FOR D=1 TO z@

NEXT D

GOTO 38

CALL SOUNDt(i@e@, 262, 2, 33@, 2, 352, @)

PRINT "WHEW! YOU MADE IT IN":M+1;"MOVES!":"WANT TO TRY AGAIN? (Y/N)"

INPUT Y4

IF (Y$="Y")+(Y$="y") THEN 31@
STOR

ROW=R

COL=C

IF ROW(24 THEN 70@

ROW=23

IF COL)2 THEN 72@

COoL=3 :

IF C(29 THEN 74

coL=e8

CALL CLEAR

CALL SOUND(90@, 11@,2,-7,6)

CALL SCREEN(16)

CALL COLOR(1@,13,1)

CALL CHAR(104, "QQ@Q20Q0@20@7@3F")
CALL CHAR(1@S, "@F@3@71F38")

CALL CHAR (106, "0000000020222RE3")
CALL CHAR(1@7, "7FFFFFFFAF@7@3a7")
CALL CHAR(1@8, "QQ@Q7C3FA70100E")
CALL CHAR(1@3, "FCFFFFFFFFFFB@81")
CALL CHAR(11Q, "@02020COFOFC7EIE")
CALL CHAR(111, "3FFFFEFEFCFBEQE")
CALL HCHAR (ROW, COL, 1@4)

CALL HCHAR (ROW+1, COL, 1@5)

CALL HCHAR (ROW, COL+1, 126)

CALL HCHAR (ROW+1,COL+1,107)

CALL HCHAR (ROW, COL+2, 108)

CALL HCHAR (ROW+1,COL+2, 103)

CALL HCHAR (ROW, COL+3, 11@)
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93@ CALL HCHAR (ROW+1, COL+3,111)

94@ FOR I=1 TO S

95@ CALL CHAR(124, "Q02000Q0000200@1")
9@ CALL CHAR(1@S5, "3F@33F7F")

979 FOR D=1 TO 1@

g8@ NEXT D

933 CALL CHAR(1Q@4, "00Q22Q20Q2007@3F")
1a@@ CALL CHAR(1@S, "@F@3@71F38")

i@1@ FOR D=1 TO 1@

1@z2@ NEXT D

1@32 NEXT I

i124@ CALL CLEAR

{@5@ PRINT "OH ND! YOU WERE EATEN!": :"WANT TO TRY AGAIN? (Y/N)"
ig6@ GOTO 63@

CHAOS

For fans of jumbled word puzzles, this Tl BASIC game has fifty words which are
chosen and scrambled randomly. Of course, you can substitute your own word list
by changing the Data statements. To use as an educational game, for example,
you could use a list of words pertaining to a particular subject. You might want to
ask a friend to type in the data so you won’t know which words are being
scrambled. :

1@@ REM *CHAOS#* T1 BASIC

11@ REM FROM PROGRAMS FOR THE TI HOME COMPUTER

{2@ REM COPYRIGHT (C) 1983 BY STEVE DAVIS

130 DIM A%(S2)

142 CALL CLEAR

152 RANDOMIZE

162 PRINT TAB(B)j"LET'S PLAY": : :TAB() ;"H O S A C"z =z
170 FOR X=1 TO 2@

180 CALL SOUND (5@, RND#*1652+11@, 3)

132 NEXT X

ema pHINT TRB(B) ;IIA -~ -~ N -~ J\":TQB(S) ;IIA A A e ~~ N~ A AII:TnB(q)‘nA -~ -~ -~ ~ ~ -~ ~
21@ PRINT :TAB(B);™ C HA DS ! ("1 sTABIBI" _ _ - - - - - wios o o3

££@ GOSUE 71@ :

230 PRINT “THE COMPUTER WILL GIVE YOU A MIXED-UP WORD. " : "SEE HOW MANY WORDS YOU
CAN UNSCRAMELE. "

24@ PRINT :"INITIALIZING--STAND BY"

25@ FOR I=1 TO 5@

260 READ A$(I)

272 NEXT I

280 FOR I=1 TO 5@

£33 R=INT (RND*5Q) +1

300 X$=A%$ (1)

312 A% (1) =A% (R)

320 A$(R)=X$

330 NEXT I

342 CALL CLEAR

35¢ IF Q)=S0 THEN 620 4

360 O=0+1

37@ PRINT "SCRAMBLING WORD #";Q ::

380 CE="" '

35@ FOR I=1 TO LEN(A$(Q))

420 E$(1)=SEG$(R$(R), I, 1)

410 NEXT I
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Chaos

420
430
44@
450
460
470
480
430
500
510
520
530
540
55
560
570
580
55
6@
610
62@
630
£4@
g5@
66D
670
6@
630
700
710
720
730
74Q
750
760

DEO,

FOR I=1 TO LEN(A®(Q))

R=INT (RND*5) +1

X$=E$(I)

B$(I1)=B%(R)

B$(R)=X%$

NEXT I

FOR I=1 TO LEN{(A&(Q))

C$=CH&4B%(1)

NEXT I

PRINT "UNSCRAMBLE THIS WORD:": 1 3
PRINT Cs

INPUT G¢%

IF G$=A%$(Q) THEN 57@

PRINT "SORRY, THE WORD IS":A%(Q): :
GOTO e@q

PRINT : :"CONGRATULATIONSy YOU WIN!": : :
V=V+1

GOSUR 65@

INPUT "ANOTHER WORD? (Y/N)":Y$

IF Y$="¥Y" THEN 34Q

PRINT :"0UT OF ";Q3" WORDS":"YOU GOT "3;Vs" CORRECT."
PRINT "THAT'S A SCORE DOF "jINT(V/Q*10Q+.5) ;"%"
STOP

CALL SOUND(10Q@, 44@,2)

CALL SOUND(1@@, 55@,2)

CALL SOUND(10@, 44@, 2)

CALL SOUND(1oa, 660, 2)

CALL SOUND(1@@,88a,2)

RETURN

PRINT failetaligh PRESS ANY KEY"
CALL KEY (@,KEY,STATUS)

IF STATUS=@ THEN 720

CALL CLEAR

RETURN

DATA PREVAIL,ACADEMIC, COMPANY,DIAPER, PROXIMITY, SRUEEZE, BAFFLE, OCCUPANT, LEVIT
;;ENE:#;NEQRHSITE,MEMDRY,LDCQTIDN,LIQUIDS.REEISTEH,QNIMQL,FLEXIBLE,NQTIUNHL,MGRB
ggéNghgngé?:ITUQL,RIDDLE,UNQHRRE,DUICHLY,NICKED,PRDGRRMMER,REEDRDED,PEHCHES,BEL
%gapggﬁgsEHDTDERHPH,NEPHEN.DINDSHUR,ESHIMD,DIPLBMR,SERIDUS,SIENHLS.BILHDUETTE.RD

ROUTINE

B@@ DATA PROMINENT,NEGLECT,SKILLFUL, HIGHWAY, FABRICATE, ARRANGE, UNSCRAMBLE, CRITICA
L, SAFETY, NOBODY
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CHARADES

Remember the “good old days” when you had friends over for a party and you all
ended up playing games? These days, you probably have your guests lined up at
your computer to take turns at Invaders or some other such one-man game. At
last, here is a chance to use your computer to help you entertain the whole group
with the old parlor game Charades. Charades has always been popular as a party
game because it allows many players to participate, it is lively and fast-moving,
and it generally lends itself to a good time. It even allows your slightly tipsy guests
to make absolute fools of themselves in a perfectly constructive context.

As well as being a wild and crazy adult game, Charades can be great entertain-
ment for the youngsters as well. By altering the Data statements in the program, a
custom list of words or phrases on any number of subjects can be substituted,
making the program quite versatile as an educational tool.

In the original game, you needed someone to keep time and score and you had to
take time to think of phrases, write them on slips of paper, and draw them out of a
hat. Now, the computer can take care of all those chores for you. For those who
have never played, and for those who are just a little rusty, here is a brief rundown
of the rules:

Although as few as 2 can play, it is suggested that an even number of players of 6
or more participate because the group will be divided into 2 teams. Players from
each team take turns pantomiming phrases to be guessed by the other members
of their team. Phrases may be broken into words or syllables, but the player may
not talk, write or form words with his lips while he is pantomiming. He has 2
minutes to convey the phrase to his teammates, and the time he uses determines
his score.

A player should begin by pantomiming the category of the phrase. Categories
used in this program include Movies, Books, People, Songs, Quotes and Cliches.
Some of the traditional signals for these categories in Charades are:

Movie — Hold one hand in front of your face and turn the other one in a circle, as
if cranking an old-time movie camera.

Book — Put hands together, as if praying, then open thiem like a book.

Song — Hold arms out and open mouth, as if singing.

Person — Pat yourself on the head.

Quote — Hold arms out with 2 fingers out on each, as if putting quotes around
something.

Holding up a certain number of fingers indicates the number of words in the
phrase, which word you are acting, or the number of syllables in a word. Pinching
your ear means that the word you are acting “sounds like” the one in your phrase.
If you are creative, you will be good at this game.
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This program displays the phrase for each player to study before he pantomimes
it, so situate your TV screen so that your teammates cannot see it. However, turn
up the volume because the program provides an audible “times up” tone (just like
the one in those TV game shows that so rudely informs the contestant that, in-
deed, she did not win the washer and dryer).

The program listed here is written in TI BASIC. It takes advantage of several spe-
cial routines that the Tl offers, including sound capabilities that not only provide
audible prompts but also make timing loops as accurate as possible.

If you get hooked on this game, you may want to substitute your own phrases for
variety. Adding words that are of interest to your group (i.e. computers), foreign
words, or even X-rated terms, presents all kinds of possibilities. So, why not let
your micro liven up your next party with this new slant on an old game?

Line 120 sets up arrays for 125 phrases (M$) and a counter to check for duplica-
tions (2). Line 120 assures a different set of random numbers for each game, and
the counter “Q” keeps track of how many phrases have been played. The sub-
routine at 1460 (referred to in line 160) plays the song “Charade.” At 280, the
GOSUB 1190 waits for the player to press a key before clearing the screen and
moving on to the next routine. The loop at 530 reads the 125 phrases into the array
(M$), and the loops at 320 and 340 assure that each team has alternating turns
and that 5 rounds make a game. To shorten or lengthen the game, change the
number of rounds (5) in 320.

The routine beginning at 950 first indicates whose turn it is, then it generates a
random number (X) which, when used as a subscript to M$, will select which
phrases will be played next. GOSUB 1380 checks to see if the phrase selected has
been used so as to avoid duplication of phrases during the game. In other words,
once it is “drawn out of the hat” it is discarded and can't be used again. (It is un-
likely that you will play long enough to use all the phrases, but after about 100
have been used, you will naturally notice that it takes a bit longer for the computer
to select an unused phrase). At 1010 the program determines and prints the cate-
gory of the phrase (there are 5 groups of 25 phrases); the phrase itself is printed at
1140. Again, the routine at 1190 is used to wait for a signal from the player to clear
the screen and start the clock.

The routine at 1280 is the clock, which counts down the time (T) and thus the
score. The first CALL SOUND statement in the loop (line 1300) plays an inaudible
tone (40,000 hz) at -30 db for 750 milliseconds (% of a second), then line 1310
gives the clock a “tick” by sounding a short (20 millisecond) 220 hz tone at -10 db.
CALL SOUND was used as a timing device because it can be more accurately ad-
justed than delay loops; however, a FOR-NEXT loop of, say, 1 to 250 might be used
instead at line 1300. If you hold down a key when your phrase has been guessed,
the clock will stop, thanks to lines 1320 and 1330, and the last number displayed
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(T) becomes your score for that round. Each loop takes a total of 1 second. To
give players more or less than the 2 minutes allowed here, change the number
(120) in line 1280. Lines 1350 and 1360 provide a loud “times up” tone and reprint.
the phrase.

After 5 rounds, a C-major 3-note fanfare (at lines 1240-1260) announces the end
of that game. The score of the winning team is displayed. If you have played 12
games (and by that time it should be well past your bedtime), lines 490 and 510
end the game before you run out of data.

The whole idea of Charades, of course, is to convey an idea without speaking. But
if you have the Texas Instruments Speech Synthesizer unit and either the Speech
Editor module or the TI Extended BASIC module, then it is okay to let your com-
puter do the talking. If you wish, try adding these lines to the program:

185 CALL SAY(“DO YOU WANT INSTRUCTIONS”)
275 CALL SAY(P$)

335 CALL SAY(“THIS IS ROUND NUMBER")

336 CALL SAY(STR$(ROUND))

425 CALL SAY(“NUMBER 2 #YOU WIN#")

465 CALL SAY(“NUMBER 1 #YOU WIN#")

475 CALL SAY(“DO YOU WANT TO PLAY AGAIN")
515 CALL SAY(“"GAMES OVER. GOODBYE”)

965 CALL SAY(“NUMBER”)

966 CALL SAY(STR$(TEAM))

967 CALL SAY(“IT IS YOUR TURN")

968 CALL SAY(P$) =
969 CALL SAY(“TO SEE YOUR WORDS")

1145 CALL SAY(P$)

1146 CALL SAY(“TO START”)

1165 CALL SAY(P$)

1166 CALL SAY(“TO STOP. GO NOW")

1355 CALL SAY(“STOP YOUR TIME IS UP")

(This program originally appeared in COMPUTE magazine.)

102 REM *CHARADES* T1 BASIC, FROM PROGRAMS FOR THE T1 HOME COMPUTER
11@ REM CORYRIGHT (C) 1383 BY STEVE DAVIS

120 DIM M$(125),Z(125)

132 RANDOMIZE

14@ CALL CLEAR

15@ PRINT TAB(B) ;"% CHARADES #*": : : 3 t & : ? % ! t @

16@ GOSUEB 1460

17@ pPs=" PRESS ANY KEY"

182 Q=1 :

19@ INPUT "WANT INSTRUCTIDNS? (Y/N)":Y$

202 IF Y$<{)"Y" THEN 290

21@ PRINT :"DIVIDE GRODUP INTO 2 TEAMS.":"YOU WILL PLAY S ROUNDS EACH.":"WHEN INS
TRUCTED, 1 PLAYER"
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220 PRINT "FROM TEAM# DISPLAYED SHALL":"PRESS A KEY TO REVEAL HIS":"PHRASE. HE S

HOULD STUDY IT"

232 PRINT "BEFORE PRESSING A KEY TO":"START CLOCK. HE HAS 120 SEC.":"TO PANTOMIM

E THE CATEBORY"

240 PRINT "& PHRASE TO HIS TEAM.":"HE MAY NOT TALK OR WRITE. ":"WHEN THE PHRASE I

5 BUESSED, "

25@ PRINT “HOLD DOWN A KEY UNTIL CLOCK":"STORS. A TONE WILL SOUND":"WHEN TIME IS
up. ®

260 PRINT "THE LESS TIME YOU USE,":"THE HIGHER YOUR SCORE."

270 PRINT "CATEGORIES INCLUDE MOVIES, " : "SONGS, EOOKS, PEOPLE, AND": "QUOTES & CLICHE

S. "

280 GOSUB 1192

250 BOSUB 530

320 SCOR(1)=@

31 SCOR(2)=0

320 FOR ROUND=! TO S

33@ PRINT "ROUND #"j3;ROUND: : :

34@ FOR TEAM=1 TO &

35@ GOSUR 95@

36@ SCOR(TEAM)=SCOR(TEAM)+T

37@ NEXT TEAM

382 NEXT ROUND

392 GDSUE 1240

42@ 1F SCOR(1))SCOR(2) THEN 46@

41@ IF SCOR(1)=SCOR(2) THEN 44@

423 PRINT : :"CONGRATULATIONS ,TEAM #2!'": :"YOU WIN WITH A SCORE DF":SCOR(2)

432 GOTO 47@

44@ PRINT : :"IT'S A TIE! THAT DOESN'T HAPPEN OFTEN!'"

45@ GOTO 47@

4E@ PRINT : :"CONGRATULATIONS, TEAM #1!": :"YOU WIN WITH A SCORE OF":SCOR(1)

47@ PRINT : :"WANT TO PLAY AGRIN? (Y/N)"

48@ INPUT Y$

43@ IF Q)y=120 THEN 512

5@ IF Y$="Y" THEN Z0@

S1@ PRINT "GAME OVER. OUT OF DATA":"TYPE RUN TO START ABAIN"

520 END

S3@ PRINT "INITIALIZING DATA, STAND EY"

S4@ FOR I=1 TO 125

5@ READ M (I)

560 NEXT I

7@ CALL CLEAR

58@ RETURN

530 REM *MOVIES*

602 DATA A MAN AND A WOMAN,MAN WITH THE GOLDEN ARM, SOME LIKE IT HOT,MARY POPPINS

€12 DATA WHITE CHRISTMAS, MUTINY ON THE BOUNTY,ON THE WATERFRONT, YOUNG FRANKENSTE
IN

62@ DATA AGONY AND THE ECSTASY, THE WIZARD OF 0Z,YOU ONLY LIVE TWICE, THE LITTLE F
DXES

632 DATA DIAL M FOR MURDER,NORTH BY NORTHWEST,PSYCHO,LADY SINGS THE BLUES

40 DATA MEET ME IN ST.LOUIS, THE GREAT ZIEGFELD,LAURA, THE EMPIRE STRIKES EACK
50 DATA WHERE THE EOYS ARE,DOCTOR ZHIVAGD, DOCTOR STRANGELOVE,Z02! A SPACE 0ODYSS
EY, THE TURNING PDINT

E6@ REM *BOOKS*

£7@ DATA VALLEY OF THE DOLLS, THE CARPETBAGGERS,GONE WITH THE WIND, EVERYTHING You
WANTED TO KNOW ABDUT SEX

680 DATA CATCHER IN THE RYE, THE BIELE,MAGNIFICENT OBSESSION, DLIVER TWIST

£30 DATA WOMEN IN LOVE,JANE EYRE,REBECCA,ALICE IN WONDERLAND

202 DATA THE HOEBIT,FUTURE SHOCK,GOODBYE MR.CHIPS,MOEY DICK

71@ DATA HUCKLEBERRY FINN,WAR AND PEACE,LITTLE WOMEN, BULIVERS TRAVELS

222 DATA ERAVE NEW WORLD, THE SCARLET LETTER,TALE OF TWO CITIES, BIANT,LOLITA

730 REM #*PEDPLE*

250 DATA MARILYN MONROE, MARIE ANTOINETTE, BROUCHO MARX, JOHN KENNEDY

7=2a DATA MARTIN LUTHER KING,SOPHIA LOREN,WALTER CRONKITE,SEAN CONNERY

762 DATA ELEANOR ROOSEVELT, JUDY GARLAND, EDGAR HOOVER, COLUMBUS

27@ DATA GREER GARSON, RONALD REAGAN,LADY BIRD JOHNSON, NELSON EDDY

—




Programs for The TI Home Computer 15

782 DATA JOHNNY CARSON, GEDRGE WALLACE,CYD CHARISSE, GRETA GAREOD

732 DATA DOLLY PARTON, JOAN CRAWFORD, BETTE DAVIS, PAT NIXON, GEORGE GERSHWIN

82@ REM *QUOTES&CLICHES#*

812 DATA A STITCH IN TIME SAVES NINE,DONT LOOK A GIFT HORSE IN THE MOUTH, CLEAN
RS A WHISTLE,NEVER SAY DIE

82@ DATA REMEMBER THE ALAMO, IGNDRANCE IS HLISS,HASTE MAKES WASTE,CONTENTED AS A

COow

B3@ DATA ALL THAT GLITTERS 1S5 NOT GOLD, PURR LIKE A KITTEN, I SHALL RETURN, SHAR
P AE A TACK

B84@ DATA TO BE OR NOT TO BE, I'LL THINK ABDOUT THAT TOMORROW, I WANT TO BE AL
ONE, THE BUCK STOPS HERE

85@ DATA WE HAVE NOTHING TO FEARR BUT FEAR ITSELF, THAT'S ALL FOLKS,WHAT'S UP DOC?

s THERE'S NO PLACE LIKE HOME

=1=1)

DATA DONT COUNT YDUR CHICKENS TIL THEY HATCH, PARTING IS5 SUCH SWEET SORROW,HO

LD YOUR HORSES

a7@a
aga
8390
90Q
91@
2E@
MAN
33a
34@

DATA IT'S ALWAYS DARKEST BEFORE THE DAWN,HINDSIGHT IS 2@/2@ VISION

REM *S50ONGS*

DATA SANTA CLAUS IS COMING TO TOWN, STARDUST, MY FUNNY VALENTINE, FEELINGS
DATA MIDNIGHT BLUE, PEDPLE,CAMP TOWN RACES, SOME ENCHANTED EVENING

DATA DO RE MI, I WANNA HOLD YDUR HAND, YESTERDAY, DOWNTOWN

DATA HOUSE OF THE RISING SUN,MY COUNTRY TIS OF THEE, THE LADY IS A TRAMP, THE
I LOVE

DATA ST.LOUIS BLUES,AMERICAN PIE,STORMY WEATHER, OVER THE RAINEOW

DATA YOU'VE GOT A FRIEND,MOON RIVER,I GOT PLENTY OF NOTHIN, TRY TOD REMEMBER, Y

OUTLL NEVER KNOW

850
260
97a
28@
330@

laga

REM

PRINT “TEAM #";TEAM3;" -IT'S YOUR TURN": :
GOSUE 113902

X=INT {RND*125) +1

GOSUEB 138@

REM

iaie IF X{(=25 THEN 1@70

122@

IF (X)=26)*(X (=5@) THEN 1@3%Q

1232 IF (X>»=51)*(X(=75)THEN 111@

1240

IF (X)=76)* (X (=10@)THEN 113Q@

1@25@ PRINT : :"(SONG)": & : :

igcad
i1@7@

GOTO 1140 =<
PRINT 1 s"{MOVIE)": 2 ¢ 3
GOTO 114@

1@9@ PRINT = :"(BDOK)": : : :

GOTO 114@
PRINT = s"(PERSON)"s: : : :
GOTO 114Q

1138 PRINT : :"{(QUOTE OR CLICHE)": 1 1 3

PRINT M$(X)s 1 2 31 3

115@ GOSUEB 11%9@

PRINT "(HOLD DOWN A KEY TD STOP)"

117@ GOSUE 1z6@
118@ RETURN
119@ PRINT :P%: :

CALL KEY(@,KEY,STATUS)

i2i@ IF STATUS=@ THEN 1Z0@

CALL CLERR

123@ RETURN

CALL SOUND(300, 523, 2, 392, 3, 330, 3)

@ CALL SOUND (20, 494, 2, 294, 3, 247, 3)

1260 CALL SOUND(4@e,S523,2, 392, 3, 332, 3)
127@ RETURN

1260 FOR T=120@ TO 1 STEP -1

129@ PRINT T

CALL SOUND(7S5@, 40000, 3@)

1312 CALL SOUND(z@,22@, 1@)

CALL KEY(@,KEY, STATUS)

1332 IF STATUS=@ THEN 134@ ELSE 135@

NEXT T

=
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1350 CALL SOUND(11@0,22@, )
1360 PRINT :M$(X): : :TARCI@) 3"* * % *": 1 3
137@ RETURN

1382 REM TEST FOR DUP

1392 FOR Y¥=1 TO0 Q@

14@@ IF X=Z(Y)THEN 38@

141@ NEXT Y

1420 Z(Q)=X

1432 Q=0+1

144@ RETURN

145@ REM TUNE

146@ DUR=2S5Q@

147@ CALL SOUND(DUR, 262, 1)
148@ CALL SOUND(DUR,&77,1)
1499 CALL SOUND(DUR, 262, 1)
150@ CALL SOUND (DUR*2, 392, 1)
151@ CALL SOUND(DUR, 3493, 1)
152@ CALL SOUND (DUR*3, 262, 1)
153@ CALL SOUND(1@Q, 4@@2@, 3&)
154@ CALL SOUND(DUR, 262, 1)
155@ CALL SOUND(DUR,277,1)
1S6@ CALL SOUND(DUR, 262, 1)
157@ CALL SOUND (DUR*2,233,1)
158@ CALL SOUND(DUR, 2@8, 1)
159@ CALL SOUND(DUR, 262, 1)
16@@ CALL SOUND(DUR%*3, 136, 1)
1612 RETURN

ECHO

This TI BASIC game challenges your visual recognition and memory skills. A
series of letters is flashed at various locations on the screen. You must “echo”
them back to the computer in the proper order. But don't waste time! The faster
you respond, the better your score. It might sound simple, but you may think dif-
ferently after you select the high level of difficulty. If you make three mistakes, the
game ends. As your score increases, you may want to adjust the average scores
displayed in line 710.

1@ REM *ECHD%* TI BASIC

112 REM FROM PROGRAMS FOR THE TI HOME COMPUTER
12@ REM COPYRIGHT (C) 1983 BY STEVE DAVIS
132 RANDOMIZE

14@ DEF A=INT((3@-65+1) *RND)+635

15@ DEF F=10%A+11@

16@ DEF R=INT((22-3+1)*RND)+3

17@ DEF C=INT((26-5+1)#*RND)+35

18@ H=40000

19@ CALL CLEAR

20@ FOR I=3 TO 21

21@ PRINT TAER(I)j;"ECHO"

22@ CALL SOUND(-S@, 32@,V)

23@ CALL SOUND(-5@, 25@,V)

240 V=V+1

25@ NEXT I

26@ FOR DELAY=1 TD 15@

27@ NEXT DELRY

28@ INPUT "INSTRUCTIONS? (Y/N):":Y%$

292 IF Y$O"Y" THEN 34@
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30@ PRINT :"THE COMPUTER WILL FLASH A":"SERIES OF LETTERS ON THE":"SCREEN. YOU M
UST ?ECHO’ THEM"
31@ PRINT "BACK IN ORDER BY PRESSING":"THE KEYS FOR THOSE LETTERS":"AS QUICKLY A
S POSSIBLE. " :
32@ PRINT "DIFFICULTY INCREASES THE":"LONGER YDU PLAY. THE FASTER":"YOU RESPOND,
THE BETTER YOUR"
330 PRINT "SCORE. BAME 1S OVER WHEN YOU":"MAKE 3 MISTAKES.": 1 :
34@ PRINT "ENTER LEVEL OF DIFFICULTY:":" 1 — LOW":" 2 — HIGH"
35@ INPUT L
36@ PRINT t"  PRESS ANY KEY TO START"
37@ CALL KEY (@, KEY, STATUS)
38@ IF STATUS=@ THEN 370
33@ CALL CLEAR
400 X=1
410 A$=""
420 FOR I=1 TO X*L
430 Z=A
442 CALL HCHAR(R,C, Z)
45@ CALL SOUND(S@@/L,F, Q)
46@ CALL SOUND(1,H, 3@)
47® CALL CLEAR
480 A$=AS$&CHR$ (Z)
49@ NEXT I
502 FOR P=1 TO LEN(A$)
510 CALL KEY(@,KEY,STATUS) ~
Se@ T=T+1
53@ IF STATUS=2 THEN S1@
54@ PRINT CHR$ (KEY)
55@ IF KEY=ASC(SEG$ (A%, P, 1)) THEN €00
56@ PRINT "NO, IT WAS ";A$
570 M=M+1
582 IF M)=3 THEN 6BQ
530 GOTO 630
602 NEXT P
61@ PRINT "THAT'S RIGHT"
620 X=X+1
630 FOR DELAY=1 TO 420
64@ NEXT DELAY
65@ CALL CLEAR
662 GOTO 41@
670 CALL SOUND(20@, 110, @)
€82 PRINT :"GAME OVER. AT LEVEL"j;L3;","
£3@ PRINT "OUT OF";X+2;"SERIES, ":"YOU GOT";X—-1;"RIGHT"
7@@ PRINT :"YOU USED"3;T3"TIME UNITS"
71@ PRINT :"SCORE LEVELS:":" OVER 40@ = SUPERIOR":" 15@-40@ = AVERAGE":" U
NDER 15@ = SLOW"
20 S=(100@/T)* (X+2) %10
73@ PRINT 1"YOUR SCORE IS";INT(S+1)
740 M=@
750 X=0
760 T=0
77@ PRINT :"PLAY AGAIN? (Y/N):"
780 INPUT Y$
790 IF Y$="Y" THEN 34@
80@ END
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FOUR-LETTER WORDS

The computer generates 4 random letters that you must guess in this simple Tl
BASIC game. You have 30 tries to figure out the exact letters and their position in
the nonsense four-letter word. At each prompt, you may guess either a single
letter or the entire word. See how many turns it takes you to get the word correct.
It might be harder than you think.

12@ REM *4-LETTER WORDS* TI BASIC

11@ REM FROM PROGRAMS FOR THE TI HOME COMPUTER

12@ REM COPYRIBHT (C) 1983 BY STEVE DAVIS

13@ RANDOMIZE

14@ CALL CLEAR

15@ DISPLAY TAB(&) ;"FOUR-LETTER WORDE™

16@ DISPLAY : : :"THE COMPUTER HAS MADE UP A":"4-LETTER NONSENSE WORD. ":"YOU HAV
E 30 TRIES TO GUESS" :

17@ DISPLAY "IT. EACH TURN, YOU MAY BUESS":"1 LETTER AND THE COMPUTER":"WILL TEL
L YOU HOW MANY TIMES"

18@ DISPLAY "IT APPEARS IN THE WORD, ":"OR YOU MAY BUESS THE WORD."

190 DISPLAY :"PRESS ANY KEY"
200 CALL KEY (@, KEY, STATUS)
21@ ZZ=RND

220 IF STATUS=@ THEN 200
23@ CALL CLEAR

24@ DEF R=INT (RND*(3@-65+1) ) +65
250 T=0

260 Ce=""

270 FOR I=1 TO 4

280 A% (1)=CHR$ (R)

290 C$=C$&A% (1)

300 NEXT I

310 DISPLAY "ENTER A SINGLE LETTER OR":"GUESS THE 4-LETTER WORD:": : 1
320 INPUT G$ :

330 IF LEN(G$)=4 THEN S5@

340 IF LEN(G$) ()1 THEN 31@

350, T=T+1

360 A=0

370 FOR I=1 TO 4

380 IF G$()AS(I) THEN +0@

390 A=A+1

4Q@ NEXT I

41@ IF A)1 THEN 47Q

420 IF A=1 THEN 45Q

432 DISPLAY “IS NOT IN THE WORD": 3

442 GOTO S10

45@ DISPLAY "APPEARS 1 TIME!": 3

460 GOTO 480

472 DISPLAY "APPEARS";A;"TIMES!":

480 CALL SOUND(10@, 66@, 3)

499 CALL SOUND(10@,77@,3)

S02 CALL SOUND(12@, 660, 3)

510 IF T=32 THEN 680

520 IF T(2S5 THEN 320

520 DISPLAY :"YOU HAVE";3@-T;"TRIES LEFT":

540 GOTO 320

550 T=T+1

S60 IF G$=Cs THEN 650

S7@ LR=0

580 FOR 1=1 TO 4

59@ IF SEG$(G%,I,1) OAS(I)THEN 61@

60@ LR=LR+1
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61@ NEXT I
620 CALL SOUND(15@,22@, 1)

632 DISPLAY "WRONG!";LR;"LETTERS ARE IN":"CORRECT POSITION"
640 BOTO S1@

65@ CALL SOUND(See, 332, 1, 330, 1, 262, 1)

66@ DISPLAY : :"YOU GUESSED IT IN":T;"TRIES!":

67@ GOTO 70@

680 CALL SOUND(20@, 220, 1)

69@ DISPLAY :"GAME OVER!":"THE WORD WAS ";C$

7@2 INPUT “"TRY AGAIN? (Y/N)":Y$

71@ IF Y$="Y" THEN 230

722 STOP /

LUCKY SEVEN

Try your luck against the dealer in this TI BASIC card game. You may place a bet
and draw from one to seven cards. Your score is the sum of the value of each card
you draw (Ace=1; Jack, Queen, King=10). However, if you draw a card like the one
you first drew, then you “bust” and lose your bet. For example, if you drew a Jack,
a 5 and an Ace, your score would be 16. Then, if you drew another Jack you
would bust. If you have not busted before you end your turn, then the computer
tries to beat your score. If he busts, then you win! If you have drawn seven cards,
then you win double your bet! In case of a tie, you neither win nor lose any money.

10@ REM *LUCKY SEVEN* TI BASIC
11@ REM FROM PROGRAMS FOR THE TI HOME COMPUTER

12@ REM COPYRIGHT (C) 1383 BY STEVE DAVIS

132 CALL SCREEN(16)

142 DIM C$(52)

15@ RANDOMIZE

16@ DEF CN=VAL (SEG$(C$(R),1,3))

170 DEF CS=VAL (SEG$(C$ (@), 4,3))

18@ CALL CHAR (64, "Q038545038145438")

13@ CALL CHAR (562, "QQ0S081200000002")

20@ CALL CHAR(6Q, "001010101010001@")

210 CALL CLEAR

22@ CALL HCHAR(1, 1,55, 768)

230 A$=" LUCKY SEVEN "

242 FOR I=1 TO 16

25@ CALL VCHAR(1,7+I,ASC(SEG$ (A%, I,1)),22)

26@ CALL SOUND(-25,220+1%5@, 3)

270 NEXT 1

280 CALL HCHAR(23, 8, 32, 16)

230 BOSUB S00

30@ CALL CLEAR

310 INPUT "INSTRUCTIONS? (Y/N)":Y$

320 IF Y$O"Y" THEN 400

332 PRINT 3 : :“PLACE A BET, DRAW A CARD.":"YOUR SCORE IS THE COMEINED VALUE OF
CARDS YOU DRAW"

34@ PRINT "(A=1; J,Q,K=12). DRAW UP TO 7 CARDS, BUT WATCH OUT!":"IF YOU DRAW A C
ARD LIKE THE ONE YOU FIRST DREW"

35@ PRINT "THEN YOU *BUST! & LOSE“:"DOUBLE YDUR EET. YOU MAY":"STOP DRAWING AT A
NYTIME. ¥ : "COMPUTER TAKES A TURN"

360 PRINT "& IF HE BETS A HIGHER SCORE":"WITHOUT BUSTING, HE WINS, ":"OTHERWISE Y
OU WIN. "

37@ PRINT "IF YOU DREW 7 CARDS AND WIN, THEN YOU WIN DOUBLE!":"(TIP: A STRATEGY I
S TO":"REMEMBER WHAT CARDS HAVE"
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Lucky Seven

380
330
400

420
4302
440
45@
4@
47@
48@
49@
Soe
Sl
520
530
54@
550
See@
o7@
S8@
S9@
=l
610
620
630
64@
65@
66@
67@
68@
63@
7e0
71@
72@
73@
74@
75@
76@
77@
78@
75@
8@
8ia@
gz@
83a
B84@
B5@
86@
87@
=1=)
89a
See
Si@
520
93@
94@
95@
960
S7@
982
99@

PRINT "BEEN PLAYED.)":"GOOD LUCK!":
GOSUB S@@

PRINT :"HOW MUCH MONEY DO YOU"
INPUT "HRVE? $":M

PRINT :"INITIALIZING...": 13

M=INT (M+.35)

GOSUB Saa

A$="SHUFFLING CARDS"

GOSUB So@

GOSUE 96@

CALL SCREEN(13)

GOTO 112@

CALL HCHAR(Z24, 1, 32, 32)

R$=" PRESS A KEY "

FOR I=1 TO 13

CALL HCHRR(24, I+8,ASC(SEG%(A%,I,1)))
NEXT I

CALL KEY (@, KEY, STATUS)

IF STATUS=@ THEN S55@

RETURN

REM DEF CARD CHARACTERS AND VALUES
FOR I=104 TO 116

READ A%

CALL CHAR(I,A%)

C