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One use of the REDO key that wasn’t mentioned in the July newsletter
is that it allows you to enter lines up to 178 characters long. To see
how to do this, enter the following line;

314 IF I=41 THEN DISPLAY AT(
15,3)ERASE ALL:"*WARNING >4
@ PROGRAMS":"":" ON DISK-49
IS MAX ALLOWED.":"":" #*PROG
RAM TERMINATED %*":: CALL S0OU
ND (800, 220,00, 444,4,9964,8) ::

" REDO REVISITED

END
After you type in the 14@¢th character, the computer won’t let you
enter more. Press ENTER and REDO. If you haven’t any error messages
for unmatched quotes, etc., the line will reappear. Use right arrow

(FCTN D) to move the cursor to the end of the line and continue typing.
You can get up to 178 characters on that line. This number sSeems to
vary with the line content but should be between 1464-178.

If you enter too many characters you’ll get an error message "LINE
TOO LONG" and will have to REDO and reenter from the end of the
original line.

Also if vyou ¢try to REDO a line that is over 140 characters long,
only 148 characters will be displayed of that line. The original line
remains intact unless you press ENTER without changing the line number
on the REDO line in which case the truncated line replaces the original
long 1line. Once the line is over 14@ characters you can use FCTN X to
edit the line.

This use of the REDO key can be useful in lines that would not be
easy to divide, like 278 below.

279 DEF DI%(R)=CHR$ (162)%CHR
$(240) &CHR$ (183) %XCHR%$ (203) &C
HR$ (LEN(STR$ (R)) ) &STR%$ (R) &CH
RS (179) 4CHRS (200) & CHR$ (LEN (S
TRS(COL)Y))&STR$ (COL) &CHR% (18
2)&CHR$(181)

Personalized Math Program

The followin® Prodram (from TI USER’S MEWSLETTER - 182, HMo.l?
iz an examPle of how eazy 1t is for ¥ou to use a TISS 4R in develoring
an educstional Program for your child., Thiszs pProgram uses TI's
innovative SOLID STATE SPEECH technolosy feature and reduires a
Terminal Emulator II Module and the SPeech Sunthesizer.

Onca wou have it keved in, PRUM 1t and =simPly follow the
instuctions Jiven. To find out Your ascore during an exesrcise, tupe
SCORE when aszked for an answer. To end the Program. simPly tyPe EMD.

The following iz a brief deacrirtion of what egach zection of the
Program does.

199~29@ initialization of sPeech., SrafPhics., and wvarisblss
2190-3¢9 inPut name and number

319-450 pProblem display and inPut

4€0-549 correct response rovtine

"S0-630 incorrect response routine

64B~-670 initialization of error counters

580-730 problem inPut

760-960 dizplaw of acore and regard messides

2




1. Turn the comPuter OM

aPPear. Then =zlide the

console,

10

Ci1J TI BARSIC.

©

180 REM MATH DRILL AND FRAC

TICE

110 CALL CLERR

120 OPEM #11"SPEECH", QUTPUT

13@ CALL CHAR(S6, "@a@">

140 CALL COLOR(S9.10.,1@>

198 CALL SCREENC 162

168 CALL CHAR( 104, "@a" )

178 RANDOMIZE

180 CALL COLORC1@,13,13>

19@ TTRY=Q

20@ TRIGHT=@

21@ PRINT #1:'"WHAT _IS AYQUR
MAMET “

220 INPUT "WHRT IS YOUR MAME
NS

280 PRIMT #1 "MWELCUM TO MY C

LRSS FORASMARTA CHILDREN _"&

N$

299 PRINT #1:"WHAT IS AYOUR
FAVORITE ANUMBER — _"&N$
360 INPUT I

318 N=3

32@ CALL CLEAR

330 GOSUB €49

34@ REM I=INT{RMD*M>

350 J=INT(RNDXND

360 NTRY=NTRY+1

37@ TTRY=TTRY+1

380 IF RND¥18<T THEHM 41@
39¢ IF TTRY<3 THEM 419

4Q@ GOSUB 76U

41@ PRINT " "

428 PRINT ILJTREKGED;"+" ) TABLS
DIJITREC 1S > "=y TABC 18 )y
430 LOSUB £8@

448 IF FLAG=1 THEN 410

450 IF K<>I1+J THEN 330

460 TRIGHT=TRIGHT+1 -

470 CALL HCHRAR(23,26, 104>
480 PRINT #1'"Y0OU _AREARIGHT
~"LNE

490 IF NTRY<3 THENG340

500 SCORE={NTRY-NERR>/HTRY
519 IF SCORE<.74 THEM 340
S528 M=N+3J

30 GOTO 334

349 GOTO 349

552 REM WROWG ANSHER

S6@ CALL HCHARCZ3,26,36)
S7@ CALL SOUNDCSea,-3.,8)

Freze and Kew to make the

Ked in the following Program

wailt for the mazter title soresn Lo
module  inko the slot on the

glacztion lizst areear. Sslsct

nwith CALPHA  LOCK3  DOWM!

58 FOR LOOP=1 TO 328

39@ MEXT LOOP

688 PRINT #1'"_NO A"&N$&" TH
AT 18 o — —WRONG"

518 NERR=MERR+1

62@ TTRY=TTRY+1

638 GOTO428

640 REM REINT ERROR COUNT
€52 NERR=8

66@ NTRY=0Q

678 RETURN

68@ INPUT RS2

690 JFLAG=1

700 IF A$="SCORE" THEM 760
710 IF A$="EMD" THEN 880

720 K=aVAL(ARE)

730 FLAG=Q

748 JFLAG=@

750 RETURN

760 REM PRIMT OQUT SCORES

7780 YSCORE=TRIGHT/¢( TTRY-12%1
a9

780 IF YSCORE>3@ THEN 9504
73@ IF YSCORE>79.9 THEMW 920
8@ IF YSCORE<8@ THEN 344
B19 IF JFLAGL>1 THEN 850

82@ PRIMT "YOUR BCORE IS "JT
RBC 1621 YSCORE

838 STRY=TTRY~-1

848 PRINT "YOU HRYE TRIED ")
TABL 162 STRY TRBECZR 21" PROBL
EMS"

833 FLAG=1

868 JFLAG=0

8702 RETURN

880 GOSUB 7£0

858 END

S0@ FRINT #1:"_¥0U ARE DOING

N VERY AWELL _"&M#

g1@ GOTO 910

920 PRINT #1+"_YOU ARE ADOIN
G AQ _K BUT ANEED AFRACTICE

—"uNE

239 GOTO 81@

948 PRINT #1'"AQH..._DERR. —
"LNEL" AYOU ANEED LOTE OF AP
RARCT_E3Z"

ST FRIMT #1:¢"I HOFE THAT _Y
ou o WILL ALET _ME _HELP AYOU
—"&NE

Se@ GOTO 81@



COMPIiITE !

Nevw member Ellen Rule of
Concord has submitted the follpwing
index of TISF74A related articles that
have apPpPeared in COMPUTE! from 3-83 to

£/84., They were comPiled with the ald
of the PERSOMAL RECORD . KEEPINMG
module. She writes: "I have found

that module to be dquite useful, once
having fisured it out, and will share
information on it if ANYONS is
interested" (Editor’as note'  This is
exactly the reason for the formation
of the NH TI.99’er User Group. ToO
promote a better understandind® and
apPreciation of the  versatility and
usefulness of this exceptional tool.
By such exchanfe and shaking of
knowledSe in this newsletter we horPe
to realize the full Potential of wour
investment. JOIM USID

Ellen has owned her CPU since
19682, has upsraded -her sgsystem Lo
include the PEX Box with a sin9le disk
drive, 32K and AXIOM printer, She
recently tractored a mile of paper to
perfect a screen dump Progsram for the
AXIOM and has currently been working
on learning the idicsyncrasgies of Tl

WRITER.

MAME DATE(M-Y ) PROG/TYPE PG #°S
C/A/D -~ ART 9,83 ART 226
TYPING TEACHER 4,22 EDU/GARME 7&
FIRST MATH 8,83 EDU/GARME 322
CLUES 8,83 EDU/GARME 163
MYSTERY SPELL 2,82 EDU/GAME 112
MATCH-EM 4,33 EDUWGAME 123
MEMORY TRAIMER 6,83 EQDU/GAME 112
STATISTICS 12,82 EDUCATION 198
ARLAR I UM 3s84 ENTERTARIN 1323
BOGGLER 3832 GAME v
ASTROSTORM &6/8% GAME v
ALPHA BLAST 11,83 GAME 34
TI TOWERS 5/83 GAME 142
GOLD MIMER 3,83 GAME 113
SPACE STATION 1 2,83 GAME 132
SHERTLE 3784 GAME e
GET THE GOLD 12,83 GAME 132
ROBOT RUNNER 1,84 GAME 14¢
ROADER 3784 GAME =1
DIAMOND DROP 2,83 GAME [~
GDRELIN o33 GAME 54
MOSAIC PUZZLE | 18-83 GAME =1%]

I A E b

JUMPING JACK
GOODEY CHARLIE
QUATRATHMENT
DEVASTATOR
JACKPOT
CIRCUS
SPRITE EDITOR
RUNWAY 139
PROGRMHG GRAFCS
GRAFCS MACE E-2
TI GRAPHICS
CALORIE COP
MAILING LIST
PHOME DIR/DIALR
MICRO MECHAMIC
PAYCHCKANALYSIS
UTIL,BILL AUDIT
RETIREMNT PLMHR
WORD PROCESSOR
COUPON FILE
INTRO DATA STOR
FILE PROCESSIHG
ANSWERS TO 7°S
TROUBLE~SHODTHR
PLHMING COLOR
PROGRAM EYVOLUTH
PROGRAMMNG TIPS
STIMATNG MEMR'Y
TRICKS AHD TIPS
RIGHT WORDPROC
EASY EDITIMG

. DATAZRERCZRITOR

PATA FILING 5Y3
SECOMDRY EDUCTH
DATA FILING 2%%2
TRAMSLATNG TIPS
CATA FILIMG SYES
DATA FILIMNG Z%5
BASIC 1-LINERS
STRUCTURED EAZC
SUBSCRPTD WAR S
DATA BASE

FILE PROCESSIMNG
COMPUTER FUHN
FILE PROCESSIMG
USING A PRIMTER
CHARACTER ZET
SOUND SHAPER
MOZART MACHIHE
PLAYIHG MUSIC
PEMTOMINOS
CROSSWORDS

MATH ACTH GAMES
GAME MODULES
COMPUTER MWAR
FOREIGH LAMG
SIMGHG COMPUTRE

GARME

Do

1123 GAME

2784  GAME

3-84 GAME

884 GAME

2-84 GAME

9,83 GRAPHICS

14,23 GRAPHICS

283 GRAPHICS

3783 GRAPHICS

6/584 GRAPHILS

12,82 HOUSEHOLD
7/83 HOUSEHOLD
11,83 HOUSEHOLD
1724 HOUSEHOLD
12,873 HOUSEHOLD
12,83 HOUSEHOLD
4,82 HOUSEHOLD
12,873 HOUSEHOLD
19,832 HOUSEHOLD
3,83 INSTRUCTH
384 INSTRUCTHN
11,83 INSTRUCTH
2,82 INSTRUCTH
7s83  IMSTRUCTHN
S/84  IMSTRUCTHN
1-84 INSTRUCTH
4-82 IMSTRUCTH

4,24
4/23
3,373
2,83
19,83
433
[gg=ic
682
Q.8
B3
S5/82
G873
o83
5/83
4.3
1¢/v°
Sr24

683

11,89
384
184
168,53
S84
S5./53
2,63

-
S-,23

\
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27

INSTRUCTH
IMSTRUCTH
IMSTRUCTH
IMSTRUCTHN
INSTREUCTH
IMSTRUCTH
IMSTRUCTH
IMSTRUCTH
INSTRUCTH
IMSTRUCTH
INSTRUCTH
IMHSTRICTH
INSTREUCTH
IMNSTRUCTH
IMESTRUCTH
INSTRUCTH
INSTRUCTM
INSTRUCTH
IMSTRUCTH
MUSIC
MlsIc
MUSIC
PUZZLE
PUZZILE
REYIEMN
REVIEW
REVIEN
SFEECH
SPEECH
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