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PREFACE

To the Parent and Teacher

We bought a home computer last Christmas, and all my son does is play video
games.

A frustrated parent

Our school had three computers last year and is getting ten more this year. Par-
ents are demanding that we include computer literacy in our curriculum.

A harried principal

Students have been asking for help in learning to program. Time is of the essence
in the elementary school classroom, and all lessons cannot be teacher directed.
We need new material for independent learning.

A dedicated teacher

Incredible as it sounds today, long division was actually taught at Harvard. In
much the same way, a future historian will write that BASIC programming was
once presented only at the graduate level of a few select universities.

The trend is unmistakably clear: computer literacy has filtered down from the
university to the high school and is today making inroads in the middle school.
Our objective is to take it one level further and bring the subject into the primary
grades. The premise of our book is simply that children are ready, willing, and
able to master elements of computer literacy that have escaped their parents.

BASIC Is Child’s Play was written for use in the elementary school and has been
well received by children of all ages. Simultaneously, the book has been enthu-
siastically endorsed by the parents of these children, who like its nonthreatening
presentation. The happy consequence is that it may be used by parent and child
together to provide a truly unique educational experience.
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BASIC Is Child’s Play is an exciting book that requires the reader to participate
actively as he or she progresses. The programming examples are tied directly to
the elementary school curriculum. Thus, when we introduce * and / as BASIC
symbols for multiplication and division, we remind the student of the terms pro-
duct and quotient. We do not cover all of BASIC, but only those elements which
can be readily understood by the elementary-aged child. Nevertheless, we provide
a thorough introduction to computer programming, and the end result is the abil-
ity to write and understand useful programs.

Our book has 12 chapters. Each chapter begins with a ‘‘Stop, Look, Learn’’ page
to highlight vocabulary and concludes with an ‘‘Accomplishments’’ page for re-
inforcement.

Chapter 1 is a total introduction to the keyboard and assumes no previous knowl-
edge whatsoever. The reader is gradually led to the keys necessary for computing
(CTRL, HOME, etc.). Chapter 2 continues the introduction by having the reader
write a BASIC program. He or she is shown how to write a program displaying
simple messages.

Chapters 3 and 4 develop the foundatioh for more significant work later on.
Chapter 3 presents important system commands. Chapter 4 focuses on editing
programs.

Chapter 5 pertains to the use of a disk system. Although this feature is optional,
more and more home computers are equipped with a disk, and its availability
enhances the capability of a computer system immeasurably.

Chapters 6 to 11 return to BASIC per se. Chapter 6 presents essential ground
rules such as variable names and memory assignment. Chapter 7 covers the
PRINT statement in depth. Chapter 8 presents arithmetic, and Chapter 9 focuses
on loops. Chapters 8 and 9 are especially helpful for elementary school mathe-
matics. Chapter 10 discusses the INPUT statement, and Chapter 11 provides ma-
terial on decisions and the IF statement.

Chapter 12 consists of five complete BASIC programs with accompanying dis-
cussion. The reader is asked simply to copy the programs as they are and enjoy
the results.
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To the Child

Did you know that you use computers all of the time? TV sets, video
games, microwave ovens, and even telephones are all run by some
kind of a computer. People have to tell these computers what to do.
These people are called computer programmers.

You can be a computer programmer, too. BASIC Is Child’s Play
will teach you how to use the computer and how to write your own
programs.

This book is simple for you and your parents to understand, as long
as you read everything on each page. Peter and Patty will appear on
many pages in this book. They will help you to understand many
things about the computer. Always read their messages.

Follow all directions and you will have an easy and enjoyable time
using your computer.

On your mark! Get set! Go!
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TWINS

MEET THE
COMPUTER

v

PARTICULAR PETER PROGRAMMER

The twins will remind you
of facts you need to remember.

/

l I/
PATIENT PATTY PROGRAMMER
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THE
KEYBOARD

StOp

% [cir]and Erases the screen
Sends information to the computer
[¢] Lets two characters share a key
Backspaces and erases
Leaves spaces in a message
=] The cursor shows where your message will go
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The Cursor
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You can type a message, and I can make it appear on my screen.
You will know I am ready when you see [—] on my screen.
Whenever you see [—] it means that I’m waiting for you to type a
message.

I have a big screen. So I will show you where to put your message.

The blinking line shows where your message will begin. The blinking
line is called a cursor.

This is my keyboard.
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I have important characters on my keyboard. Each letter or symbol
is a character. Let me show you some of my characters.

Just press
One \l\egﬂ ot
(e%

e

WORKOUT

Find the and press it down.
Press it 3 more times.

Find the and press it down.
Press it 4 more times.

Find the [A]. Press it down.
Find the [P]. Press it down.

Upper and Lower Case

Are your letters all in lower case? You can get upper-case letters also.

Find the [¢] key. There are two of these on my keyboard. Hold the
[o] while you type a letter. Try it.

Hold [¢]

Typs IBM

It is tiring to hold the [2] key all the time. I will make life easier for

you. Find the |%5F%| key. Press it down once.
CAPS

Now type IBM. You still see upper-case letters because the | ‘oex
key gives me all capitals.

It is easy to go back to lower-case letters.
Press the | A% | key once again.

Now type IBM again. This time you get lower-case letters.
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[ct1] and [Howme]

You can go back and forth between upper case and lower case. It’s

easy to do. Just hit the [SAF3| key.

WORKOUT

Type

sneeze
Type

COUGH
Type

HiCcUp
Type

Laugh

Find the key. Ctrl stands for control because it gives you special

control.
v

Now find the key.
Hold the key with your left hand.

Press the key with your right hand.

What happened?

Everything should have disappeared except the cursor. You remem-
ber, the cursor is my blinking line that shows where your message
will go.



