Getting Started

Contents:

Tutorial 1: Displaying Text & Managing the Screens

Tutorial 2: Branching: Using Menus, Lbl, and Goto

Tutorial 3: Using Variables

Tutorial 4: Using Conditional Statements

Tutorial 5: Drawing Commands

Tutorial 6: Loops

Tutorial 7: The Infamous getKey Command

Tutorial 8: Pictures

Game: Falling Pixel

Tutorial 9: Lists

Tutorial 10: Matrices

Tutorial 11: Strings

Tutorial 12: Custom Menus

Game: Snake

Tutorial 13: Animation

Tutorial 14: Scrolling Homescreen Maps

Tutorial the Last: An Introduction to z80 Assembly

Appendix A: Glossary

Appendix B: Commands and Arguments
Appendix C: Common Errors

Appendix D: Optimization

Snake.8xp

TASM80.TAB

Future documents:
Updates of appendices
Putting it All Together???

Stat Plot Sprites???

Introduction:
So… you’ve decided to learn how to program.  You will be learning TI BASIC, which is intended to be very simple and easy to learn.  If you have had no prior programming experience in any language, that’s O.K.  Just be sure to go through each tutorial slowly, read everything carefully, and do the sample programs.  By “do the sample programs”, I mean that you should actually enter the code that I give you into your calculator and then execute the program.  Also, do the tutorials in order because each one generally builds off of things that were learned in previous lessons.  If you are new to this programming stuff, you may not understand some things right away.  Again, it’s O.K.  Just continue reading through the tutorial, analyze the sample code and try to understand what’s happening, and then reread the tutorial.  If you still have questions, you can email me at revolution2032@gmail.com and I will try my best to help you.

Each tutorial, except the specialized ones, has four different types of sections: new commands, how to use those commands, sample code, and an explanation of that sample code.  Tutorials contain multiple sample codes and explanations, as well as a wealth of screenshots so that you can see if your program is working properly.

The tutorials are finally “complete,” but I am planning on adding/updating appendices in the coming weeks, as well as possibly adding a “Putting It All Together” tutorial.  Future tutorials may include stat plot sprites and/or scrolling homescreen maps.
About the Author (just in case you actually care):

I’m a junior in high school (in the good ol’ USA, of course) and have been doing BASIC programming for a little over two years.  I consider myself very proficient in BASIC, although there are certainly some things I don’t know.  I also program in z80 assembly (which is another language for the TI-83/84+ that is much more powerful, not to mention much more difficult, than BASIC).  I’m not too good at assembly yet, as I’ve only been doing it for about five months now.  I am also learning C++ and HTML.  I’ve kind of wanted to write some tutorials for some time now and was finally motivated to do so when a friend asked me to teach him how to program.  I’m sort of known as the calculator guru at my school, at least among people who actually know that I program.  Other than that, I’ve got a 4.0 and take a lot of honors/AP courses, so I spend a lot of time doing homework and such.  I consider myself a geek, but not a nerd… but enough about me... let’s get started.
Creating a New Program:

While your calculator is turned on, press [PRGM], then go over two by pressing [>], [>].  Press [ENTER] to create a new program and then enter a name, which can consist of uppercase letters and numbers (but the first character must be a letter).  When you have entered the name of your program, press [ENTER] again, and then go to the first tutorial: Displaying Text & Managing the Screens.
Helpful Tips:

-Most (or all) commands and other tokens can be found in the catalog.  To access the catalog, press [2nd], [0].  Scroll down to the token you want and press [ENTER] to paste it in the program editor.
-Make your own programs and experiment with the commands.  Be creative!
Programming for Shells:

If you are just starting out in your programming ventures, this may be of no concern to you, but for you intermediate-level programmers, this should be of great importance.  If you want your program to appear in a shell like MirageOS, CrunchyOS, or Doors CS, put a colon for your first line of code.  If you put a quotation mark and text after the colon, your text will show up at the bottom of the screen in MirageOS.  All the rest of your code should be exactly the same as if you weren’t programming for a shell.  Here’s an example:
::“TITLE OF PROGRAM

:program starts here

:commands…
Legal Info:
Neither me nor ticalc.org can be held responsible for anything that happens to you or your calculator as a result of these tutorials or as a result of any of the programming code contained within these tutorials.  All parts of these tutorials were written by me and are completely original.  If any part of these tutorials is the same or similar to any other programming tutorials or programming information, it is purely coincidental.  No part of these tutorials, with the exception of anything designated as “Sample code” within the tutorials, may be reproduced without giving credit to MDR Falcon.  These tutorials may, however, be printed for individual use.  Copyright 2006-2007 by MDR Falcon.
The keycode diagram used in “The Infamous getKey Command” was obtained from http://en.wikibooks.org/wiki/Image:Ti-83_plus_keys.JPG so thanks to them for that.
Version History (most recent updates at top):
Tutorial 11: Strings updated.  Lowercase-uppercase string converter sample code added.  (April 2007)

Tutorial 14: Scrolling Homescreen Maps updated.  (Feb 2007)

Partially finished Tutorial 14: Scrolling Homescreen Maps added.  (Feb 2007)

Appendix D: Optimization added.  Appendix A: Glossary updated.  Minor fixes in Tutorial the Last: An Introduction to z80 Assembly.

Tutorial the Last: An Introduction to z80 Assembly added.

Tutorial 13: Animation added.

Game: Snake added.

Tutorial 12: Custom Menus added.

Tutorial 11: Strings added.  Appendix B updated.
Tutorial 10: Matrices added.  Appendix B updated.
Tutorial 9: Lists added.  Appendices updated.
Game: Falling Pixel added.  Added to Appendix A: Glossary.
Tutorial 8: Pictures added.  Appendices A-C started.  Problem with sample codes fixed in Tutorial 7: The Infamous getKey Command.

Getting Started and Tutorials 1-7 uploaded to ticalc.org

Contact Info:

If you have any questions, comments, or concerns, please feel free to email me at revolution2032@gmail.com.  I would also greatly appreciate feedback on any typos or on how I can improve my tutorials.  You can download many of my games and programs at http://www.geocities.com/revolution2032/games or http://www.ticalc.org/archives/files/authors/97/9751.html.
External Links:

The 1337 Guide to TI-BASIC— Useful BASIC programming tips by Kerm Martian and Jonathan Pezzino.
The Complete TI-83 Basic Optimization Guide— Tons of great optimization tips for the TI-83, most of which apply to the TI-83+/84+ family.
SourceCoder v2.0— Great tool for BASIC programmers that can parse and export files.
ticalc.org— The best calc site around.  Features archives containing thousands of programs and files.

Cemetech.net— Home of the legendary Kerm Martian.  Includes a great forum and file archives.

calcgames.org— Features file archives and forum.

TI-83 Plus Asm Tutorials— Jeff Chai’s z80 assembly tutorials.  A great introduction to z80 assembly.

Learn TI-83 Plus Assembly in 28 Days— Sean McLaughlin’s in-depth z80 assembly tutorials.  Great for those who are serious about learning assembly.
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