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,/!~~ Introduction 

Today computers are everywhere - in the 
schools , shops, offices and your own 
home. This book is to help you learn to 
use a computer. 

With your DRAGON computer you 
will be able to play games, draw pictures 
and do your arithmet ic. 

Work through the book slowly, and 
make sure that you understand each 
section before moving on to the next. If 
there is anything you don't understand, 
ask somebody else - a teacher, a parent, 
or someone at the shop where you bought 
the computer. IfYOil have a ny difficulties 
that they cannot answer write to us at: 
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Dragon Data Limited 
Kenfig Industrial Estate 
Marga m 
Port Talbot 
SA132PE 
West Glamorgan 

MY P!IAGON CH~TS 
AT TENNI~ BuT I~ . 
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Chapter 1 
Computers, programs and 
programmers 

Since the very beginning, one of the 
things that has made humans different 
from animals is the abil ity to invent 
tools. The first tools were used to assist 
the physical skills of man - to help him 
build shelters, make clothes and hunt his 
food. 

Much later, machines were invented 
to help the thinking skills of man - first 
adding machines, then computers. 

Computers cannot think or have 
bright ideas like us, but they can do 
arithmetic very much faster than we can . 

Though computers can look as if they 
are very clever , they are still only tools. 
They cannot do anything at a ll unless 
they are given inst ructions. The 
instructions given to a computer are 
called a program. 

The people who write these 
instructions and run the computer are 
called programmers. This book is to help 
you to become a programmer. 

Programs are written in a special 
language understood by computers. Most 
small computers understand a language 
called BASIC. This language is very easy 
to learn, because it uses English words 
that you already know. This book will 

UGH! 

USING I)ASIC. 
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Computers, programs and programmers 

help you to learn enough BASIC to get 
you started. The full BASIC la nguage is 
explained in your Dragon manual. 

At the end of each chapter we will 
give a list of things to remember from the 
chapter we have just fini shed. Here is the 
list for this chapter. 

6 
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Things to remember from this 
chapter. 

1. A computer is a tool to help 
people to think. 

2. Computers do not have ideas of 
their own. 

3. Computers can do arithmetic 
much faster than people, but 
they have to be told how to do it. 

4. The instructions to a computer 
are called a program. 

5. People who write programs for 
computers are called 
programmers. 

6. Programs for small computers 
are usually written in a 
language called BASIC. 

(/) ~:; = PRINT 
" ; GaTO END. 
OK'? 

~I--__ • ..,>~r" 
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Chapter 2 
Program order, flowcharts and 
loops 

The computer can only do one thing at a 
time, so a program has to be made up of 
small steps. People sometimes use 
programs to help them to remember to do 
things properly. We a ll learn a program 
to help us cross the road. The most well 
known is the Green Cross Code, this tells 
us the steps we must fo llow to cross the 
road safely. It a lso gives us the order of 
each step, because order is important as 
well. 

Imagine a program for getting 
dressed in the morning. One step may be 
to put on your shoes, another step can be 
to put on your socks. Your friends would 
think you were funny if you did those two 
steps in the wrong order . You may think 
that this is a silly example because 
everyone knows that you put your socks 
on first. Computers don't know - they 
don't rea lly learn anything. They have to 
be told what to do and what order it must 
be done in. This is what a program does. 

So a program is a list of steps in the 
right order to get the job done. When you 
start to write a program, you could just 
make a list of all the steps. A big job could 
have a program with many hundreds of 

steps and it can be very difficult to keep 
track of where you are. 

One way of doing this is to draw a 
special type of picture called a flowchart. 
A flowchart shows the steps and the order 
in which they must be carried out. The 
picture uses different shapes to show 
what kind of step it is. You write the step 
inside the shape. 

o 
D 

o 

Oval 
This shape is used to show 
where the program begins 
or ends. The word inside is 
START or END. 

Rectangle 
This shape contains one 
complete step. 

Diamond 
This shape means a decision 
has to be made. It contains a 
question. The answer to the 
question must be YES or 
NO. The answer can only be 
YES or NO. Sometimes, 
maybe, or when I fee/ like it 
are not allowed. 

7 

Chapter 2 
Program order, flowcharts and 
loops 

The computer can only do one thing at a 
time, so a program has to be made up of 
small steps. People sometimes use 
programs to help them to remember to do 
things properly. We a ll learn a program 
to help us cross the road. The most well 
known is the Green Cross Code, this tells 
us the steps we must fo llow to cross the 
road safely. It a lso gives us the order of 
each step, because order is important as 
well. 

Imagine a program for getting 
dressed in the morning. One step may be 
to put on your shoes, another step can be 
to put on your socks. Your friends would 
think you were funny if you did those two 
steps in the wrong order . You may think 
that this is a silly example because 
everyone knows that you put your socks 
on first. Computers don't know - they 
don't rea lly learn anything. They have to 
be told what to do and what order it must 
be done in. This is what a program does. 

So a program is a list of steps in the 
right order to get the job done. When you 
start to write a program, you could just 
make a list of all the steps. A big job could 
have a program with many hundreds of 

steps and it can be very difficult to keep 
track of where you are. 

One way of doing this is to draw a 
special type of picture called a flowchart. 
A flowchart shows the steps and the order 
in which they must be carried out. The 
picture uses different shapes to show 
what kind of step it is. You write the step 
inside the shape. 

o 
D 

o 

Oval 
This shape is used to show 
where the program begins 
or ends. The word inside is 
START or END. 

Rectangle 
This shape contains one 
complete step. 

Diamond 
This shape means a decision 
has to be made. It contains a 
question. The answer to the 
question must be YES or 
NO. The answer can only be 
YES or NO. Sometimes, 
maybe, or when I fee/ like it 
are not allowed. 

7 



Progam order, flowcharts and loops 

The shapes are joined by arrows showing 
you where to go next. 

Here is a flow chart showing you how 
to cross the road. 

START 

STOP AT 
THE 

KERB 

LOOK 
RIGHT 

FOR TRAFfiC 

LOOK 
LEF'T 

FOR TRAFfiC 

LOOK 
RIGHT 

FOR TRAFFIC 

LISTEN FOR 
THAn'lC 

IS 

NO TH E 
ROAD 

CLEAR? 

YBS 

CROSS THE 
ROAD 

QUICKLY 

END 

8 

You can see that the diamond shape 
has two arrows coming out of it. One is 
for the YES answer, the other is for the 
NO answer. Each rectangle has one step 
inside telling you exactly what to do. You 
must do what a rectangle says, you have 
no choice. 

A flow chart must always have a 
start and an end, There must always be 
an arrow showing you where to go next. 
You cannot have a 'dead end', a shape 
with an arrow going in, but no arrow 
coming out. 

! . "'" ....... :""" 
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See if you can find the 'dead end' in 
the next flow chart. You should be able to 
follow the arrows through the flow chart 
until you find what is wrong. 

START 

FI ND A 
PAC K~;T OF 

SWEI':TS 

[s 
NO 

[T EAT A 
EMPTY SWEET 

vt;g 

YES STILL 
HUNGRY? 

NO 

END 

The answer is the EAT A rectangle. 
SWEET 

There should be an arrow coming out of 
it. Where should the arrow go to? See if 
you can work it out before turning the 
page. 

Progam order, flowcharts and loops 
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