Getting Started

“Hey, Logy, whatcha doing?”

Installing
MSW Logo

“What'sit look likel’m doing. I'm
cleaning the windows so we can get
started on our new adventure.”

“Can’t you leavethehousekeeping until
later. We'vegot Logo work to do!”

“Well, that’swhy | haveto get the
windowsready. Thistimewe' regoing

to use Microsoft Windows to discover
lots of things we can do with L ogo!

“You know, Ernestine even brought along her whole
family...that’smorethan 1,000turtlesfor you toplay with.

“ And you can now play musicthrough your new sound
card. You can even use Logo to make up your own
Windows programs.

“Just wait until you seethetrouble you can get into!”

“Y eah, yeah, yeah” Morf said, bounding around very
excited. “What dowehavetodo? When can weget started.
I've got lots of ideas | want to try out!”

OK, OK! Let'sget started!

Since you wer e given M SW L ogo with thisbook, the
first thing you need to doisinstall M SW L ogo on your
computer...thatis, after you makeabackup of thediskette.
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Looking at
Logo

Toinstall M SW L ogo and the sample proceduresfor
Windows 3.1:

1. Makesureyou areat the M S-DOS prompt, not in

Windows. Put the M SW Logo diskettein drive A and
type aiinstall. (a:inst95 for Windows 95.)

. Then follow theinstructionson the screen...therest is

automatic.

. Remember...after MSW Logo isinstalled, you should

exit Windowsright away toinstall the proceduresfrom
thisbook and LOGO32.EXE, if you areusing WIN32.
Thelast step isto erasethetemporary directory and
filesthat werecreated for theinstallation. Thisisdone
automatically.

. Besuretoread the README filethat iscopied to your

M SW Logodirectory. Ittellsyou about theprocedures
included with the book. Just type README.

When you install MSW L ogo, Windows putsit in its

own program group or folder. Open the program group

Double-click on theL ogoicon in that littlewindow to

open M SW L ogo.
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Parts of the There'sErnestinesitting at right in the middle of her
Screen playground. Ernestinelookslikeapointed arrow but she's

really aturtlewho doesjust about anything you ask her to
do. If shedoesn’t understand, she'll tell you.

Now let’stake alook at therest of the M SW L ogo
SCreen.

It’slike many Windows screens. TheTitleBar isat
thetop. Thistellsyou what window you're looking at.

The Menu Bar isright below the TitleBar. It holds
the names of menuswe'll describe a bit later.
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Down below the playground isthe
Commander. Thiswheretheaction is.

The big spacein the Commander
window isthe Command Box. Thisbox
keepsa list of what’sgoing on. If
something goeswrong, you'll seea
message here.

Below the Command window isthe
Input Box. Thisiswhereyou typeyour
commands.

Over on theright side, there'sa bunch
of buttonsthat can makethingsalittle
easier.

The Commander window is a separ ate window from the
M SW Logo window. That meansyou can move it
around, makeit smaller or larger, or you can changeit
into a littleicon. Wework with thiswindow alot. Soif
you want to practice a bit, go ahead.

1. Click intheTitle Bar whereyou seetheword,
Commander.

Thetitle bar of the Commander window changes
color.

2. Pressand hold theleft mousekey down. Then dragthe
Commander window around the screen.

The Commander window moves asyou move the
mouse.

3. Movethe Commander window back whereit is
supposed to be and release the mouse button.
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TherearefivemenusintheMenu Bar. Y ou know what
aMenuis,don’t you? You click on theword and up pops
alist of choices.

Mswlogo Screen

jsIM Bitmap Set Zoom Help

Load...
Save
SaveAs...

Eile: Thisgivesyou a list of thingsyou can do with your
procedures; thingslike L oad them into your wor kspace,
Save them, Save them using another name, Edit them,
and Erasethem.

Bitmap: Bitmap isatechnical term for picture. This
menu includes commands for working with picturesthat
you design.

Set: You can changethetype of lettersand numbersthat
L ogo uses by setting the “font” in thismenu. You can
also set colors.

Zoom: You can Zoom in on your picturesto makethem
bigger. Or you can Zoom out to make them smaller.

If you have questions about how to do somethingin
M SW Logo, you can click on Help. TheHelp Menu pops
up and gives you some choices.
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Mswlogo Screen

File Bitmap Set Zoom alls]
Index
MCI

Using Help

Tutorial

Demo
Examples
Release Notes

About Logo...

TheHelp M enu gives you some choices:
Index: Click on Index to seealist of the chaptersin the
M SW Logo On-line Help.
MCI: Thisisfor Multimedia programmers, something
wewon’t be covering in this book.
Using Help: Thisisa neat section. It will help you if you
need help using Help.

Doesthat make sense?
Tutorial: That didn't makeit in thisversion. Thisbook
will havetodo. You'll find thetutorial on CompuServe
and on the M SW L ogo home page on the I nter net.
http://lwww.ultranet.com/~mills

Demo: Select Demo to see a neat demonstration of some
of the thingsthat M SW L ogo can do.

Examples. Examplesarejust that, examples of M SW

L ogo procedures. Study these proceduresafter you finish
thisbook to discover lots of other thingsyou can do with
M SW L ogo.

Release Notes: Thistellsyou all about the thingsthat

M SW Logo hasto offer. It'sthesameasthe
MSWLOGO.TXT filein your MSW L ogo directory.
About | ogo: Thistellsyou who developed M SW L ogo.
It also provides e-mail addresses wher e you can contact
the developers.
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Morf loves buttonsand things. So here'salist of the
Commander buttons. We'll talk moreabout them later as
we go along.

Halt: Thisstopsall the Logo action right away. It does
the samething that the HALT command does.

Trace: Thisturnsthe Trace command on. Click on it to
turn the Untrace command on.

Pause: L ogo stopsthe action temporarily and waits for
the Continue command.

Status: The Status button brings up a Status window
that tells you what’s going on.

Yield: ThistellsLogo not to allow other programstorun
while Logo isrunning.

Reset: Thisbutton islikethe Clear screen command. It
resetsor clearsthe screen.

Execute: Thisislikepressing the Enter key. It tellsthe
turtleto execute your procedure.
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Meet the Turtle

Timeto get down to business!

L ook downinthelnput Box. If youdon’t seeablinking
line over on theleft side, click in the Input Box. That
blinkinglineis“thecursor.” It movesevery timeyou type
something in a window, dialog, or text box.

cursor

But you probably knew that already. S0, let's get on
with the fun!

Ernestinecarriesa pen that sheusestocreateall sorts
of colorful drawings.
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But remember, you are the onewho hasto tell here
exactly what to do.

Turtle Directions
Shecan go...

FORWARD

BACK

LEFT

15
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RIGHT

When you tell theturtleto move, you haveto tell her
how many turtle stepstotake. Goahead. Try it.

1. Type FORWARD.
2. Pressthe SPACE bar.

3. Then typea pretty big number... like 200 or something
like that.

4. For theturtleto hear you, you haveto pressENTER.

TORTAGY

If you accidentally hit thewrong key and end up with
something like FORWRD 200, theturtletellsyou...

| don’'t know how to FORWRD.

She'snice about it. Sojust typethe command again,
but without any mor e accidents.

Toturn theturtle, tell her toturn RIGHT or LEFT.
Again, just asyou haveto tell her how many stepstotake
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to move forward or back, you haveto tell her how many
turtle turnsto make.

RIGHT

Goahead! Typein anumber...not an itty-bitty
number...makeit a pretty big one.

What happened? Theturtleturned tolook in another
direction, right?

OK, now turn her back to thedirection she was
heading before.

TypeLEFT and usethesamenumber of turtle
turnsthat you used before. Remember to press Enter.

Now theturtleislooking up toward thetop of the
screenagain. How many turnsdoestheturtlehavetomake
to look at the side of the screen (or page)?

What do you think? Why not write down your
answers?

wastoo (toobigor toolittle?)
was too
was too
was too

The Answer is I
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Thisisthe cool part of Logo. You get to discover all
sortsof new thingsall by your self. You foundthat theturtle
had toturn 90 turtleturnstolook at the side of the screen.

Now, turntheturtleback tothetop of thescreen. What
do you havetotypeto do that?

If you said LEFT 90, give yourself a double-dip ice
cream cone!

Now...what do you haveto do to get theturtleto face
the bottom of the screen?

Weéll, you could tell theturtleto facethe side twice,
right?

RIGHT 90 RIGHT 90

That should work, shouldn’t it?

What would happen if you add the 90 and 90together ?
Did you get 180? Morf did. Why not givethat atry?

RIGHT 180
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After Yourself

Getting Started

That did it! There' stheturtlefacingin the opposite
direction.

So...when you tell theturtleto go FORWARD or
BACK, theturtle movesforward or back the number of
turtle stepsyou tell her togo. When you tell theturtle
RIGHT or LEFT, sheturnsin that direction the number
of turtleturnsyou tell her to turn, but she doesn’t move.

Get theidea? Try afew moveson your own.

FORWARD 100 RIGHT 90

FORWARD 100 RIGHT

BACK RIGHT
BACK LEFT
LEFT FORWARD

That’sit. Now just messup the screen real good with
turtletracks. Asyoutypein numberswatch what theturtle
does. Pretty soon, you’ll beabletotell theturtlejust where
you want her to go.

Now have some fun practicing.

By now thescreen iseither awork of art or abig mess.
So you'd better clean it off. To clear the screen, type...

CLEARSCREEN

You can also set the RESET button. That'sone of the
Command buttons down in the Commander.
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Everything on the screen iserased and theturtle
goes home.

To clear the screen but leave theturtlein the same
place, type CLEAN.

Yep, that’stheturtle’'shome, right therein themiddle
of the Window.

OK, so maybe Home doesn’t look exactly like the
picture. But you get theidea.

When you tell theturtleto go HOME, she goes back
tothe middle of the screen and facesthetop of the screen.

Remember this, you’ll usetheHOM E command alot.
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R it Trail 1. Turtl m ff th m [

Have you ever played SSMON SEZ or MOTHER,
MAY 1? Why not try these games using L ogo commands
instead of theregular thingsyou do? L ogo commandsadd
some new fun to the old game.

Simon sez FORWARD 5
Simon sez RIGHT 90
FORWARD 5

For another change, let'stakeaturtlewalk that'salot
likethesegames. Thisoneisfun to play with your classin
school or with your family or friendsat home.

Oneplayer istheturtle and oneisthe computer
operator. Theideaistotell theturtlehow towalk through
abigletter or shape. Theothersintheroom haveto guess
what theturtleisdrawing.

Theturtle startsin the middle of theroom. The
oper ator then tellstheturtlehow tomove. Thecommands
listed below will give you an idea.

FORWARD 10 turtlesteps.
Makethem little stepsif you arein a small space.

RIGHT 150 turtleturns.

Remember how you turned right before? You tried
RIGHT 90toturntotheside. Thenyoutried RIGHT
180 and you turned around to facethe oppositedirection.
150 iscloser to 180 than it isto 90. So you can make a
good guess about how far to turn. It will dojust fine.

FORWARD 11 turtlesteps

LEFT 150 turtleturns.
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You don’t have to bereminded you about thisone, do
you? | bet you know which direction you should be
heading.

FORWARD 10 turtlesteps

Now typethese stepson the computer. Of cour se, you
don't need to typethe“turtle steps’ or “turtleturns.”

What letter doesthisshapelook like? How would you
make this shape bigger on the screen?

If you maketheturtle movefivetimesas many turtle
stepsforward, do you haveto maketheturtleturn five
times as many turns?

SPECIAL NOTE: Thewordsyou
type..FORWARD,RIGHT,BACK,and
LEFT...areLogo “primitives.”
Primitivesaretheaction wordsthat are
the basic building blocks of L ogo
procedures. They'rethethingsMSW
L ogo can do. Asyou will see later,
primitives are procedurestheturtle
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followsto make things happen.

Let’sexperiment. (Morf loves experimenting.)
Typethis...

FORWARD 10* 5
RIGHT 150
FORWARD 11* 5
LEFT 150
FORWARD 10* 5
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(The* sign tellsthe turtle to multiply 10 times 5 and
move that many turtle steps. You'll learn more about

L ogo arithmetic later on. If you want to take a peek now,
that's OK.)

What happened?

The shape got bigger. But it still lookslikethe letter
N doesn't it. Sol guessthat meansthat turtle stepsand
turtleturnsreally are different!

Changing the number of turtle steps changesthe size
of theshape. But it'sstill the same shape. Changingthe
number of turns changesthe shapeitsalf.

Goahead...changethenumber of turtleturns. Change
150t0120. What happenswhen you changeit to 1807 Why
not try 310? Asyou play aroundwith numbers,you'll begin
to see how you can maketheturtle do just what you want
it to do.

Now...think about this. What would happen if you
changed the* 5toa* 8? No...don’t doit on thecomputer.
Draw the change you think this might make. Then seeif
you wereright.

Don't worry about what you're drawing or what the
turtle'strail lookslike. Thisisthetimeto explore...to
discover what theturtlecan dowith thefour commands...
FORWARD, BACK, RIGHT, LEFT.

Goon...giveit atry!
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Learning Turtle Shorthand

The Turtle’s
Pen

24

Now that you know what these commands are and
what they will do, let's make thingseasy. You can type
these commandsin shorthand like this.

FD isthesameas FORWARD

BK iIsthesameas BACK

RT Isthesameas RIGHT

LT iIsthesameas LEFT

CS iIsthesameas CLEARSCREEN
Get theidea?

Good...then let'stry afew. Here'salist of commands.
Some are already donefor you. Why don't you fill in the
blanks. Then typeyour own commandson the computer.

FD 100 RT 120 FD 60 BK 30

LT FD RT BK

So far we've been talking about theturtledrawing all
thetime. Ernestine always has her pen down to draw on
the screen.

But what if you want to movethe turtle without
drawing? What do you do then?

You guessed it...you tell theturtleto pick up the pen.
Try it.
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PENUP or PU
FD 100 RT 90

PENUP or PU PENDOWN or PD

Totell theturtleto start drawing, tell her to put the
pen down.

PENDOWN or PD
FD 50

Awfully smple? Or smply awful?
Don’t think you're going to get off thiseasy! There's
moretoit than that.

In MSW Logo, theturtle can do threethingswith the
pen when it isdown: PAINT, ERASE, and REVERSE.

7~

PENPAINT
Theturtledrawslines.

PENERASE
Theturtle erasesits steps. ”l

=B
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Erasing

26

PENREVERSE

Thiscommand turns
theturtleinto alittle
“troublemaker.” If
there salinein the
turtle’spath, itis
erased. Ifthereisno
ling, theturtledraws
one.

L et’s put these commandsto work.

Did you ever typesomethingyou didn't mean totype?

Weéll, all you haveto doto changeit isto back up and
type over thethingsyou want to change. You can usethe
Backspace key to back up...that’sthe onewith thearrow
pointingtotheleft. That eraseswhat you’vetypeoneletter
at atime. Then typewhat you want to change again.

Or you can usethe DEL etekey. That one eraseswhat
you typed asyou move backwards. Go ahead, giveit atry.
You'll seethe difference.

The other way to eraseisto drag the mouse over the
text you want to change. Drag meansto put thecursor in
front of the section you want to change. Pressand hold the
left mouse button. Then drag the cursor...movethe
mouse... over thewordsto bechanged and releasetheleft
mouse key.

The marked section rever ses color.

Tochangewhat you'vemarked, just start typing. The
mar ked section disappears.
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OK...you know you can er asethingsthat you type. But
what about thingsyou draw? Think about this.

You have just finished a great drawing when you see
alinethat'stoolong. Youdon't wanttostart all over again.
All you want to do iserasethat oneline.

Let'stryit. Draw thisshape.

FD 50
RT 120
FD 50
RT 120
FD 60

Rather than erasetheentiredrawing becausethelast
lineistoo long, just change what the pen isdoing. Since
you want to erase that last line, you just movetheturtle
back over it.

Typethis...
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PENERASE or PE
BACK or BK 60

What happened? Just asimportant, what do you do
now?

If you said to tell the turtleto paint again,
CONGRATULATIONS! Giveyoursdf ahuge Gold
Star...and throw in a double-dip ice cream cone too!

To start drawing again, tell theturtleto PENPAINT.
OK, now type...FD 50

Now what do you see? L ooks better, doesn't it.

Try this... Now try this...
FD 50 RT 90

RT 45 FD 75

FD 75 LT 90

PE FD 100
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BK 75 PD

LT 90 BK 50

Sometimesit’sfuntojust play around on thescreento
seewhat you can do. Other timesitisfuntoplanadrawing
on paper first, and then put it on the screen.

Why not givethat atry?

Rabbit Trail 2. Making a Pencil Turtle

Here'san ideato help you make aturtle drawing on
paper. Let'smakeaturtlefor your pencil. Useonelike
that is shown below or make your own turtle.

To makeyour own...

Using your pencil,
makeadrawingof an
egg on a piece of
heavy paper or
cardboard.
If you're at home,
maybe you could ask
your Mom or your
Dad for help tracing
areal egg.
But be careful, you
don't want egg all
over your drawing.
Hold the egg car efully and then trace around the egg
todraw an oval shape. Thislookslikeaturtleshell,doesn't
it.
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Now put asmall circleinthemiddleof your turtleshell
about the size of your pencil. At thetop of the shell, draw
theturtle'shead. Then draw theturtle'sright legs. Then
draw theturtle'sleft legs. Now you'reready to cut out
your turtle.

Carefully cut out your turtle. Then slidetheturtleup
near thetop of your pencil so you can hold it underneath
theturtle. If it seemstoslidearound too much, useapiece
of cellophane tapeto hold it in place.

There'sawhole bunch of turtleson the next page if
you want to give someto your friends. Just make a copy
of the page or just cut them out.

Ready togo? Makesuretheturtleislookingat thetop
of the paper. Then givethe pencil turtleacommand like...

FD 50

When you want the pencil turtleto turn, turn your
pencil so theturtleisfacing whereyou want to draw your
next line.

RT 90
FD 50
LT 90
FD 50

Get theidea!
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Let’'s Review
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When you want to plan a drawing on paper, your
Pencil Turtlecan help you think about themovestheturtle

will have to make on the screen.

Tohelp you even more, whileyou’'remakingadrawing
on paper, makealist of thecommandsyou giveyour pencil.
Then you can type them on the computer.

You know how to tell the turtleto go FORWARD,
BACK, LEFT,and RIGHT. You can tell toturtletodraw
with the PENUP or the PENDOWN.

Do you remember where HOME is?

What happenswhen you tell the turtle
PENREVERSE?

What about CLEARSCREEN? CLEAN?

OK! Timeto do somemore exploring!
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R it Trail 3. Turtle B I
Everybody likes baseball!
Weéll, just about everybody.

Anyway, you'll find that playing baseball on the
computer can be lots of fun.

Put four small stickersonthescreen. Ifyou don't have
stickers, usetape. Don't pressto hard. You want the
stickersor tapeto stick but you also want to be ableto
unstick them, too.

Can you put theturtle on First Basein no more than
three moves? Good, you're safe.

Now go to Second Basein threemovesor less. Then
goto Third. And now go Home.

Get some friendstogether and see who can run the
basesin the fewest number of moves. To add some more
fun to your game, move the stickersto different spotson
the screen.

Copy the next page onto a sheet of plastic. Then tape
it over the screen. Using thispicture, you don’t need the
stickers.
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Logo Football

Getting Started

If you don't like baseball, why not try L ogo Football.
Logo and Morf live near Dallas, Texas, the home of the
Dallas Cowboys. Sothey’'rereal big football fans.

Here show to play L ogo Football.

Oneteam isthe offense and oneisthe defense. The
team that ison defense must place eleven small stickerson
the screen to stop the offense from getting a touchdown.
They can placethem anywhere on the screen. Only there
must beenough room between thedefensesticker stoallow
the turtleto go through without touching any of the
defensive players.

The defense can also draw their defensive playerson
a piece a clear plastic taped over the screen, using an
erasablemarker. Usethedrawing on the next pageif you
want. When thedefense becomesthe offense, all you have
to do iswipe off the plastic and redraw the defense
wher ever they want it.

Theoffensehasto movetheturtlefrom their goal line
through thedefensetothegoal lineon theother sideof the
screen without touching adefensesticker. Theoffensegets
four downs, or four chancesto makeatouchdown. If they
don’t, they haveto turn the ball over to the defense who
then getstheir chanceto make a touchdown.

L ogo football isalot of fun, especially if you livein a
big football town.

“But what about the extra point?”

“Well, why don’t you make up your own rules about
extra points after the touchdown.”
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Make Up Your Now...why not makeup someadventuresof your own?
Own
Adventures To giveyou an idea, why not draw the letters of your

name. Takealook.

[

There'sall sortsof thingsyou can dream up, I'll bet.
Goon...seewhat you can do!

Learning to Say Good-bye
When you want to leave L ogo,

TypeBYE

A message isdisplayed asking you if you really
want to leave L ogo.

Click on OK.

Don't forget to pressENTER after you typea
command. That'sthe only way theturtlewill know what
to do.

You can also open the File M enu and left-click on Exit
at the bottom of themenu. A messageisdisplayed asking
you if you really want to leave L ogo.

Click on OK.
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Writing Your Own Journal

Asyou explorelL ogo, you'regoingtodiscover all sorts
of things. Thereare spacesin thisbook to writethings.
But it isalso agood idea to haveyour own book whereyou
can writedown ideas and other thingsyou want to
remember.

That’show L ogy did it.
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