10000001 {129) and operate the DE-
POSIT MEXT switch to store this number
at memory location 5. (A2, AQ lit) Then
set 20 through 27 all ta 0 and operate
the DEPOSIT MEXT switch to store the
all-zero number at memory location 6
(A2, AT lit).

7 Store the add instruction at mem-

ory location 7 by setting D0 through
OF for 10000000 (128) and operating
the DEPOSIT MEXT switch. When exe-
cuted, this instruction adds the
number in the accumulator to the
number stored in register B and
places the result in the accumulator
(A2, A1, AO lit).

8 To store the result at address 130,

first store the instruction at memory
location B by setting DO through D7 for
00110010 and operating the pEPOSIT
NEXT switch (A2 lit). Set DO through D7
for 10000010 and operate the DEFOSIT
NEXT switch. The least-significant
eight bits of address 129 are now
stored al memory location 9 (A3, AQ
lit} Set DO through D7 to 0 and oper-
ate the DEPOSIT NEXT switch. The
maost-significant eight bits of address
129 are now stored at memory loca-
tion 10 (A3, A7 lit).

9 A program that adds the contents
of address 128 to the contents of ad-
dress 129 and stores the result in ad-
dress 130 has now been loaded into
the computer. With the use of a
“jump" instruction, you can now
create a program loop that will direct
the computer back to memory loca-
tion 0 and allow repeating this addi-
tion procedure continuously for as
long as desired. Store the jump in-
struction at memory location 11 by
setting D0 through D7 for 11000011
and operating the DEPOSIT NEXT switch
(A3, A1, ADIit). St DO thraugh OF ta 0
and operate the DEPOSIT NEXT switch
twice. The 16-bit address 0 is now
stored at memary locations 12 and 13
(A3, A2, AOD lit).

Before we can run this program, we
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have to load the two numbers we want
added into addresses 128 and 129. For
example, if we wanted to add 12 to 8,
the procedure wauld be as follows:

Set address switches AQ through
A15 for 0000000010000000 (128) and
operate the EXAMINE switch (A7 lit). Set
DO through D7 for binary 12
(00001100} and operate the DEPOSIT
switch (A7 still Iit). Set DO through D7
for binary 8 (00001000} and operate
the DEPOSIT NEXT switch. The binary
numbere for 12and & ara now stored ot
address locations 128 and 129, re-
spectively (A7, AO lit).

Set address switches AQ through

A15 to 0 and operate the EXAMINE
switch {all A LED's are off). Operate
the ARUN switch, and the program will

" pEeGUte at a rate of about 30,000 times

per second. Operate the sTOP switch.
Set the address switches to address
130 (10000010) and operate the
EXAMINE switch. LED's DO through D7
will display the sum of the two num-
bers added, which is 20, in binary for-
mat (00010100),

Basics of Programming. If you
have never done any programming, it
may seem a little mysterious at first,
but the basic ideas of programming
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GLOSSARY OF COMPUTER JARGON

Access time — Time interval between
the instant at which informaticn is called
far storage and the instant at which de-
livery is complete.

Accumulator — Part of the logical-
arithmetic unit of a computer used for
intermediate storage, to form algebraic
sums, or other intermediate opearations.
Address — Label, name, or number
identifying a register, location, or unit
where information Is stored.
Assembler — Transzlates input sym-
bolic codes into machine instructions.
Bit — Abbreviation of binary digit; a
single character in a binary number.
Buffer — Isolating circuit uzed to avoid
reaction of a driven circuit upon its driv-
ing circuit.

Byte — Group of binary digits usually
operated upon as a unit. Usually shorter
than a ward,

Clock — Time-keeping device used to
synchronize the computer.

Data — Eogie slements of infarmatian
which can be processed or produced by
a computer,

Held — Function of retaining informa-
tion in one storage device after transfer-
ring it to another device, in contrast to
clear.

Instruction = Coded program clop
that tells the computer what to do for a
single operation in a program.
Interrupt — Break in the normal flow
of a system or routine such that the

flow can be resumed from that point at
a later time.

Jump — Depart from the normal se-
guence of executing instruction in a
computer (synonymous with branch).
Memory — Storage. Adevice that holds
information that can be extracted at a
later tima.

Processor — Device capable of receiv-
ing data, manipulating it, supplying re-
sults usually of an internally stored pro-
qram.

Programming — Art of reducing the
plan for the solution of a problem to
machine-sensible instructions.
Register — Device for the temporary
storage of one or more words to facili-
tate arithmetical, logical, or transferral
operations.

Stack — Portion of a computer memory
and/iar ragisters used to temporarily hold
information.

Subroutine — Set of instructions in
‘maching eade to direel the 2amputer ta
carry out a well-defined mathematical or
logical operation; a part of a routine.
Word — Set of characters that occupies
one storage location and is treated by
the computeras aunit and is transported
as such. Word lengths are fixed or vari-
able, depending on tho partioular com-
puter being used.

Definitions were sxtractad from “Compoter Digtio-
nary” by Charloa J. Sioal ans Chasies 1 Clagl, suk-
lizhed by Roward W. Sams & Go., e, The Bobbs-
Mareill Co. ime., Mumber 20043, 484 pagas, 5095 fin
Canggda 517951
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