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HACKER[originally, someone who makes furniture with an axe] n. 
1. A person who enjoys learning the details of programming 

systems and how to stretch their capabilities, as opposed to 
most users who prefer to learn only the minimum necessary. 

2. One who programs enthusiastically , or who enjoys programming 
rather than just theorizing about programming. 

3. A person capable of appreciating hack value (q.v.). 
4. A person who is good at programming quickly. Not everything 

a hacker produces is a hack.
5. An expert at a particular program, or one who frequently 

does work using it or on it; example: "A SAIL hacker". 
(Definitions 1 to 5 are correlated, and people who fit them 
congregate.)

6. A malicious or inquisitive meddler who tries to discover 
information by poking around. Hence "password hacker", 
"network hacker".

τGuy Steele et al ¢ƘŜ IŀŎƪŜǊΩǎ 5ƛŎǘƛƻƴŀǊȅΣ 1988 



Challenges are the rule

















Expand your horizons







Programs can process and generate
other programs













Learn by reading code
(and studying systems)

that other people have written











730 SUB LOC(E$,H)

770 DATA ASTRONOMIA,BIOLOGIA,GEVGRAFIA,FYSIKH,XHMEIA

780 CALL POSITION(#26,Y,X)

790 R=INT((Y+4)/8)+1 :: C=INT((X+4)/8)+1

800 IF (R>15)OR(R<7)OR(C>23)OR(C<15)THEN H=0 :: SUBEXIT

810 IF (C/2=INT(C/2))OR(R/2=INT(R/2))THEN H=0 :: SUBEXIT

820 CALL MOTION(#26,0,0)

830 CALL SOUND(100,1000,0)

840 CALL DELSPRITE(#26)

850 CALL SPRITE(#26,42,7,R*8-12,C*8-12)

860 CALL MAGNIFY(2)

862 IF P=1 THEN 870

863 RESTORE 770

865 FOR I=1 TO 5 :: READ P$(I):: NEXT I :: P=1

870 E$=P$(INT(R/2)-2):: H=INT(C/2)-6

880 SUBEND

640 SUB WHAT(E$,H)

650 DISPLAY AT(20,4):"EPISTHMH:" :: DISPLAY AT(21,4):"DYSKOLIA:"

660 CALL SPRITE(#26,140,2,32,64)

670 CALL JOYST(1,X,Y)

680 CALL MOTION(#26,05*(Y=+4)-05*(Y=-4),05*(X=-4)-05*(X=+4))

690 CALL KEY(1,RET,STA)

700 IF RET=18 THEN CALL LOC(E$,H)ELSE 670

710 IF H=0 THEN 670 ELSE DISPLAY AT(20,13):E$ :: DISPLAY AT(21,13):STR$(H):: SUB EXIT

720 SUBEND

730 SUB LOC(E$,H)

770 DATA ASTRONOMIA,BIOLOGIA,GEVGRAFIA,FYSIKH,XHMEIA

780 CALL POSITION(#26,Y,X)

790 R=INT((Y+4)/8)+1 :: C=INT((X+4)/8)+1

800 IF (R>15)OR(R<7)OR(C>23)OR(C<15)THEN H=0 :: SUBEXIT

810 IF (C/2=INT(C/2))OR(R/2=INT(R/2))THEN H=0 :: SUBEXIT

820 CALL MOTION(#26,0,0)

830 CALL SOUND(100,1000,0)

840 CALL DELSPRITE(#26)

850 CALL SPRITE(#26,42,7,R*8-12,C*8-12)

860 CALL MAGNIFY(2)

862 IF P=1 THEN 870

863 RESTORE 770

865 FOR I=1 TO 5 :: READ P$(I):: NEXT I :: P=1

870 E$=P$(INT(R/2)-2):: H=INT(C/2)-6

880 SUBEND

890 SUB SCR1

900 DEF CTR$(W$)=SEG$("                ",1,(28-LEN(W$))/2)&W$

910 DISPLAY AT(1,1):CTR$("KOKKINOI GIGANTES")

920 DISPLAY AT(2,1):CTR$("ASPROI NANOI")

930 DISPLAY AT(10,1):CTR$("@ 1983 DIOMHDHS SPINELLHS")

940 DISPLAY AT(23,1):CTR$("PATA ENA KOYMPI")

950 DISPLAY AT(24,1):CTR$("GIA NA ARXISEI")

960 CALL KEY(5,RET,STA):: IF STA=0 THEN 960

970 CALL CLEAR :: CALL SOUND(100,1000,0)

980 SUBEND

990 SUB ACC(N1$,N2$,N3$,N4$)

1000 CALL CLEAR

1010 DISPLAY AT(4,1):"OMADA 1"

1020 ACCEPT AT(5,1)VALIDATE(UALPHA)SIZE(10)BEEP:N1$

1030 ACCEPT AT(6,1)VALIDATE(UALPHA)SIZE(10)BEEP:N2$

1040 DISPLAY AT(8,1):"OMADA 2"

1050 ACCEPT AT(9,1)VALIDATE(UALPHA)SIZE(10)BEEP:N3$

1060 ACCEPT AT(10,1)VALIDATE(UALPHA)SIZE(10)BEEP:N4$

1070 CALL CLEAR

1080 SUBEND

1090 SUB MAIN(N1$,N2$,N3$,N4$,E$,H,W)

1100 CALL CLEAR :: CALL DELSPRITE(ALL):: CALL
CHAR(141,"181818181818181818181818FFFF1818"):: CALL HCHAR(9,1,95,32):: CALL VCHAR(1,15,141,24)

1110 CALL VCHAR(9,15,142)

1120 DISPLAY AT(1,4)SIZE(7):"OMADA 1"

1130 DISPLAY AT(1,19)SIZE(7):"OMADA 2"

1140 DISPLAY AT(3,1)SIZE(2):"1:"

1150 DISPLAY AT(3,3)SIZE(10):N1$

1160 DISPLAY AT(3,16)SIZE(2):"1:"

1170 DISPLAY AT(3,18)SIZE(10):N3$

1180 DISPLAY AT(4,1)SIZE(2):"2:"

1190 DISPLAY AT(4,3)SIZE(10):N2$



Perseverance and discipline
can get you a long way 



Write clear code, even when the environment 
®y^µ-Ëf ¶h¯^ af ^hµ, _yd ,ye







procedure GenerateLabel ( var Line : Linetype ) ;

{Will remove the label from the line and add it to the  symbol table}

begin

ConvertUppercase (Line) ;

If Copy(Line ,1,1 ) <>' ' then {Label exists}

begin

LabelName:= Copy( Copy(Line ,1, Pos( ' ' , Line) - 1) ,1, SymbolLength) ;

CharacterizeSymbol ( LabelName, PC, False , Relocatable , LabelS ) ;

{Labels become valid only after the directive is proved that it does no

change their value i.e. it is not an EQU directive. This is done in the

ObjectProcess procedure}

Line := Copy( Line , Pos( ' ' , Line) , LineLength ) ;

end

else

LabelName:= '$' ; {For no label $ is imlied so it is a nice place holder}

While Copy(line ,1,1 ) =' ' do

Line := Copy(Line ,2, LineLength) ;

end;



Structure your code into small units
Document your code with ample comments



Software development practices

1. Put source code under revision control
2. Perform frequent small commits
3. Cƻƭƭƻǿ ǘƘŜ ƭŀƴƎǳŀƎŜΩǎ ǎǘȅƭŜ ƎǳƛŘŜ
4. Choose precise and consistent identifier names
5. Code in small units
6. Write unit tests
7. Separate concerns in module
8. 5ƻƴΩǘ ǊŜǇŜŀǘ ȅƻǳǊǎŜƭŦ
9. Ensure compliance through continuous integration
10.Release your code as open source software


