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Top 5 reasons for people to play crosswords
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Challenging Exercises the brain Occupy mind Fun to do To pass time
Reason

https://wordsrated.com/benefits-of-crossword-puzzles/



The Spark of an Idea

How to program the Wordle game in SAS

Programming the Wordle game in 545
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https://communities.sas.com/t5/SAS-Communities-Library/How-to-program-the-Wordle-
game-in-SAS/ta-p/802783

https://github.com/sascommunities/wordle-sas


https://communities.sas.com/t5/SAS-Communities-Library/How-to-program-the-Wordle-game-in-SAS/ta-p/802783
https://communities.sas.com/t5/SAS-Communities-Library/How-to-program-the-Wordle-game-in-SAS/ta-p/802783
https://github.com/sascommunities/wordle-sas

Code v Log Results (1) Output Data (1)

1 %startgame{qualm); 5

2 Hguess(adieu); =

3 %guess(taunt); L

4 ¥guess(fraud); E
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PHEW! Guess 6 of 6

Wordle game by Chris
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Building the Puzzle in SAS: Layout
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Techniques for Building
Word Puzzles in SAS

@1 Chris Hemedinger

SAS Arrays #SASUsers If you were to build the # game in a
Hash Objects SAS program, what technique would you use to check
guesses?

Hash of Hashes (Nested Hash Tables)
SAS Formats hash object in DATA step

PROC IML (Interactive Matrix Language) maitrix in IML
PRX regex functions

arrays in DATA step




Approach:

R

Data-Driven Word Lists
SAS Arrays for Grid Layout
Iterative Loops for Word Placement

Character Manipulation with SAS
Functions

Macro Programming for Dynamic
Puzzles
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[#¢ Crossword game.sas

/* Get word list */
filename words temp;
filename words_ ok temp;

/* Extract Word lists from MIT */

proc http
url="https://www.mit.edu/~ecprice/wordlist.l1eeee"
out=words;

run;

data words;
infile words;
length word $ 25;
input word;

run;

%let wordcount = &sysnobs.;

/* universe of allowed words */
data allowed _words;
set words;
word=upcase(word);
run;

Word List

https://www.mit.edu/~ecprice/wordlist.170000



[#¢ Crossword game.sas

B} *Crotaward game.aas M

CODE LOG RESLLTS

& - HREE B R no ¥ h K @ % H s =
J® Build & Final dataset to display Crotsword Puzzle™y
data crossword;
array cvars {12} $1.:

do w=1 to B /% row ®/f
do inl to dis{cvars): /™ column ®f

i if i=1 and (x»=2) then cvors{i}=substr{Bword?, =-1, 1); J* coll : row2-6 or end of the string?™/
else £f I=2 and x=2 then cvars{i}=substr{lwordl, i, 1); ® cal? 1 rowZ =f

} else if i=3 and w=2 them cvars{ilssubstr{fwordl, i, 1}; /* col¥ : Pow2 #f
elze if i=d and x=2 then cvars{i}=substr{fwordl, &, 1); f¥ cold : row2 f

T’ elea if isd and wed then cvars{ilssubstr{feords, 1, 1); J® cold 1 rowd 9
else if i=§ and x=1 then cvars{i}=substr{fwordl, 5, 1); §* cols @ pow2 Y
elee if im5 and x=d4 then cvars{il}=substr{fuwordS, 2, 1): S ol @ rowd A
else if i=5 and =x=f then cvars{i}=substr{fwords, 1, 1); J® cal5 : rowh *f
else if i=6 and x=2 then cvars{i}=substr(fwordl, &, 1}); f* cole @ rowd o/
else if i=6 and x=d4 then cvars{i}=substr{fwords, 3, 1); f® cole : rowd =f

1. else if i=68 and x=8 then cvars{i}=substr{Bwords, 3, 1); f* colb : rowh ¥
else if i=? and wx»=1 then cvars{i}=substr{Buword3d, =, 1}; /* col? : rowl-7 or end of the stringi®/
else Ef I=8 ard x=2 then cvars{i}=subste{fwordl, B, 1); i* calf 1 rowd *f
else if i=8 and w=4 then cvars{i}=substr{fuords, &, 1); JY colB : Powd S
glsa if i=8 and wsb tham cvars{i}=substr{fwords, 4, 1); /* colE : rowts %/
else if i=% and x=21 then cvars{i}=substr{Swordl, %, 1); J* col® @ row2 &/
else iFf ie9 and wed then cvars{i}=substr{feords, 6, 1): I® colS 1 rowd *)
glie EF =9 and x=6 then cvars{i}=substr{fwords, 5, 1): §® eol9 : rows o
elee iT i=10 and x=2 then cvars{i}esubstr(fwordl, 18, 1); % calll 2 orowd 0
else if i=18 and x=4 then cvars{i}=substr(fwords, 7, 1); f* colle : rowd W)
else if i=i8 and x=@ then cvars{i}=substr{Bucrds, &, 1); /¥ colld @ rowd 9f
glae £F =11 and x=2 then cvars{ilciubstr(Buordl, 11, l}; F* ealll @ row2 ®f

SAS Array and iterative loop for Grid Layout



[#¢ Crossword game.sas

il “Crossword gamesas

COLE LDG RESLATS

£ - R 6H R A D R A B % M om

/® ereate a gridded output to display CrossWord Purzzle *®/;
' X¥macro crosswordPuzzle;
%local statmsg;
dats _null ;
11 length background § 58 message § 48;
1 array c[12] $ 48 cvarsl-cvarsl2;
set crossword{obs=8) endslast;
f® Credit for this approsch goes bte my 585 friemds im Japanl Ly
f®  http:f/sas-tumesas.blogspot .com/2822/83 fwordlesasdo-overhash-iterator-object . html *f
dcl odsout ob ();
ob. layout_gridded {columns: 12, rows; 1, column_gutter: '2mm");
do i=1 to 12;

| f= if char(status,i} = ‘G' then */
il background = "green"; %/
J | eles if {hdr{!utatua,i} = "¥" fhan ®f
e background = “"darkyellow®; */
2|/ else if char{status,i) s 'B" then %/
63 |/ background = “gray™; "/

if e{i} &g " " then
background = “lightgrey";
=1 else if cf{i} eq '_" then backgrownd = "green”;
J else background = “green";

text = cats ("color = white height = lom width = lcm fontsize = B wjust = center background =", background);
270 ob.region (};
x7 ob.table start ();
2 ob.row_start [);
ob.format_cell (data: upcase(c[i]), styvle_attr: text];
lr.'tl:!.rn:m_znd I:]-_:
ob.table_end {);
call missing {background);
end
ob. layout_end {);

Display Crossword puzzle






1. Enhances Programming and Problem-Solving
Skills

* Strengthens logic, algorithms, and debugging
* Improves optimization and efficiency
2. Improves Knowledge of Data Structures and
Algorithms
* Mastery of structures like Trie, Hashmaps, arrays
* String manipulation and word search optimization
3. Boosts Creativity & Innovation
* Custom game design & Ul/UX
B eyo n d P u zz I e S o * Explore Al & Natural Language Processing (NLP)
4. Portfolio & Career Building

* Showcases coding skills for job opportunities

Building Skills

* Monetization potential through game distribution

5. Cross-Platform & Continuous Learning
* Develop for mobile, web, or desktop
* Learn new frameworks, languages, or APIs
6. Community Engagement & Social Impact
* Contribute to open-source projects
* Create educational tools and games
7. Personal Satisfaction & Fun

* Combines creativity and technical learning

* Rewarding and engaging project




“Play is the highest form of research.”

— Unknown

Building games isn’t just fun; it’s a hands-on, creative way to
learn and grow.



BASE SAS vs CASL
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Modernizing Analytics: A Head- s emen o v e v s v v et

to-Head Battle Between BASE
SAS and CASL in SAS Viya

|CAS|.(C!oud)

CASL 2 powerful language for runeing 1. satement based lnguage

actons n CAS. 2. case inzengitive Bnguage
1 wrpting anguage with the

< rr— CASL s designed to leverage the o e

The Mazro Byt B s

123 Liks Sz SAS Witk

e

and scalabiity for modern anaytics
tasks.

2 3 4 >
CASL (Cloud Analytic Services Language) BASE SAS vs CASL
Use Cases of CASL = L Base SAS vs CASL
6 7 8 9 * 10 *
Thank You!
11 * 12 * 13

https://communities.sas.com/t5/SAS-Community-Nordic/FANS-nettverksm%C3%B8te-SAS-Data-Engineering-programmering-data/td-p/930400
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