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FOR THE

Memotech
MTX SERIES

«

MEMOTALK

Speech synthesiser. You may use
it when programming, e.g. place
speech comments on errors. &-95

A demotape is included.

Prices
include

VAT
AVAILABLE DIRECT FROM GENPAT POSTAGE PAID.

REQUIRES EXTERNAL AMPLIFIER OR HI-FI. PLUGS INTO THE LEFT HAND SIDE OF THE COMPUTER. COMPLETE WITH
DEMONSTRATION TAPE AND INSTRUCTIONS.

MEMOPAD 15 PUBLISHED BY SYNTAXsoft FOR THE MEMOTECH USER GROUP
UNIT 109,GLENFIELD PARK, GLENFIELD ROAD, NELSON BBR9 BAR
TELIFEPHONE : 0282 698849
COVER PRICFE £1.25. MEMOPAD 1S COPYRIGHT SYNTAXsoft 1985

AVAILARLE RY SUBRSCRIPTION ONIY.
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Sitting here,on the beach,l am trying to find some logic as to why the home computer
market is bent on its own self-destruction.

Amstrad have really put the cat among the pigeons, so to speak, with their launch of the
totally unexpected CPC6128 computer.They have also managed to make enemies out of a great
many of their users (people who bought the 664 ) by launching this new computer. It is
accepted, within the trade, that once development costs have been recouped, prices of the
computer drop but the 664 is only a few months old and many purchasers were lulled into a
sense of false security by this fact and went ahead with their purchase only to be told, a
couple of months later, that their purchase is out of date, deceased, defunct, dead, and
will not be supported. A really nice gesture by the Company. Having said all this,
Amstrad have succeeded in baffling other manufacturers who are now panic-stricken and are
trying to find ways of reducing their costs to the end user,

This is where the trouble starts. From the lst October Memotech are selling the MTX 500
for £89, the 512 is to retail at £129 and most of the peripherals have been reduced by
massive amounts. Following Memotech, Tatung have reduced the Einstein by another £100.
Now, what happens to the new Commadore 12B and the recently launched Atari 7 The crafty
prospective purchaser will decide to hang on until the inevitable price reduction. But
what happens to the recouping of development costs ? The initial rush of sales doesn't
happen and the companies are left with the choice of reducing their prices to create more
sales or trying to battle through ..... their decision is obvious and thus the industry
starts to act like a program that never exits from a faulty FOR NEXT LOOP !!

Nobody needs to consult OLD MOORE'S ALMANAC to forecast what is going to happen,
regardless of 16- bit, 32- bit or mega-bit , unless manufacturers get their act together.

Which brings me very nicely to the Amateur Dramatic Society down at Witney. Memotech have
now a very nice machine, one of the best, at a price that makes the decision between
buying a piece of plastic, now doomed to be used as the emblems on the front of (C5's,
totally one sided. However, after talking to the producers it seems that the show will go
on the road without the star getting its rightful billing !

This situation (tragedy) cannot be allowed to happen ! | must, therefore, ask for your
help. We shall be advertising,in the most popular press, a package which will hopefully
attract the Spectrum User, who wants to move up, and thus aim at a vast market. Next
month we want to offer you an incentive for selling a Memotech to your friends. We shall
offer you a £20 voucher for every MTX 512 you sell at £129.00. We all know what a good
machine the Memotech is ...... let's all have ago at being salesmen/women !!!!
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Disappointed with software quality “!

Why settle for second best 7

software which the MTX so richly deserves.

This is because MEGASTAR GAMES are

produced with more effort and dedication than any of our
competition. The results are truly outstanding-with titles

such as Son of Pete and Sepulcri Scelerati.

Other titles available are:

Rolla Bearing, Obliteration Zone, Crystal,

Why not send off for a

PIRER software catalogue.

Qogo-2, Escape from Zarkos, Ka rate King,

Downstream Danger, S.M.G, Chamberoids,

Fathoms Deep, Surface Scanner, Drive Cee/5

A

MEGASTAR only produce very excellent & addictive |

*MEGASTAR GAMES

L

Avenue 1. Unit 31, Station Lane Industrial Estate. Witney,
d"_ OXON 0X8 6BX. 2

v

—— =

4



memopad YoL 0010 NURBER |

PREDIEWS  u=cazvsm
The WTX Comes Of Age!?

BRILLIANT | Is the only way to describe the latest set of software due for
release from MEGASTAR.

WARNING *** The following are short reviews of pre-release samples. They are a personal
opinion from Tim Marstian but rather than wait to bring you the news we asked Tim to come
into Memopad and play with them and write short resumes on the programs. THEY ARE NOT
RELEASED YET! PLEASE DO NOT ORDER UNLESS YOU ARE PREPARED TO WAIT. Megastar expect to

have the first bnatch to us within the next four weeks. Don't worry you will be the first
to have them !

We have all been impressed with this batch of software, and 1 am personally over the moon
with the sound on ROLLER BEARING. Andrew Key seems to have, at last, matured and with the
release of SMG he is entitled to call himself a programmer.

PTCL L,

The aim of the game is to collect all of the jewels to make Bert change from a bee to a human again.
He is trapped in a maze of underground caverns and tunnels underneath his home., The screens are
extremely well drawn and show a great deal of imagination., One nice feature is that when your bee
touches water, he transforms into a fish! You may then swim underwater to collect any submerged jewels
etc. To change back to a bee, the fish must jump out of the water and touch a small bee.
Unfortunately, this usually results in the fish landing on the ground and dying very rapidly.

The graphics and sound are first class. While the program is loading, an impressive screen is
displayed informing us of the author, title of program etc. As soon as the program loads, the title
screen appears. This scrolls the instructions across the screen whilst playing music. To begin the
game, simply press the fire button.

Your bee is fairly difficult to manoevre at first, although after a while it becomes easier. At the
bottom of the screen are the score, high score, lives remaining and the emergy left. Almost everything
is potentially lethal to the touch. The exceptions are cherries (they increase your enerqy) and water

{changes you into a Fish). You may rest at one or two locations. The most obvious being the Lree from
where you beqgin.

This game is destined to become a classic on the Memotechl

;% Obliteration Zone
% reviewed by
% T. Marstian

Although Obliteration Zone is quite a good game, it does not reach the standard set by Nounst.ream
Danger. When loaded, the title screen and instructions are displayed. The object of the game is Lo
neutralize the power nodes without being ebliterated, hence the name of the game. I you manage to
complete this awesome task, you will advance to the next sheet. There are four different types of
nasties, all of which perform different functions, For example, gamma tracers are harmless, but they
drop bombs that qive of f lethal radiation.

The multiroloured graphics are too small for my liking, The "maze" effect is created by mumerous
coloured blocks arranged in order on the screen. Also, random blocks are generated causing the maze to
be more difficullt to negotiate. The control is quite easy using a joystick, although there isn't A
facility to redefine keys for non- joystick owners.

Unfortunately, although quite a good game, Obliteration Zone isn't anything spectacular.
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The aim of this game is to move your ball to a waving flag, for which you receive a borus. There are
numercus things to help and hinder you. e.g. springs, magnets, loony lifts, acid dust clouds, acid rain
drops, hyperactive reedles, barmy blow pipes etc...

The most amazing feature of the program is the music. It reproduces realistic cymbals, drums and other

musical intruments and must surely surpass all other programs (perhaps even other computers) with the
effects.

The first phase is fairly easy to play, but after this is completed, hazards appear causing later
phases to become extremely difficult

One of features on the mernu is a demonstration of the first phase which helps a newcomer to the game,
It is a very slow demonstration making you wait before you play the game as there is no way of exiting
from the demonstration.

Control of the game is by the joystick (arrow keys if no joystick). The ball's movement is fairly slow
like when the ball is moving up a slope, but moves a slight bit Faster when golng down the slope.

Lot's of features make this an intbraatim gane, The music adds greatly to the enjoyment.

reviewed by

usCASTHR ...

L

T. Marstian

The object of this game is to run over hedgehogs in your Cee-5. You control the Cee-5 wusing the
joystick or cursor keys. The screens, taking the form of a town comprised of trees, buildings, houses

etc., are varied and numerous.
The "nasties" take the form of other road users recklessly travelling the roads on penny farthings etc.
Movement from screen to screen is achieved by driving off the side of the current screen. The sound

effects are reasonable but unspectacular. The graphics are gquite large and varied . A nice feature of
the game is an ambulance that drives onto the screen when you are killed.

My review copy doesn't have a loading screen although I am assured that the final version will have.

A nice geme but I think it may become less interesting after prolonged usage.

reviewad by
T. Marstian

SO, LT

Unfortunately, my review copy didn't contain any instructions. Undeterred, I loaded the progrem into
my computer. To my surprise, it is a three dimensional "maze" game in which you control a vehicle of
soma kind. The view is from above and to the side of tha vehicle. The effect ls similar to Alien A
from Ultimate (on the Spectrum). The vehicle is capable of jumping onto various blocks and platforms
ir order to negotiate the obstacles. In various places there are holes in the floor which you may
travel down. To move from screen to screen, you simply pass through an archway or window. Everything
appears to be three dimensional, including the few "nastles™ I discovered. They seemed to be
travelling In defined patterns with the apparent intention of preventing your access Into wvarious
locations.

The graphics are excellent throughout the game. Control is quite easy, thanks to the redefine key
function, although negotiating certaln obstacles is tricky. The sound is falrly good but it is perhaps
limited by the amount of memory avallable due to the rumerous graphlcs.

The geame is addictive in a way because certain problems require mumerous attemps to complete.

Tha best game yet from Chris Sewyer
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This is & messive geme in which you must guide your large character around a scrolling maze. This is
certainly an original game for the Memotech. The graphics are large snd clear and the scrolling is
relatively smooth. If you move your character towards the edge of the display, the whole screen
scrolls across sccordingly.

Objects include plick axes, knives and keys. Pick axes are used to tunnel through walls, but
unfortunately they don't last for very long. There are bags of gold scattered around the maze which
must be collected to finish the game. There are 50 bags in alll

My version only works on the MTX512, although a 500 version will be available soon. The computer plays -~

many different tunes while playing the game. The volume of the music can be turned up and down to
enable you to hear the sound effects.

Control 1s very easy both with the joystick and keys. There are various means of quickly travelling
around the maze. The most obvious being long ropes to climb up or down. You may drop off ledges stc,.
without damege if you land on a mattress (even a distance covering more than one screen).

The game is addictive due to the size of the maze and the many interesting features.

This seems to be the best geme from Andrew Key at the present.

MECAST %R 1

T. Marstian
This is the latest version of Scramble on the Memotech. The graphics are first class meking it the
best yet. The aim of the game is to control your spaceship while dropping bowmbs on fuel dumps below
and firing st the launching missiles. Your fuel goes down very quickly but if you hit a fuel dump with

gither a bomb or rapld fire your fuel goes up. There are different levels to be completed such as
after the first level you enter s tunel with different nasties to do battle with.

Control is by joystick or keyboard. With the keyboard you are sble to choose your own keys to your
adventage. I found the keyboard hard to control the ship but I would expect the joystick to be essler.

The title music is very good indeed and the sound effects are also very good.
This is the ultimete Scramble and is destined to become ancther bestseller for Megastar.

ASTES S,

T. Marstian

Crystal is a maze game with B levels and 2048 rooms. The aim of the game is to collect all 8 pleces of
a magic crystal and take them to the upper left corner of the bottom level. To try and prevent you
from completing your task there are ghosts and guards. Hidden in the maze are things that will ald you
in finding the pieces of the crystal and protect you from the ghosts. These are things like shields,
swords, food and wound remedies.

One complaint I have is that some of the monsters are virtually the same colour as the background sre

almost impossible to see.

The music is good but after playing the game for a long time it tends to snmoy and there doesn't seem
to be any way of turning the music off.

I enjoyed playing the game and would recommend it to anyone who likes playing maze games.

Dne or two points in the program reduce the playsbility of the game.

2. 8.8.8.1
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USER BASIC  SYNTAXsog#

LWL i . e | e

150 REM Set up USER system variables & 390 USER CALL_TESTIMUVE
140 REM ensure code saves to tape. 400 IF MOVE=FALSE THEN USER CALL_BADMOVE: US.
L T R e e e e 410 USER CALL_STOREMOVE
{0 LET 77=USR(S%392) 420 USER CALL_MOVEDISC
190 USER POKE #FA92,HETFF 430 USER UNTIL_FINISHED=TRUE
200 REM=—=—===—m——ss e e cee e e - —— —s s ——— 440 USER CALL_FLAYAGAIN
=210 REM Dim. all arrays before the 450 IF POS>4 THEMN USER JUMF_FPLAYROUND
220 REM USER BASIC command. 460 USER FOKE #FA%1,%10100000
20 REM=—======———————m e ———— 470 USER VAR
240 DIM DIBC$(B,17),DPOS(3) ,FOST(3,B) 480 STOP
250 USER BASIC 490 REM-——-—=—-—-=—=——=- I —————
260 USER CALL_INITVARS S00 REM Fost to move from.
270 USER CALL_INSTRUCTIONS A T i i e e e - - i i o -
280 USER CALL_VSSCREEN 520 USER A@FROMFOST
2600 REM--——-—=—=mmmm e mm e S ——— %X0 COLOUR ©,5: COLOUR 1,15
00 REM Main program loop. =40 CSR 0,22: PRINT BLK$(1,20)
310 REM——=mmmmm = mm o m oo oo S50 CSR 2,221 PRINT “FROM.."
320 USER AFLAYRDOUND 560 USER CALL _INCTIME
T30 UBER CaALL_NUMDISCS 570 LET FF=KEY
340 CLOCE “OO0000" S80 RETURN
350 USER REFEAT 590 REM-=--—cccccccccccccccccaccanea e ===
T40 USER @FROMTOD &00 REM FPost to move to.
PR o, [ —————————————— R

170 USER CALL_FROMPOST

IB0 USER CALL_TOFOST &20 USER @TOFOST

~ 77 PRINT ~

Notice anything unusual about the above program ? It is written in USER BASIC. This is the very
latest utility to be produced for the MTX. There are three versions of this program MTX SDX500
&SDX512. The MTX version occupies no user space and the complete ram is available to the
programmer. The disc versions, because of the way the interface is designed, are stored in ram as a
Basic line.

There are over 20 extra commands available when you load this utility and what impressed me about
the program was the fact that you don't have to have USER _BASIC to run a program written in the
dialect as the core image run-time module is saved with the program,

After loading the program a simple USER BASIC will hand control over to the new utility. USER CALL
<LINE NAME> is a very useful command and allows you to program in a similar manner to BBC Basic by
having the facility to call the line by name rather than by line number.

USER REPEAT linked with USER UNTIL <expression = > & USER WHILE, USER ENDW fi1l in some of the
blanks sadly missed in standard MTX Basic. They allow very powerful condition testing.

USER INSTR SUB$,MAIN$ is one of my favourites. This allows you to find the first occurance of one
string in another: LET X$= "TILE":USER INSTR_ “L" X$ WILL RETURN POS = 3. The variable P05 is
automatically set up by USER BASIC and will be = to 0 if the substring does not appear in the main
string.

USER SHAPE_X,Y,N,<string> is a graphic command that will allow a lot of experimentation and allows
you to draw complex shapes by holding the information in a string. Ex Oric users will remeber a
command similar to this. Also PENUP, PENDOWN can be incorporated within the command string.

USER VAR is one of the many debugging aids that allows you to list all variable names, used within
a program, along with their values.

Because I have only been allowed a certain amount of space, it is impossible to do this program full
justice. Perhaps the ED will allow me further space to discuss this utility in more depth.

This is deftpite1y a must for any one wishing to have very useful extra commands at their finger
tips, and should the Rom ewer get re-written, this utility is a must for inclusion.

Dr. B. Sandiford.
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KEYBORRD KAFERS

peief Knaggs.

MTY KEYBOARD MAPPING

OUTPUT TO
PMRT 5 [NPUT FROM PORT S INPUT FROM PORT &
BIMARY | WEX 0 1 2 3 4 5 6 7 ‘ 0 1
e S — [ —— e S — ——— p—
1110 | fo ! "t |3 )’ (1) . -1 | 8|7 9
< ESC 8s
11111110 | FE ] 2 |3 o] s 6| 7 8|3 ol - =- 1™ EOL | PAG loax| |rs | P
e s | < |
1111011 | re . Cluml [ 5] ‘|6
cTRy 0 W E R|T v|v 1|0 P ]
1110111 | £7 9 [ |Fe0 t e e o] |ea | re
1101111 | er |CAP il I ) 3|2
L 5|0 Fl& M| J E|L RET
1ol | pF [LEK N | - | wom 7| R
f— — |
10111111 BF |5H F 3 7 ¢ 1] . |®ET 5P
1 | C | B Nl M —
IFT e
onaniny | 7F .| - o = ms| |4 Jas BARY | ra | ra
WE: TOP NUMBER FOR LEFT CHARACTER
) KEY PRESS INDICATED BY RESETTING BIT SHOWN T (5),FE
BOTTOM WUMBER FOR RIGHT CHARACTER :';T"a‘ :3

JR I, BREAE KEY PRESSED

PEEKing the MTX Keyboard

In the second edition of MEMOPAD we gave you some ideas of how the MTX Keyboard works. During the
recent months we have had lots of queries as to how the MTX is scanned, and with this in mind we asked
our old mate Peter Knaggs to go into some depth on the subject. Here are his findings.

THE DEFINITION OF PORTS 5 AND 6 ARE GIVEN AS FOLLOWS:

ouT (5),d This latched port provides the B drive lines of an B x 10 keyboard matrix.
IN (5),d This port is used to read the least significant 8 bits from the ten bit sense line of the 8
x 10 keyboard matrix.

IN (B),d This port is used to read in the two most significant sense lines of the 8 x 10 keyboard
matrix.

The keyboard is divided into 8 sections. Each section contains 10 keys. The Sherlock Holmes amongst
you will notice that this means that the keyboard is capable of responding to 80 keys as opposed to
the 77 (not including the Reset keys) that have been provided. An OUT to Port 5 will select which
line or section you wish to examine. An IN from Port 5 will give the first B8 keys on the selected
section while an IN from Port 6 will give the remaining 2 keys of the section.

SELECTING A SECTION

To select a section you will need to output a value to Port 5. This value must be calculated in binary
and then converted to decimal (for Basic) or hex (for Machine Code). For all the sections you do not
wish to access the bits must be set to 1, whilst for the section you wish to access the bit must be set
to 0 - remember that the MTX Keyboard works back to front.

Binary Decimal Hex
Bit T6543210
117111110 254 FE -Access Section O
11111101 253 FD -Access Section 1
11111011 251 FB -Access Section 2
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You could access more. than one section if you chose but this would only lead to confusion so I stick to
the simple method until you get to grips with the idea.

TO TEST A KEY

To test for a key press you must perform an IN from Port S, and this will give the first 8 keys. If a
key is pressed then the bit will be a O (nought) as opposed to a 1 for a key that is not pressed. If
each bit is 1 then no key has been pressed and you must then look at the first two bits of Port 5 or
the Ffurther 2 keys of the 10 per section. The coding for this proves quite difficult, if not
impossible in Basic. This is due to the lack of Logical AND & OR statements. However, it is much
simpler in machine code and I see no reason why this short program can not be written and called as a

sub routine from your Basic program.

Example:
To test if the user was pressing the Break key for example would need the code:

BRKEY: LD A,#fE s Select section O
outT (5),A + Tell the Keyboard about it
IN A,(B) s Get the last 2 keys
BIT D,A t Is BRK pressed ?
RET s Exit Subroutine

This routine will return Z if BRK was pressed or NI if not.

To make life simpler I have drawn up the following table. Out put the Top Number for the Left—hand

‘keys and the Bottom number for the Right hand keys.

i.e; Output of FD will set the keys : ESC 24 6§80TEol B5F3
Whilst FE will set: 1 35789 -\ Page Brk F1

if you wish to explore this matter further then I suggest that you type in the following coding. You
will have to place the correct value at memory location 4009 (8008 for MTX 500's) for the output and
you will have to use the reset keys to exit from the program - the reset keys are not detectable on the

keyboard.

10 CODE

4007 DI 3+ Stop Rom Keyboard scanning

4008 LD A,¥FE s+ Select Keyboard Section/Line

400A outT  (5),A + Tell the Keyboard about it

400C LOOP: RST 10

4000 DB 26 * Home the Cursor

400E IN A,(B) s Input the top 2 keys

4010 AND 3 3 Strip off KB Configuration bits
am2 CALL BYTE s Display the byte in binary

4015 IN R,(5) + Input to bottom 8 keys

4am7 CALL BYTE s Display the byte in binary

401A JR LOOP + Repeat it all again until RESET
401C BYTE L0 8,8 t Set bit counter

401E  BLODP  RLC A s Move byte left one N
4020 PUSH AF 3 Save result EXE\
4021 AND 1 s Strip down to 1 or O

4023 ADD A,"0" ¢ Add ASCII "0" to result §
4025 RST 28

4026 DB #AC ¢+ Print character in A

4027 POP AF : Recover A

4028 DINZ BLOOP ;s Repeat for all of byte

402n RET

Symbolst

LOooP 400C BYTE 401C

BLOOP 401E

e !

B
e
= o
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FORCJT anolther view synTAXsop?

Have you ever looked for a language which would give you the ease of use of a high level language, the
abiliity to manipulate all of the machine resources that assembly language does, the speed of machine
code and yet be compact enough that you could fit it in an interactive compiler, assembler, text editor
and disc operating sytem all within 5 to 6 K bytes? You have? then look no further, FORTH will give
you all this and much more. FORTH is a different approach to the problem of communicating with
computers. It is an English like language whose elements are verbs, nouns and defining words. \Verbs
cause a sequence of computer operations to occur, nouns are the objects operated upon and defining
words cause new words to be defimed in terms of previously defined ones, or in terms of machine code.
Complex operations, for example a word processor, would be defined in terms of less complex tasks,
moving characters in memory, displaying characters on the screen etc., those tasks themselues are
defined in terms of more basic words and so on until the final words are defined in terme of machine
code. This gives you the programmer a great advantage as at every stage in the program development it
is possible to check for correct operation simply by typing the name of the word on your keyboard.

MTX FORTH is an implementation of the full, or very nearly so, F.I.G. standard with revisions as
specified by F.I.G. This gives you a better start than several other versions as you know exactly what
words have been initially defined. Any extensions to the standard are to drive the MTX graphics and
sound. What you get for your money is the normal interpreter/compliler and a text editor, quite often
the editor is supplied on tape and you have to load it from tape prior to using it, having it in ram is
a very nice touch. The editor is simplicity to use once you get used to it, as with everything in
FORTH it's different if all you have been using is BASIC. The editor allows you to create screens of
FORTH program, currently five in all each capable of holding fifteen lines of 64 characters i.e.
roughly 1 K byte of FORTH. This might not seem a lot but believe me (using the same kind of sales hype
that a certain gentleman from Cambridge used) 1 K byte of FORTH code is worth at least 3 or 4 K bytes
of BASIC !! The reason for only implementing five screens is a trade off between the number of screens
used in the editor and the amount of ram available for the compiled definitions. It is possible to
implement more screens and I am led to believe that more screens are to be implemented in the near
future.

FORTH is fast as stated in the last issue of MEMOPAD a DO LOOP containing no definitions just executed
as a wait loop will take some 2.5 seconds in FORTH to complete 30000 passes through the loop, the same
loop in BASIC takes about 33 seconds. I recently coded a definition to find prime numbers, the first
set of primes up to 100 took 5 seconds in FORTH, I haven't the heart to code it in BASIC!

The manual supplied is really just the standard F.I.G. definitions there are a couple of omissions in
the manual of words that are actually defined, e.g. WARM WHERE LOADT CURRENT 7?TERMINAL however most
of these have been defined in the series of articles in MEMOPAD, I'm sure this will be rectified in
future copies of the manual. As Keith himself said in the articles the manual is not intended to
teach you FORTH programming, merely to serve as a reference text to those who know FORTH. For those
new to FORTH it would be advisable to pick up one of the many good books on FORTH, I would recommend
STARTING FORTH by Leo Brodie of FORTH Inc. The book is a little expensive but it takes you from knowing
nothing about the language to a considerable proficiency in a light hearted and easy to follow manner,
and there's lots of examples and programs to try which build up your confidence.

All in all I would recommend this version of FORTH very highly, it gives the average MTX owner another
powerful language at a realistic price and opens up a whole new dimension of programming to those who
try it. I would give a warning though, those who learn FORTH rarely want to return to BASIC. ¢

Dear Keith,

Thanks for the copy of FIG FORTHy I think you're on to a winner

with this one, at least I hope you are. Well here's the review r##,a—

I must say I'm impressed that Keith has implemented virtually the \Q.-‘(

full FIG specification a Ilot of the others that have been

produced have not done so or have mixed wvarious different i e
revisions of the specificaton so that you don’t know what is

actually defined and what isn't anyway I like it a lot !! Terry Trotter,

1
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BASIC GRAPHICS Pt 5 Miled Cud

MICHAEL, CARRIES ON FROM WHERE HE LEFT CFF IN LAST MONTHS EDITION WITH AN EXPLANATION OF THE GAME &
FURTHER ROUTINES TO FIRE THE BULLETS AND GENERALLY TIDY UP THE PROGRAM.

Lines 1000 to 1060 check the key pressed and adjust the coordinates accordingly. If the plane goes off
the right of the screen, then it is taken back to the left of the screen. If the space bar is pressed
and a missile is not already on, then the missile coordinates are set and the missile flag is set.

Line 2000 to 2120 move the missile if necessary. They also check if the missile has hit the tank (it
will have the same coordinates) and adjusts the score if so. The missile will also "wrap" around the
screen if it trawvels off the side.

Let's move on now and write the routine to move the tank and fire its bullets.

95 LET TX=31:LET TC=130:LET TM=0:LET BC=133:LET TF=0:LET BX=0:LET BY=0
98 CSR 0,0:PRINT "SCORE: 0O":CSR 20,0:PRINT "LIVES: 3"

130 GOSUB 3000

3000 LET TX1=TX-1:LET TC=TC#+1

3010 IF TC=133 THEN LET TC=130

3020 IF TX1=-1 THEN LET TX1=31

3030 CSR TX,23sPRINT " "3:CSR TX1,23:PRINT CHR$(TC);
3040 LET TX=TX1

3050 IF TF=1 THEN RETURN

3060 LET BX=22:LET BY=TY:LET TF=1:RETURN

The tark movement routine situated between 3000 and 3060 guite simply adds one to the current character
pattern, resets the pattern if at the end of the animation cycle, moves the tank and fires "if

necessary. The only section we need to write now is the bullet movement routine. Add these lines to
the program:-

g7 LET LV=3

140 GDSUB 4000

4000 IF TF=0 THEN PAUSE 100:RETURN

4010 LET BC=BC+1:IF BC=135 THEN LET BC=133

4020 LET BX1=BX-1:LET BY1=BY-1

4030 IF BX1=0 THEN LET BX1=31

4040 IF BY1=0 THEN CSR BX,BY:PRINT " ";:LET TF=0:RETURN
4050 IF BX1<>PX OR BY1<>PY THEN GOTO 4070

4060 LET LV=LV-1:CSR PX,PY:PRINT " "s:CSR BX,BY:PRINT " "3:LET PX=1:LET PY=1:LET BY1=0:GOTO 4040
4070 CSR BX,BY:PRINT "™ ";sCSR BX1,BY1:PRINT CHR$(BC);
4080 LET BX=BX1:LET BY=BY1:RETURN

To tidy up the program, add these lines as well:-

150 CSR 3,6:PRINT SC
160 CSR 26,0:PRINT LV

170 IF LU=0 THEN GOTO 210

210 LET A$="GAME OVER"

220 FOR F=1 TO LEN (A$)

230 CSR 104F,12

240 PRINT MID$(A$,F,1)3;CHRS(136)
250 PAUSE 500

260 NEXT F

12
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270 CSR 104F,12:PRINT " "

280 CSR 5,14:PRINT "DO YOU WANT ANOTHER GO?"
290 LET KEY$=INKEY$

300 IF KEY$="Y" THEN RUN

310 IF KEY$<"N" THEN GOTO 290

320 STOP

The game has been included to allow you to develop it thereby becoming more familiar with your machine.
One abvious addition is sound. I haven't used any sound at all for the simple reason that we are not
running a sound article! Also, improved logic can be added enabling the tank to actually hit you! In
short, I have provided the skeleton program for you to develop. Any GOSUB's to your own Troutines
should be placed between lines 100 and 200. Your routines must end with a RETURN statement otherwise
the whole program will malfunction after a short time. Anyway, whatever you try, be sure to have fun! ¥

ACCESS “PRESTEL” WITH A MEMOTECH !

JARD SPEED-SPLITTER BOARD JARO VIEWDATA SOFTWARE CASSETTE

§ Allows 'split-speed’ operatign of NTX channel A lie 1200/75 Available for all NTX machines (specify) - £7.95 (no discount)

"user', or 75/1200 "reverse Prestel’ or "host’) Turn your Mesotech cemputer inte a monochrome (black on cyan)
¥ Cospletely transparent to normal NTX operation, requires mo  1200/75 (VZ1] viewdata teraimal:

alteration to any existing software ("off' at power-up) ¥ Full viewdata character set including contiquous/seperated
$ Software control via output port 7 (uncommitted PIO) graphics, cursor on/uff and addressing from host, k flash
% Fits inside lid of WTX casing - does not prevent fitting of 1} Viewdata keypad with 'asterisk’ and 'hash’ keys

any WTX add-on boards, e.9. exira mesory, etc. I Seven page internal frame store with page number in cursor

BOARD ONLY - 1 solder conmection to RS232 required: £13.00 ¥ Page print via parallel (Ceatronics) port (Epson codes)
BOARD FITTED TD RS232 BOARD - no soldering required: £77.65 § 16 prograsmable keys for frequently used frawes or user-id
If the *Demon Electronics’ modem is used, in addition:
15% DISCOUNT for Genpat Members: Board £12.75, Board/RS232 £66 ¥ Up to B autodial telephone numbers and keypad dialling
[ (Requires Jaro Speed-splitter Board, RS232 board and woden)
Poth options include lead and pasy-to-follow instructions. The MNote: The following viewdata features cannol be implesented on
speed-splitter can be easily installed by the user without any the cassette version of JaroViewdata due to limitations of the
technical knowledge at all in under 30 minutes. HT: Video Ei:p{lrlﬂrn:!ssnr: colour attributes, double height,
and conceale XL,

-------------------------------------------------------------- Overseas customers - Orders from other countries are welcome,
but please note that an extra postage/insurance surcharge must
be added for some orders/destinations - For exact guote please
send 2 IRCs with your requiresents for prompt reply.

---------------

e ———— TR --———d-----'——-----—-l-------d-l------—r-l-

We hope to release a FULL COLOUR/FULL FUNCTION disc version of
the Jaro Viewdata program shortly. Features will include:

¥ Full colour, text and graphicsi

§ Store page to disc and view whilst offline;

§ Offline preparation of graphics or text strings for sendingi
I Menu-driven user interface to programj

t Etc., etc.

Order either from the address below or from Genpat. Only order
at discount prices if you quote your current Genpat membership
nusber. 1f ordering frem Jaro, enclose cheque/PO, wade payable
to Jaro Computer Services, and MENTION MACHINE 1512,500,RS128)

Details of prices and availability should be announced in this
magazine next month. Due to long delays in supply of the Demon
V.21/V.23 woden, for which the cassette software was specially
written, versions of the disc software for use with different
andens may become available, eg Tandata Tall0, Miracle WS2000.
STOP PRESS - Genpat now recommends the PACE NIGHTINGALE noden;
Disc version for PACE wodem + autodial card for Ist release 4

JARO COMPUTER SERVICES

4 Finnart Close Weybridge Surrey KT13 BQE
Tel: Weybridge (0932) 57398
Prestel Mailbox 019995085

W
}mﬁl

MTX S512, Good condition, Boxed, withi-

Printer Lead, EDASM, Colossal Adventure
Pot Hole Pete, Super Minefield, Blobbo,

Draughts, Toado. Z80 Programming book,

and some data sheets on CTC, etc.
Contact: G.J.Ratcliftfe

A5 Hermitage Road, Mannamead, Plymouth.
Devon. Sorry no ’phone.

£170 ono.
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%@) Written by Marls jones
Adapted for the MTX by

P72

1250 RAND usﬂtuém]

4704 PARAB: DS 20 1260 POME FIGNOD,2
47T1A PARAS: 05 20 1270 RAND USAR({DEMD)
4T PARAID: D5 20 1300 FOR F=5 TD 95 STEP 10 2150 GOSUE 500
4740 PARAT1: DS 20 1310 POKE DEMO+1,F 2160 V5 43 CLS
4754 PARA 21 DS 20 1320 RAND USR(DEMOD) 2200 POKE PARAM+19,255: REM STFLG
4768 PARAY Y DS 20 1330 MEXT 2210 RAND USR(17421): REM DRAY
477C PARATAT DS 20 1350 LET FIG=D 2220 0sl
4790 PARATS: DS 20 1360 FOR X=1 TO 360 STEP 10 2230 STOP
47A4 PARAIGT DS 20 1370 POKE PARAMD4O, X 3000 DATA 0,0,0,1,255,0,1,255,191,1,0,191,1,0,0,255
4THE ENDPARA NOP 1380 POKE PARAMO+T,X/4
&Ta9 NOP 1390 GOSUB 1800
a4 TEA NP 1400 NEXT
& THR RET 1410 LS
1420 FOR X=0 TO 200 STEP 5 .(
Symbolag 1430 POEE PARAMD.T, X \
CODRDABA TREMLP4ABA 1440 POKE PARAMO+1 3,2
DF CRADAAF BLIMPDA S04 1450 GOSUB 1300
COMPTAAEF STMPTAAEC 1460 NEXT
INCRADAAE 1NUMBAG 29 1470 FOR X=0 TO 358 STEP 10
ADDRGB2APAAB2C 1460 POME PARAMD+13,X
PY4EZENT 4630 1490 GOSUB 1900
PHIAEI2THE TAAE3A 1500 MEXT
N0 REM SPEEDY-30 1505 GOTO 1410
210 FEM WRITTEN BY MARY JOMES 1510 DSI
270 REM CONVERTED FOR THE MTX 1520 5700
230 REM BY KEITH ATKINSON, 1900 REM THIS GOSUB CALLS FT ROUTINE
240 GOTO 1000 1910 REM FROM BASIC PROGRAFG
250 MEM SET PARAMETER BLOCKS 1950 POME FIGNO,FIG: REM FIG = O TD 15
260 LET PARA=1A020+F IG*20 1960 RAND USR(CALCULATE )
270 POME PARA ,NUME 1970 RAND USA(ERASESHR)
280 LET ADDR1=PARA+1 1980 RAND USR(DAAWSHP) -
290 LET C=ADDR 1990 RETURN
300 COSUE S0 2000 REM
310 LET ADDR1=ADDR 2010 REM ROUTINE TO UTILISE THE
120 FOR F=1 10 NP 2020 REM  FAST DRAWING ROUINE. V
330 READ X,¥,1,P 2030 REM
340 LET C=X: GOSLE 500 2040 LET DAT=53288: LET PARAM=18020: RESTORE 3000
¥50 LET C=Y: GDSUE SO0 2050 FOR X=0 TO 15
350 LET C»2¢ GOSUE 500 2060 READ R
370 POME ADDR1 P 2070 POKE DAT+X,R
380 LET ADDR1=ADDR1+1 2080 NEXT L
3OO0 NEXT 2100 LET ADDR=PRAAM+1S: REM DRAWS
400 LET SPARE=(12*NUME)+1 210 LET C=DAT
410 LET FREE=SPARE + ADDR1 2120 GOSUB 500 A
420 LET C-ADODRY 2130 LET ADDR =PRARAMs17: REM DRAWP
430 LET ADOR1=PARA+1S 2140 LET C=DAT
§40 GOSLE 500 2150 GOSU8 500
450 LET C=SPAREf2+C
aB0 GOSUE 500

470 POKE ADDR1 O

480 PRINT "DATA FOR FIGURE "jFIG: PRINT ™STORED AT ";ADDR: PRINT "PARAMETERS FOR FIGURE ";FIG: PRINT "STORED AT "sPARA" TO "yPARA+1S
4490 RETURN

500 REM CALDULATE LDB HOB

S10 IF C<0 THEN LET C=C+B65536

520 POME ADDR1+1,INT(C/296)

530 POKE ADDR1, INT(256*(C/256-INT(C/256)))
Lu0 LET ADDRY=ADDR1+2

550 RETURN

5090 REM CUBE DATA

600 DATA 20,-20,20,0,20,-20,-20,1,-20,-20,-20,1,-20,-20,20,1,20,-20,20,1,20,20,20,1,20,20,-20,1,-20,20,-20,1 ,-20,20,20,1,20,20,20,1,20,-20,-20,0,20,20,-20,1
610 DATA -zm-zﬂ.-?n.n.-m.zu,-:u.'-.-au.—zu.zn.n.-m.:'ﬂ.m.i

1000 REM EXECUTE DEMD

1010 LET DEMO-16400 }_

1020 LET FIGNO=1T980

1030 LET PARNT=1B02D

1040 LET ADDR=51248

1050 LET CALCULATE=169%9

1080 LET DRMwSHP=1T421

1070 LET ERASESHP=1T7408

1000 LET MMB=16: FEM SETS OF DATA o

1100 RESTORE B00: LET FIG=0: GOSUB 250
1110 RESTORE 800 LET FIG=1: LET ADDR=FREE: COSLE 250 gm

1120 RESTORE 600: LET FICe=2: LET ADDR-FREE: COSUB 250
1200 POXE DEMO+1,10: REM SPEED

1210 vS 4 OUS

1220 POME FIGNOD,1

1230 RAND USR(DEMD)

1240 POKE FICND .0

14
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TG A WOUG (any note) Derick Brown

Etioa By DERICK BROWN TAKES TIME OFF FROM COMPOSING TO BRING YOU THE BENEFIT OF HIS EXPERIENCES
: WITH THE MEMOTECH SOUND CHIP, WE SHALL END THIS SERIES WITH A PROGRAM THAT DEMONSTRATES
o THE POSSIBILITIES AVAILABLE TO YOU WHEN PROGRAMMING IN BASIC. STUDY THIS SERIES BECAUSE,
-3 WHEN THE SERIES IS FINISHED, WE SHALL BE RUNNING A COMPETITION FOR THE  BEST

n INTERPRETATION OF A PIECE OF MUSIC OF YOUR OWN CHOICE. g

The Editor has invited me to write on the methods I use to transcribe music for the Memotech. Many of
you will be familiar with the occasional sound effect required by some games and would like to move on
to a complete tune. Sadly the manual does not enter into this aspect and I have yet to come across a
specific article on music for the MTX in any of the magazines. I have always had an interest in music
from my days as a choir boy, and my knowledge of this subject has been self-taught over the years. When
1 became aware that a computer could be programmed to play a tune I decided to investigate, thus the
story begins just 15 months ago when I purchased the MTX 512 on the advice that it could do more than
the BBC model and was cheaper!

Some members may recall receiving a Newsletter from Memotech (April 1984) on the last page of which was
a Sound routine attributed to C. Baynes. I noticed that some of the figures contained in the DATA
lines were way beyond those given in the manual (e.g. 3200) and were converted to freguencies using the

1f¢rn‘u]_a LET N (frequency) =(4EG/36%(F)))*8,thus differing from that in the Sound appendix.

1 was informed that 4E6 is a scientific representation of a floating point number. The number after
the E is the exponent part, and it shifts the decimal point that number of times to the right (or 1left
if the exponent is negative) thus 4E6=4*10 to the power of B which is 4000000, Now we know! Later on
I was to learn that this figure is also the frequency of the clock in Hertz so it appears all
frequencies on the MTX are governed by the clock. I would like to krow the reason for the figure 32 in
the MTX formula - can anyone explain? The computer analyst was unable to say why 36 had been used as
opposed to 32 so I made contact with C.Baynes c/o Memotech to learn that the Newsletter hed contained
mis-prints.....it should have been 32 and no "s" on the surname.

The DATA figure 32000 acted as a rest. I have yet to probe C.Bayne's program further as he uses a
different method to my system. A brief mention now of Ian Sinclair's book “Memotech Computing”" which
devotes chapt. 10 to Sounding out Memotech. He reveals much useful information on sound but I cannot
go along with all that is stated, particularly the ranges of volume control and the table on page 149
which gives note values extending over 7 octaves. There is a mis-print by the discerning musician.
From this point on, any facts and figures guoted have been extracted from "The World of Music" a two-
volume encyclopaedia published by the Waverly Book Co. Ltd. To play music on an instrument it is
essential that it is in tune, thus we have to "tune" the MTX to produce the frequencies for the notes
we wish to play. For our purpose we can regard the black notes as being flats or sharps and whilst it
is said that players of stringed instruments can differentiate between for example C sharp and D flat,
on the keyboard one black key has to serve for both notes. For this reason, keyboard instruments are
tuned to a tempered scale.

The frequency of middle C is given as 261.6 and if we use this in the MTX formula N=4000000/( 32*261 .6)

we get a value for N as 477.828746. Now take a look at the diagram showing one octave of a keyboard
and the column headed Tempered scale. Frequency figures double at each octave but the Memotech wvalue
numbers work in reverse - they are halved - so we need to divide our fregquency of middle C by the table
figures to give frequencies over one octave. From these other octaves were caluculated, converted to
values and put in a program to prove that the lowest note the MTX would play was 1015.0371 and the
highest 23.701822. This gives a range of 5 octaves plus 5 semitones.

Value 1015.0371 equates to the note B which is one octave and a semitone below middle C. What would I
do for notes below B? The solution was to move every note down one octave, thus I now have to regard
the value for middle C as being 238.91437. At this point another curious fact emerged - the figures
used to calculate the frequencies when working from middle C did not hold good when starting from B, so
I had to start all over again! These figures are shouwn below as we move on to what I term as the "note
generator." This stores the frequencies in an array which are called upon as and when required by

15
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means of subscript values contained in DATA lines. We have 66 notes (semitones) available and proceed
withs:

30 DIM N (B67)

31 LET N(1) =1015.03M
32 LET N(2)=N(1)/1.062
33 LET N(3)=N(1)/1.124
34 LET N(&)=N(1)/1.191
35 LET N(5)=N(1)/1.262
36 LET N(B)=N(1)/1.338
37 LET N(7)=N(1)/1.417
38 LET N(B)=N(1)/1.501
39 LET N(9)=N(1)/1.591
40 LET N(10)=N(1)/1.585
41 LET N{11)=N(1)/1.786
42 LET N{12)=N(1)/1.892
43 LET N(13)=N(1)*.5
44 FOR X=13 TO 66

45 LET N(X)=N(X-12)/2
46 NEXT X

47 LET N(67)=8

I do not know the reason for LET N(67)=8. A cassette bearing some classical music was passed on to me
and contained the followings
TABLE Y

INTERVALS WITHIN THE OCTAVE
CHROMATIC SCALE (FOUR OCTAVES)

it Relotive Frequencies
10 0Im N(50) Co .. -
15 LET N(1)=956 c S y 1000 1.000 =
20 LET N(6)=N(1)*.75 ‘I:li ?;unm ﬁﬁ; }ﬁ ::i' 1L
inor Second . 9
25 LET TC1=(N(1)-N(6))/S B il Sl on 1135 L1 |
30 FOR X=1TO 4 Df  Augmented second 15064 LI72 1189 1
35 LET N(X+1)=N(1)-X*TC1 Ep - Ml o S i
40 NEXT X E Major third 54 1.250 1.260 ;
45 LET N(13)=N(1)*.5 Fp Dimmbed i  anpe  lae 1 |
F Perfect fourth 4 1333 1338 !
SO LET N(8)=N(13)/.75 F$ Aq::mdinﬂ'th Iiﬁl 1389 1414 I*,
55 LET TC2=(N(B)-N(13))/5 Gp  Diminished 6fth 36/25  L40  l4le i
B0 FOR X=1 TO & c Perfect fifth 32 1.500 1498 i—'
Augmented &fth 25/16 1562 1587
65 LET N(X+B)=N(B8)-X*TC2 if Minor sixth l.is 1.600 1.587 } '
70 NEXT X A Major sixth 513 1667 1682 H
. i
75 LT N(7)=(N(B)+N(B))/2 b} Mitr sevent K/ {39 E:E} g
80 X=13 TO 49 Major sev ; . e
Diminished 4825 1920 1883
85 LET N(X)=N(X-12)/2 ;" M“": m’ i ;
l L
90 NEXT X l:F rfd'::".mﬁ"" :m 2.000 !.qu} q
95 LET N(50)=8 ;

This is a similar note generator where the notes over 4 octaves are calculated mathematically. The
octave is split into two halves termed tetrachords with three equal steps plus a half-step for the
semi-tone in each half. The steps in each half are different, the two tetrachords being stacked one
above the other. The analyst previously mentioned explained hou it functioned and how it could be
extended to 66 notes. The line LET N(50)=8 served to produce silence and in adapting the generator
idea to my system I had to amend 50 to 67. To see how it performs, enter a value of 100 for N1 in 1line
15. Add lines: 100 FOR X=1 TO 13 and 10S PRINT X,N(X) and run.

It would be interesting to see these steps as frequencies, but with the MTX values working in reverse
I1've not been able to do it. Can anyone hulp?*
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BN EASY INTERFACE
MIKE BRAT.  SE
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The circuit which is shown below was constructed on a Vero V O Board designed for dual-in-line
circuits. (Maplin HQ 4BC). This is a good base in many respects and is ideal for relay mounting but
does need a large number of interconnections on the top of the board. The relays were soldered
directly to the board but an 18 pin DIL socket (Maplin HQ 76 H) was used to mount the I C chip.

First the design or layout should be decided and then the interconnecting wires soldered into place.
After this is completed the DIL socket and relays can be soldered in and the battery and switch wired
in. By connecting the battery and shorting the pins (11-18) on the DIL socket in turn to pin 9 each
relay may be checked for operation.

An IDC Header Plug (Maplin FJ 140 20way) is then wired to pins 1-9 of the DIL socket as shown. I

shorted pins 5 (OTSTB) and 16 (DV) on the back of this plug.

Finally connect all the relay contacts to suitable connector blocks remembering there are 16 change
over switches available and install in a suitable box with the IDC header plug located to plug into the
computer lead already made up.

INITIAL TEST
Plug in the IC the correct way round into its socket and connect the interface to the computer. Switch
both computer and interface on. Type in the following program:

10 LET X = VAL (INKEY$): IF X = O THEN GOTO 10
20 OUT 7, (2°%/2)

30 PAUSE 500

400UT 7, 0

50 GOTO 10

Press each number key from 1-8 in turn and the appropriate relay should click in and then out. A
simple light circuit connected across one of the relay contacts should flash when that relay number is
keyed in.

CONCLUSION

The project described gives an easy method of controlling larger voltages and currents than the
computer would normally handle. There are limitations in as much as the relays are very slow devices
in computer terms, however, this limitation should not cause much problem if the devices under control
are similar to those described in the text.

If the interface is going to be used in such a manner that all the relays will be energised most of the
time then it would be preferable to use relays with higher coil resistances so that the IC chip does
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not have to handle too high a power for too long.
cycles of all the relays switching without any noticable change in chip temperature - however it 1is

better to play safe. Y

BLUNDERS Rst28S

Hi Keith ¥

I am sorry to say that it is sackcloth and ashes time, there were so many mistakes in the article 1
sent. to you for the last issue that 1 can'L believe it,

lin miLkigaLkion T msk say that [ senb yog L wrong version af Ue wordprocessor Tile,

Ihir Lhen, is a list of Lhe changes required to correct thal article.

(1) In the section headed "The mrx"
I show the representation of the ive byte quantity as 134,172,0,0,0 this should be 134,72,0,0,0.

(2) In the same section...
LET A = 50:PAN should be LET A = SO:PANEL

(3) In the section headed "Machine Code Programs.” the second example of RST 28 should be...

RST 28
pe #ce,f98
CALL #1204

This says multiply ACC1 by OP1 and put data to location pointed to by HL
(the data is passed from ACC1 to MEM by the 98 command and to the location pointed to by HL by the
call f1204.

(4) In the section headed "Rom Locations" there are several mistakes, the corrections are shown below.

3] Call Add Comments

82 1201 Moves MEM to ACCI

an 109€E Divide OM by ACCY

BE 1209 Move (DE) to OP11

a0 DEAZ Subtract ACCY from OP1

9n 1302 Executes the polynomial pointed to by HL...etc
98 128F Moves ACC1 te MEM

Nlan add to Lthis secbion...

11C5 Corwert f.p. No. in ACC to Int in BC
1250 Move (DE) to (T0S)

124 Move PI (22/7) to ACCY

1204 Move MEM1 to (HL)

1348 Conwerts no. in BC to T.p No.in ACCY

I have also realised that the section describing the use of DE,HL etc is not too clear.

(DE) should say...
equates to the contents of the area pointed to by the DE register pair.

{(HL) should be similar to (DE)

1 am very sorry about the mistakes, perhaps next time I will delete all old versions of files as soon
as possible.

PS5, There are many more RST 28 functions which do not perform mathematical functions and 1 will
describe these at a later date. They're more difficult to use as most of them involve ensuring that
the correct ROM is paged into store.

Cheers for now, with apologles,
John Hudson .k

18
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Assembly Line

SEND ALL SUBMISSIONS FOR THIS COLUMN TO
TERRY TROTTER, ASSEMBLY LINE, 65 MARSH
HOUSE ,BILL INGHAM,CLEVELAND, TS23 2HW

The purpose of Assembly Line is to encourage the use of the MTX Z8O assembler and also EDASM the macro
assembler amongst the members of GENPAT. It is often useful to have at one's fingertips a set of
assembler subroutines which can be used as necessary, this is what Assembly Line hopes to do. The page
is your page and will not be what it was envisaged to be unless all you budding ZB0 programmers set
fingers to keys and come up with some useful programs. We hope, each month, to have a pageful of
assembly routines that control the MTX in various ways. The routines could be for example; sound chip
driver routines, keyboard scan routines, maths routines, graphics drivers, CTC setup and DART setup
routines. The code you send should be documented and commented and give a resume of the register
usage, stack usage etc. as in the code shown below.

I think it's true to say that a lot of us bought this machine because of its technical exceellence so
let's help each other to get the most out of it.

Bubble Sort Subroutine

Title: BUBSORT

Standard exchange sort of B bit data.

On entry HL contains the starting address of the data to sort.

C contains the number of elements to be sorted, C must be in the range 1 to 255.
On exit the data is sorted in ascending order.

17 CODE
4007 BURSORT:LD (ARRAYAD),HL jsave array start address .
4004 CONTIN: RES 74H jinitialise exchange flags, using bit 7 of H register
4000 LD B:C sinitialise length counter, maximum 255
4000 DEC B jadjust for teating

Register ussge: A00E LD 1X, (ARRAYAD) jset up array pointer

A tamporary store 4012 NEXTEL: LD A, CIX+0) jfetch first element

8 counter for the arrey 4015 LD D.A jsave it tewporarily

c ::"'“‘"* the array 4016 LD E, (IX+1) s fetch second el ement

¥ Virek slsmant 6 I SEpasien” 4019 SUB E jcompare the two el ements

E second slement in the comparison 40 p JR NC;NOEXCH sif first element > mecond element, no jump happ

H bit 7 used to flag exchanges e

IX polnter into the array 401G LD (IX+0),E jelse exchange the array elements

' 401F LD C1X+1),D

Stack ussge:  NDE 4022 SET 7+H jnote that an exchange took place
4024 MOEXCH: INC IX jpoint to next element

Length 1 45 bytes D26 DJNZ NEXTEL iloop for all the pairs of elements
4028 BIT 7.H jhas an exchange occurred
402h JR NZI,CONTIN ;if mo continue to loop and exchange
4020 RET sotherwise we're finished
402D AFRRAYAD:DS 2 setorage for the start address of the array
402F FET
4030 FET
Symbol a1
BUBSORT <4007 CONTIN 4004

NMEXTEL 4012 NOEXCH 4024
ARFEAYAD 402D

ASCII to Hex conversion subroutine

Title : ASCHEX 1

The routine takes standard ASCII characters for the numbers O to 9 and A to F and converts them to
valid hex digits 0 to F. The routine returns with the valid digit in the A register or with the CARRY
flag set to indicate a non valid character.

Register usage:
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A Used to pass the character to and convey the answer from the subroutine
CARRY flag Set if non valid ASCII character, otherwise reset

10 CODE
Stack usage t NONE 4007 ASCHEX: SUB £30 (filter out 0 — £2F
4009 RET C
4004 ADD A,£E9 jfilter out £47 - EFF
Size : 1B bytes 4000 RET C
400D ADD A,6
A00F JP F,ATOF jbranch for A to F
4012 ADD A,7 jfilter out £3A — £40
4014 RET C
Hex to ASCII conversion subroutine. 401% ATOFs  ADD A, 10
4017 OR A
FET
Title ¢ HEXASC @ 4018

Takes hex digit in the lower nibble of the A register and converts it to a wvalid ASCII character
suitable for printing.

Register usage :

A Used to pass the digit to and convey the character from the subroutine

Flags will be affected
Stack usage @ NONE

Size * 9 bytes

1¢ CODE

4007 HEXASC: AND £0OF imask of f unwanted upper nibble

40093 ADD A, £90 jdue to the values of the

400R DAA sASCIT code and the way DAA ( decimal adjust )
400C ADC A,£40 jworks, it's easier to try

A0O0E DA jthis than explain it !

400F RET

Symbo |l s

HEXASC 4007

USER BASIC tookit £8.55

ADD 20 EXTRA COMMANDS TO MTX BASIC WITH THIS ULTIMATE UTILITY PROGRAM. AVAILABLE ON DISC
AND TAPE.

USER BASIC SAVES A CORE IMAGE OF ITS RUN TIME OVERLAY ALONG WITH YOUR PROGRAM WHICH MEANS
THAT YOU CAN GIVE THE PROGRAM TO ANY OTHER MTX OWNER AND THEY WILL BE ABLE TO RUN IT EVEN
THOUGH THEY DON'T HAVE USER BASIC.

ONCE LOADED YOU HAVE THE FOLLOWING COMMANDS AVAILABLE ..........

CALL_LINENAME ... ALLOWS YOU TO NAME A LINE NUMBER THEN CALL IT BY ITS NAME. ASSOCIATED
WITH THIS COMMAND ARE: JUMP & RESTORE.

REPEAT & UNTIL_expression WHILE & ENDW
SVARIABLE ALLOWS YOU TO ASSIGN HEX,BINARY OR LOGICAL VALUES TO A VARIABLE.

INSTR_SUBS$,MAIN$ WILL FIND THE FIRST OCURRANCE OF ONE STRING IN ANOTHER AND WILL RETURN
WITH ITS POSITION IN VARIABLE POS.

SHAPE_X,Y,N,"STRING" A UNIQUE GRAPHIC COMMAND THAT ALLOWS A COMPLEX SHAPE TO BE HELD IN A
STRING ...... THE IMPLICATIONS ARE MIND BOGGL ING.

THESE ARE JUST A FEW OF THE NEW COMMANDS AVAILABLE. COMPLETE WITH [INSTRUCTION MANUAL.

zn IF ORDERING THE SINGLE DISC VERSION PLEASE STATE IF YOU HAVE AN MTX 500 OR MTX 512.

F
L]



men YOL ©OJ0 NUABER

memopad

RST28s THE TFHETS John Hudsom

The two program listings are assembly programs which help to explain more fully how to use
the floating point routines. They show examples of how to use the RST28 calls both in
SINGLE and MULT! function format., By using the two programs, and looking at the comments,
every potential user should be able to understand how to interface to the ROM routines.

The first program is a circle program adapted from a Basic lisying in MEMOPAD 4, The
program first draws a circle, then draws the oval Memo circle, and finally draws a circle

in Basic. Times are printed to show that the machine code routine is faster than basic,
but not by much...this is because of the fact that the routine is 'calculation bound'.

I will produce, at a later date, a very, very fast circle routine.

If the circle is not a circle on your display it is because of the way my monitor is adjusted....you
should be able to work out how to correct this.

The second program is just a floating point calculator.

I make no claims about these programs, the only purpose they serve is to aid in the understanding of
f.p math and how the RST 28 is used to aid the programmer. o

Detalle of Memory Locatlons.

ACC FOCB The two locations most used are ACCI and OF1.These hold the two
ACCH FoCC numbers currently being operated apon.
orl FDD1
oPi1 FDD2
YORN FoDo?
SIGN FoDB Trig. Values
CoPyY FODE-FDF 1
In grder to use the above routines the fol lowing points must be
all the addresses are in hex. understood -

1 OO MO00000"™ (1) to convert logibase E) to log (base b) Logix)/Logib), ie
10 o0e log base 10 of x is log(x)/log(l0)}
:1#:- ﬁ:rlﬂ“! S (2} to convert sin,cos and tan from radians to degrees,
4017 LD n:.'.'.'lib': Set L+*+Try motting to 720 ::;P;HIEU gives ansver in degrees. &g sin(30EPI/180)
ADIN 1o (8AV),BC; Pressrva count )
401E LD BC, (SAV)
4022 CALL F1348; 380 - fp =M The following functions can be calculated by using the formulae
025 RST 28 given below:-
4026 oo ol PI Re OF1
4027 Do #CA; Div AT SO
A0zn DR FAG; Swap AOT1 & OF) secant secix) = |/cosix)
4029 LD BC,2 cosecant cec(x) = l/sini{x)
wr L, pioomy Aot Seet cotangent cot (x) = 1/tan(x)
4032 LD DE, NP1 inverss sine arcsin(x) = atni(x/sqri(=xtxsl))
015 LD ML, FFTD inverse cosine arccos(x) = atnix/egr (-x¥k=+13)+1.5708
E: ﬁ::fﬂl m:cﬁ'm inverse secant arcescix) = atnisqrix¥x-13)+
403E LODP: LD PC,(SAV); Recower count (agnix)-20%], 5708

CALL § Ot - fp - nver e Cotangen arccobix) = —atnix)+].3708
4042 #1348 f AT i £ 4
:::: E.un.“lg]: Sump MOC1 B O hyperbolic sine sinhix) = (gxplix)-exp(-xd)/2
404D CALL 1V2A7; (D) to ATY hyperbolic cosine cosh(x) = (exp(x)+exp(-x))/2
I04E CALL #V0DB; MOTT * OP1 hyperbolic tangent tanhix) = —pxpi=-x)/lexpix)+
[ [niY ] Tl 'la"; AN bo MM f‘:p{_:‘)]I?“l
:g:: gt.:h?ﬁ: MM bo BAVS hyperbolic secant sechix) = 2/lexpix)+exp(=x))
05 ML 111707 Coa{MXT1) to AT hyperbolic cosecant cschix) = 2/ (expix)-expi-x))
1050 LD BC, 7O hyperbolic cotangent thix) [=x) (xh-
4060 CALL #1183; Swap AOCT & OF1 e ’ F i :::(—:}::;:pl v
404 CALL @ 3a8; 30 - [p - NX ,
lﬂﬁ: CALL #100B; NT -pnm inv.hyperbolic sine argsine(x) = In(x+sgr(xkx+l))
m CALL l:;:!: Sump ATV & OFY inv.hyperbolic cosine argcoshix) = In(x+sgrixtx-1))
WEF &Iﬂhm 100 - fp - NI inv.hyperbolic tangent argtanhi(x) = In((1+x)/C1-x))/2
4072 CALL, mq., A (91 ko NI inv.hyperbolic secant argsechix) = Inf(sqri-xEx+1)+]1}/x)
:gg ﬁ:.g: inv.hyperbolic cosec. argeschix) = Ind((sgnix)ksgr (x¥x+1)41)/x
ety ONLL #17E75 (L) b (DE) inv.hyperbolic cotan. argcothix) = In((x+1)/(x=1))/2
n7E LD DE,SAS 11 PRINT TIME$
4081 CALL M IAT; (DE) to AOCH
4084 CALL #2383 SinlAOCY)
w087 ML #118); Seap M) & 0F) 40B5 ﬁ EE . ;gﬂg‘“—fsﬁlﬂggm o 1o Ea
408A LD BC,B0 40D6 : ' '
4080 OuL 11283 40 - fp - Ao 4009 RET 5010 PAUSE 1000

CALL: | . [T [
4093 CALL: #1183 Swap AOC1 B OP1 40BN SAV: Ds 8 6000 V5 4: CLOCK "000000
e oui somes; aad A o oo 40C6 SAVS: D6 5 6030 LET A=T*(2*(P1/360))
409F LD €, FEID 40CB MEM: DS 5 6040 LET X=100+68%C0S(A)
40A5 CALL #12E7; (ML) to (DE) ; ) 6055 PLOT X,Y
ADAS CALL METF; Plot 4005 RET 6060 NEXT .
AR L0 DE, (SAV ) 3 Recewmsr oount .
m :u;l:":‘i Ir:-l-:ttP-l P -'# 6070 PRINT TIMES

+DE; Preserve

40 1D AD 7999 QOTO 7999

21
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1 PRINT "Floating point calculator Demo™

2 PRINT "will do Add (+), subtract (-), multiply (*) and divide (/). To stop run press 'FA'"

10 CODE

4087 START:
408A
408D GETOP
408E
4098 GETFN
409E
40n0

40A1

40n4
40A5

4007
4080
40MC
400F

40B1

40B4
40R6
40p9
40PA
40CS
40C8 DHL:
40C9
40CA
40CR
40CD
40CE
4000 BEG:
4001

40DE

40E1

40E4
40E5
40E9
408C
40ED GETHNUM:
40F0

40F1

4101 GET:
4104

4106

4108

410/

410C

410F

4110

4113

4114

4116 GO:
4118

4119

411C

L]

CALL GETHNUM

CALL #12F3; put floating point number to OP1 (#fdd2)

RST 10

D8 #8C,10,13,"Operation "
CALL #79

+GETFN

A
K

EEE%
3 4
B

=

r
1."

HADD

|1-_||

JP Z,MIN

[P “‘I'"

JP Z,DIV

Il*lr

JP Z,MILT

RST 10

DB #8A," Illegal "
LD DE, NFFFF

DEC DE

o BSRE

BRYESRE
ﬁi%éﬁmi
z

W
PRINT

S9eE

#83,10,10,113

BEEES

:

—_ o
56958659595
R 8w

- B

555%
8
3>

22

3

.10,10,13,"Result = "
¥20FD; convert fp. no to ascii dec no.

;ﬂ

: convert decimal number in ACC1 to fleoating point in ACCY

411F RET
4120 PRINT: LD HL,FFUDE
4123 OUT: LD A, (HL)

4124 P 255

4126 RET 2

127 CALL #BC
4128 INC HL
412p JR OUT
112D RET

412E ADD: CALL GETNUM
11 RST 28

4132 DB ¥Ba

4133 JP BEG

4136 MIN: CALL GETHNUM
4139 RST 28

413A DB #90

4138 JP BEG

413E MULT: CALL GETNUM
141 RST 28

4142 DB ¥88

4143 JP BEG

4146 DIV: CALL GETNUM
4149 - RST 28

414A DB ¥BA
414B JP BEG

414E RET

414F NOMORE: POP HL
4150

g

Symbols:
GETNUMAOEDSTART4087
GETOP40BDGETFN409B
ADD41 2EMINAT 36
DIV4146MULT413E
HLAOCBREGA0DO
PRINT4120GET4101
GD411600UT4123
NOMOREA4 1 4F

TORDD,
ICEBURG.
At 5.00 each:

DRAUGHTS,

CHESS,

The following software at 3.00 each
ALICE, MEMOSKETCH, P.H.PETE, HUNCHY,

ADVENTURE QUEST, DUNGEON ADVENTURE AND COMPOSER.
3 Books at 3.00 each:
THE MEMOTECH GAMES BOOK, MEMOTECH COMPUTING and one on how to learn MACHINE CODE
(the one on offer in issue 5)

Please

MTX 500.

ring NOTTINGHAM 664290 or write to R.PEET,LILAC COTTAGE,
HOVERINGHAM, NOTTS.

AS NEW CONDITION

PART EXCHANGE CONSIDERED

PHONE 01-243-6498 (HARROW)

MUSIC PAD AND

MAIN 5STREET,




memopad VoL ©O10 NUMABER 1

e o e T

TEVIC-DATA

NEW PRODUCT

FOR THE

Memotech
MTX 512

FEx DR'VE Single or Double

Single drive, 500K DS/DD speed 250.000 bit pr./eec. FEXDOS CP/H CALL
or thres times festher than Memotechs. LD DE,FCB » FILE CONTROL BLOC, 36 byte

Complete syatem, including FEX Interface, Hanuel, LD DE,DHA ¢ DIRECTLY MEMORY ADRSS.

Syatemdise with programsen. Bootmon, Oacku Stat
anl. Yatzy,; tlh?rlgt, Funktinnkny: nu.p.pEnnyprt LD C,ORDREs 15=0PEN FILE, 16=CLOSE FILE, 19=DELETE FILE

Superb value-for-moneyl

fIﬁl fﬂ: to FEX glu:. n.m, Elpﬁpéﬁr.:tuga%“ g;ﬁ[HT 20=READ SEQ , 21=WRITE SEQ , 22=MAKE FILE
diske, Commando DLOAD, DSAVE [
CLOSE, REN, ERA can be weitton dlr;ctlr or with 23=RENAME F., 26=SET DHA , 35=COMPUTE SIIE
ussr in front, or written in besic with line. CALL FEXDODS: EBODO
" o Setting up the Hardware
S (] . P E i
5 m ll i - - E Eh
: E l ] ﬁﬁ# 1 = w T
- = |
| = - =
"] B = — ‘ 3 " -
;"'"_"%I 2 i k 4' i 2 T T
| | T = 9
.- : 1 o
. 3 =gl - 5 — .
e e ol & I R TR HE
o > - -y Al i d i B i [N
L 4 u
-!—ﬁ: . o - l-:“-h‘ IR R l-r-nr;-----.-r-.r
- = T — : ':::.::.::T...
- & .l!l!lil :.‘!!I:. [ AR RN [
e — t"‘;--::d = - : W e Lo YT ml- I_._u_u_u..{’ ]
SHTS TR 1] ———W@ T 2 rr— T L —rr o,
IR , ‘T}I ” O
il e i FULL DOCUMENTATION .

MEMOTECH SOFTWARE Prices

| enclose a cheque for £

MTXLOGO 512 Tope £ 7,50 N
DART 512 Tape 5,00 All prices is include o
¥ ALL T 12,50 , C if s
ol - VAT but exclusive P/P ompeny (i any)
YATZY ALL Tepe 5,00 Address
VIDED FILE ALL  Tape 12,50 ADD £10,- for FEX and
PRINTER DI ALL Tape 3,00 £2,- pr. software
FUNCTIONKEY ALL Tape 5,00 = F EXPORT PRICES ONLY GREAT BRITAIN
POOL COUPON ALL Tape 12,50 GUARANTEED 14 DAYS DELIVERY FROM AECLIPT OF ORDER s coms s somms mmmm s ssmssey s

TEVIC-DATA  SOFT - HARDWARE CENTER
IVAR HUITFELDTSGADE 67, 8200 AARHUS, N

POSTBOX 2616 - TLF. (06) 16 76 00 CENMARK

BRUNWORD HELP to FEX Diec 14,00
MEMOSKETCH H. to FEX Disc 12,%0
DISC CONVERT FODX to FEX 14,50
PASCAL MELP to FEX Disc 12,50
VIDED FILE to FEX Diec 18,50




TO THE EDITOR

Dear Meith,

I should like to begin by congratulsting you on your schiewments in the production of Mesoped over Lthe
last year. It s quite remarksble that you should have sttalned such & stsndard snd such diversity of
content in such a short time, especially without the berefit of a great deal of advertising reverue,

I would like to make a few comments pn the contents of your recent editorials, If I may. There s
1ittle use in telling us all that software houses mske profits on Amstrad or Entarprise software but
not on MTX softwsre. The slmple reason for this is that both of thess cospsnies have outsold Memotech
by dint of superior merketing technigues. The market availsble for softsare ls the total rumber of
machines sold and that {s an end to it.

FMemotech have let down sn excellent plece of hardesre by poor marketing smd freulficlent stitention to
the svailabllity of software and, glven the present snd forseesble state of the market, It 1s doubtful
whether recovery is poasible.

As & previous purchaser of Memolech equipments, (add-ome for 7X81), 1 was well sware of the quality of
thelr products and when canvassed by letter, I bought one of the Tirst of the MTX in Decesber 1983, 1
was particularly interested in educational software snd the Company's promises at that tise seemed to
be everything [ wes looking for. Howewver, when it proved to be impossible to corvert the BEC sof tuare,
it sppesrs that the company sbandoned thelr educational role complately, producing, through
Continental, a Ffew pathetic offerings which could easily and more corweniently be replaced at &
fraction of the cost by a set of revision notes. Incldentally, If Memotech demoratrated sither Msths
1, Hell-Maths or 5pelli-Copter to the Russisns as examples of avallsble software, I'm not too surprised
that they lost the order.

As a teaching ald, the home micro has great potential but It mmt of course be allled to properly
written softwsre. In the teaching of maths, for exsmple, it offers the following sdvantages over a
bhuman teacher. It rever loses patience with the pupll. It cen present s virtually limitless rumber of
rendomly generated problems and check Il they are correct, If not then it can evaluate tha type of
error and explain the underlylng principles vaing disgress and snimation. A further adventage for many
puplils ls that they do not have to "make & fool of thesselves™ in front of the claes,

Howgver, Lthere ls, to be fair, not a great deal of good educstional material out there for sny micro
and this Is, I feel, an area into which Memotech might profitably move. It would, however, require
irvestment and & sincere cosmitment to produce the best softwsre snd rot just be sn attempt to mske a
faat buck or to gat any kind of junk into the shops as quickly as posaible.

It seems to me that such a course of actlon would be a better use of resources than trylng to produce a
Spectrum Rom Emulator. For such » device (If iL ever comes to pass), while It would be 8 very nice
achievment for the boffins who could have a great time congratulating ome amother, and would be very
nice for us present MTY owners, it is unllkely to sell » single computer. Why buy an MTX plus an
emilator plus the recessary software to run Spectrum programmes (at B0 % speed?) when one could simply
buy & Spectrum?

All is not criticism. The hardware s great., If it were only for its use ss a word processor (Mewhlord
FoM « OMX B0), I am happy with my purchass.

Once agaln congratulatiors to all imvolved with the Club end with Memopad. 1 am not at sll sure Lthat
the Company desarves people like you.

Best Regarda
Thomas C.Duggen

Dear Genpat,

I have recently discoversd - by accldent - that the Editor of the MTX/Hisoft PASCAL compller uses a

token system for RESERVED words similar to the BASIC btoken system, As & result of this the Functlon
keys (provided that they have not been previously redefined) can provide one-key entry of a rnumber of
RESERVED words.

Although this facllity 1a probably not as useful In PASCAL as In BASIC, mewbers may be Interested In
the following 1ist:

KEY WORD

1 -

2 PROGRAM
3 DIV
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CONST
PROCE DURE
FUNCTION
HOT

oR

AN

Mmoo

nR

i

1m0
DOWNTO
THEN
UNTIL

I @ ;o s

t
P

ﬂ'llu'ir .I

I 1
= =d

Unfortunately, Write, Writeln, Read, & Readln are not RESERVED and are not represented!  Spaces have to
be inserted before and after the function keystrokes.

BRIAN HOUGHTON

Here are some comments from S.March of Glasgow

Dear Keith,

1 just couldn't believe my eyes when I read the Birthday edition of Memopad. How stupid can Memotech
be in not attending the PCW Computer Show. I am beginning to wonder if Mr. Fateh, the Boss, has any
faith 1left in his brainchild. (Methinks he is about to "eut and run"!) How can anyone expect to got
sales without advertising its product? We were told a few months back that Memotech were now convinced
that they had a winner and were going to advertise again. le were told "watch the Computer Magazines
around July". Well I watched them in July, August and September and, with the exception of your ouwn
advert, have seen nothing about Memotech. Now we are told that they were not even attending the PCU
Show! Their actions will certainly kill off whatever hope we had of the Memotech bocoming a  leading
machine. So Happy Birthday! Enjoy it while you can 'cos you ain't got long to go!

I would suggest that Mr. Fateh, or whoever it was who made such a stupid decision, should apply to
Japan for a job....as a KAMAKAZI PILOT!!

The following comments are from Paul Wood of Worcester.
Dear Keith,

Having recently read the latest edition of MEMOPAD, I wholeheartedly agree with your editorial, so much
so, I would like to suggest the following; in the next available edition of MEMOPAD include a notice of
intent to conduct a survey, asking people to list the hardware and software they already own and would
like to see. (software could be marked on the latest list from MEMOPAD), a 5 star rating could be used
for the software and any general comments would be noted, all the above information would not be linked
to specific people, as a software writer and obviously an interested party I would be prepared to
correlate all the information and forward it to you for your's, Memotech's and any other parties
interest, ( you may wish to include a census type section including age group's, occupations etc.all of
which I would be happy to handle.

AMOREW BISHOP has sent in this lebbtercs
In the June lasue of Memopad you msked about what aort of software people would by, well here 15 &
list of software and hardware I would buy.

For games softwsre I would have a flight and car racing simulator, a Daley Thompson Decathlon type of
gowme and like Mr, Webh in July's lasue 1 would like a business simulator. The first tun must be hetber
than Turbo, not so much in the graphlcs but in the thought that goes into the program, in a real race
you can spln-of f and then rejoin, in Turbo you can't; also in a real race on most corners you can't do
240m.p.h but in Turbn you can. It is things like this which separate the good from the rubhish,

For businesa software [ would have a spreadsbest program of reasonable size which can prodece a
hardcopy of some sort and a program to produce charts on a printer as well as the screen, Bath of them
should be on tape as not all of us have disc drives, maybe data from the programs could be sauved on
tape or disc a0 when you up grade your system you don't lose the data,

As for educational and utilities programs I would like to see parts 2,3 and & of Physics released and
an extenaion of Memnsketch to Include "frechand” drawing. On harcdware 1 would buy a graph pad ard  ooe
day gat an FOX disc drive,
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STARTING FORTH Keith Jones

This month I'11 give some routines which have been sent by GENPAT members. But first of all I want to
reply to a letter which has been sent by Dr. B. Houghton.

I feel that the points he has raised are important enough that all who read these articles should see
the reply. He raises four points, and I shall give these points first then my replies;

". I cannot find an ASSEMBLER vocabulary."

"2, Any attempt to use the CRVS command crashes the compiler.”

"3, When this happens,the message VS 5:PRINT USR (16641): REM *COLD START* appears: any attempt to
execute this crashes into the front panel.”

"4. Some of the reserved words are slightly non-standard, particularly disk I/0 and also NUMBER (whose
syntax took me 3 weeks to unravel: it aborts if it finds an ASCII null in the input stream).”

The replies are as follows 3

1. The reason that you cannot find ASSEMBLER is because there isn't one. This is because the fig
standard specifies that provision should be made for an assembler, but the use of assembled words
should not be encouraged. Why have a compiler if words are going to be written in assembly 7 Surely
this defeats the object. I realise that some portions may have to be written in assembler but these
should be few and very small. This is why "CREATE" and "C" are included.

Also the reason I have not included an assembler is because I haven't the time. As well as writing
these articles, working on routines to include in them, writing a book on fig FORTH, replying to
letters and writing other programs I also have a full time job where I work a ten hour day and I help
friends who have problems with their own computers. These range from Z80 based to 808G based machines.
1 also have to try and hold down a normal life with my better half. All I can say is thank goodness
that Vaughan understands me and puts up with me like she does. As an example of how little time I have
to spare, a friend recently arranged a contract for me to work on a new "Spectrum" program. The
returns would have been high and I would have then broke into a market which is really the one to be
in. I had to turn this contract down and the gentleman I spoke to must have thought that I was mad
writing for a "small" machine like the "Memotech". The sooner Memotech stop treating the MIX as a
hobby and see it as business the better.

I'm sorry that I've turned this into a sermon so I'll move on.

2. It would seem that you have not received the errata sheet which should be in the back cover of your
manual. If anybody has not got this then if you write to GENPAT I'm sure that they'll supply it to
| you. The CRVS syntax was changed by me after the manual was finished. Therefore it is my fault that

the manual is wrong and 1 accept all responsibility for this. Could I also add that any problems with
the nanual must be addressed to GENPAT.

3. You probably altered a portion of the compiler when you used the CRVS command. Hence you cannot re-
enter.

4, Here we enter the thorny subject of standards. The fig implementation which you have is the most
recent (17th September 1982) standard to come from the Forth interest group. As a member of FIG-UK I
can say this with all confidence. Looking at issue 11 of "Memopad" I notice that the books which you
recommend are all 79 standard, with fig given as an after thought. In fact as I read through the books
I can see that in general none of the authors have conformed to fig standard.

Why everybody seems to concentrate on 79 is beyond me, after all the majority of home micro's now have
a fig-FORTH running on them viz Mihite Lightning". The book which I mentioned earlier is purely fig-
FORTH. Further to this, the only non-standard 1/0 word is "R/W" and this is because we are using RAM-
DISC

1 think that's all I've got to say so I'll shut up now and present routines which you've sent to me,
with instructions for their use.

First of all Julian Barkway has sent a re-definition of EXPECT. This is the word which reads the
keyboard and EMIT's the characters. Julian was unhappy with the fact that <BS> did not delete the
character so he redefined it to do this. This is his definition with my inclusion to ensure that the
COLD start parameters are reset. Otherwise if you executed COLD the system would crash.
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SCR # 1
0 (RE-DEFINITION OF EXPECT WITH DESTRUCTIVE BS)
1 FORTH DEFINITIONS HEX

2 ¢ EXPECT

3  OUVER + OVER

4 DD KEY DUP OD =

5 IF LEAVE O I ! DROP BL

6 ELSE DUP 8 =

7 IF R» 2 - >R EMIT 16

B ELSE DUP I C! O I 1+ THEN

9  THEN

10 EMIT

11 LOOP DROP 3

12 ' EXPECT CFA 4BF7 1

13 DECIMAL LATEST 12 +ORIGIN !

14 HERE 2B +ORIGIN ! HERE 30 +ORIGIN |

15 ' EDITOR 6 + 32 +ORIGIN ! HERE FENCE ! 35

The routine consists of lines 1 to 11. Line 12 resets the compiler routine which uses EXPECT so that
it now points to Julian's. Lines 13 to 15 reset the COLD start parameters so that if we execute COLD
or WARM then the new EXPECT will not be erased. Should you want to use the original EXPECT then you
should enter the following @

HEX 4871 4B7F |

Yet more from Julian. I present these as they are written on the letter, as I feel that they are fully
explained by the use of comments.

SCR # 2

0O : OK DUP 31 3 ( TEST FOR CONTROL CHARACTERS)

1 ' CH? ( PRINT CHARACTERS STORED AT STACK LOCATION ON SCREEN)
2 CB8 OK IF EMIT SPACE ELSE DROP . " _ " THEN ;

3 s0umP ( Fnn' —)

4 ( DUMP CONTENTS OF LOCATIONS n TO n' TO SCREEN IN HEX )
5 ( DR ASCII CHARACTERS DEPENDANT ON f (O =HEX) )

& CR 1+ SWAP DO I OVER IF CH? ELSE C@ . THEN

7 LOOP CR DROP ;

B8 1" ( STORE ASCII CHARACTERS AT STACK LOCATION )

9 22 WORD HERE 1+ C@ SWAP C! ;

10 etcecaese

On now to three small but useful routines from Mark Adams. I should point out that I've been in touch
with Mark on a number of occasions and it's really his letters which have kept my enthusiasm for FORTH
going. The comments whch have been added are my own, but the routines themselves are all Mark's

SCR # 3

D & FREE ( DISPLAY NUMBER OF BYTES FREE TO THE SYSTEM )
1 CRU. ." BYTES " CR ."FROM"

2 CR HERE U. ."TOP OF DICTIONARY "CR " TO "

3 CR SP@ U. ." BOTTOM OF STACK " 3

[}

5 DECIMAL

6 & ?BASE ( DISPLAYS CURRENT NUMBER BASE )

7 BASE @ CASE

E

2 OF ." BINARY " ENDOF
o 10 OF ." DECIMAL "  ENDOF
10 16 OF ."HEXADECIMAL " ENDOF
11 ENDCASE 3

12

21
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sy (g Sie | lai Wi

13 : PEEK ( addr --- PRINTS VALUE OF ADDRESS )
14 DUP C@
15 CR . ." AT ADDRESS " U. 3§ 3S

Of course I can't just sit back and demonstrate how good you are without sticking something of my own
here. A huge number of you (two) have written asking about extending RAM-DISC to give more screens.
In order to do this I now give you the mecessary values to insert. Please note that this is just a
temporary measure as I'm working on some words to allow you to set up as many screens as you want,
within reason. At present you've got 5 screens. To increase this number all you need do is take the
value from the table given below and then type.

HEX mponn 5990 ! ( WHERE nnnn IS THE VALLE )

For n screens SCR range Nnnn
six ODto5 FOOO
seven 0OtoB F400
eight 0 to 7 Feoo

A greater number of screens would crash the Memotech so you'll have to make do with that for now.

Before I finish this article I want to admit that I'm a total idiot. I dropped a clanger in issue 11's
article. SAVE-MEM and VERIFY-MEM do work but you'll always get a "mismatch" error from BASIC when you
use VERIFY-MEM. The reason is that FORTH takes the most recently typed command and then moves to the
byte straight after the end of the dictionary. It places a length byte at the first location. Hence
when you SAVE-MEM the final byte saved has a value of B where as when you VERIFY-MEM the final byte is
changed to 10. As these bytes don't match it doesn't verify. So in order to use the routines please
correct the following in your copy of MEMOPAD

PAGE B

HEX

HERE 4100 -

4094 |

Should read

HEX

HERE 1 - 4100 -

4094 !

PAGE 9

HERE 4100 - SAVE-MEM should be HERE 1 - 4100 - SAVE-MEM
HERE 4100 - VERIFY-MEM should be HERE 1 - 4100 - VERIFY-MEM

Once more I'm very sorry and I've eaten issue 11 to prove how sorry I am ( it's called eating one's
words!). See you next month. »*

m

- -

-
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10 REM Character Sketch.

15 REM

20 REM ANTHONY . A RANSLEY 1984

30 REM

100 CAVS 2,0,22,18,2,7,40

110 CRVS 3,1,26,3,4,9,32

130 GENPAT 3,1,255,129,15),188,188,153,129,235

11“] Eﬂll-tliﬂimu "IE‘I."“".'

1210 FOR C=0 T0O 168 STEP 7
1220 SOUND 0,100,15

1230 LINE 0,C,188,C

1240 SOUND 0,200,15

1250 LINE C,0,C,168

1260 SOUND 0,0,0

1270 NEXT €

140 CTLSPR 1,7 1280 LET ¥Te24z LET YB=i
150 CTLSPR 2,1 1290 LET XL=24¢ LET XR=1
160 CTLSPR B,0 1300 SPRITE 1,1,165,3,0,0,10
300 CLEAR 1310 OIM DS(24,24)
310 LET Y=l 1320 FOR C=1 TO 168 STEP SB
ﬂ LET :-; R 1330 PLOT 170,C

SOUND O, ' 1340 GOSUB 710
390 SOUND 1,1019.5,15 1350 NEXT C
aoo ui'.él CLS 1352 CSR 23,5: PRINT "C"
405 PAPER & 1354 CSR 23,13: PRINT "g"
410 CSR 11,23 PRINT :I:HIHAI:TEH SHETEH: 1356 CSR 23,20t PRINT "A"
420 CSR 11,3z PRINT Teeme—mcmemeene== . 1360 FOR C=167 TO 1 STEP -56
430 C5R 0,5t PRINT "Use Joystick or Curser h:rl to move the 1365 PLOT C,172
435 PRINT "cursor around the character grid. . 1370 COSUB B1S
840 PRINT "To fill or erase a square press HOME or 1375 MEXT C

445 PRINT "fire on Joystick.Press "RET' for”

450 PRINT "character data.After all the character”
455 PRINT "data has been displayed press "RET' to"
450 PRINT "restart program or "ESC' to contirue”
465 PRINT "work on the character.”

470 PRINT " Character grid sizes are 1,4 & 8"
475 PRINT : PRINT "ANTHDNY RANSLEY  1984"

525 CSR 0,183 PRINT “ENTER CHARACTER SIZE:"

530 vs 2

5315 PAPER 4

536 PRINT CHRS(27):"P"y

540 INPUT "";8

550 IF Se1 OR S=4 DR 5«3 THEM GOTO 560 ELSE GOTOD 530
560 VS 5t CLS

SA0 SOUND 1,0,0: SOuUND 0,0,0

B50 VS &

EBG0 COLOUR &,4: COLOUR 2,48: COLOUR 0.4

B0 CLS

BBO IF Se=4 THEN GOTOD 1400

690 IF S=9 THEN GOTO 1200

700 GOTO 1000

0 REM*e*ssssyayuyY | THE OUTPUTS*ssssads

T30 ANGLE O

TS0 ARC 10,1.85

760 DRAW 14

770 ARC 10,-1.85

TTS ANGLE 9.4325

790 ARC 10,-1.85

T95 DRAW 14

BO0O ARC 10,1.85

810 RETURN

815 REM T i oo o o

B20 ANGLE 14.135

A30 ARC 10,1.85

BA0 ORAW 14

850 ARC 10,-1.85 .
B60 ANGLE 4.72 gt
870 ARC 10,-1.B3

b e ““{-’l a2 A3AATID DAIH YT JAup
890 ARC 10,1.

900 RETURN

'||Il:| FEMresssssresfOT QNE *reresdeirs

1010 FOR C=5& TO 112 STEP 7

1020 SOUND 0,250,15

1030 LINE 56,C,112,C

1040 SOUND 0,400,153

1050 LINE C,356,C,112

1060 S0UWD 0,0,0

L L

r Ll 5‘:‘:“1

1380 CSR 17,0: PRINT ™"
1385 CS5AR 10,0: PRINT "2"
1330 CSR 3,0: PRINT "3"
1385 GOTO 2000

270 IF INKEYS=CHRS(26) THEN GOSUB 2690
2730 IF IMKEYS=CHR$(13) THEN GCOTD 3200
m 5l].lﬂ ﬂ-fl.fl

Eﬂ'lﬂ H].H.'l thU

2820 COTO 2000

2800 IF O%(Y,%)<>"1" THEN COTO 2960
REP==+s=0 ANK OFF A SOUARE®®®+es
2910 LET Ds{v,x)="0"

2920 ATTR 2,1

2925 PLOT 220-X,50+Y

2930 GOTO 3000

2950 REM**=s«ssfLL IN A SOUARESsstsss
2960 LET D8(Y.x)="1"

2970 ATTR 2,0

2980 PLOT 220-X,50+Y

3000 REM*===s=FTL| 4 ERASE SOQUARE==®=i®
3010 IF 5¢>1 THEN GOTO 3040

3020 LET XX=112-(%*7)

3030 LET YY=(49+(¥*7) )41

3040 IF S<»4 THEN GOTO 3070

3050 LET Xi=140-(X*7)

3060 LET Y¥a{21e(Y*7) )+

3070 IF S¢»3 THEN GOTO 3100

3080 LET XX=168-(1%7)

W90 LET voe{=-T+(1*7) )+

3100 FOR C=1 TO &

3110 SOUND O, (500)+S0°C,15

1400 REMe*e*wenessGRI FOURT*everess 3120 LINE XN4C, YV, XN4C,YY45

1410 FOR C=140 TO 27 STEP -7
1420 SOUND 0,700,115

1430 LINE C,140,C,20

1440 SOUND 0,500,15

1450 LINE 140,C,28,C

1460 SOUND 0,0,0

1470 NEXT C

1680 LET ¥YT=1B: LET YB=1

1480 LET XL=16: LET XR=1

1500 SORITE 1,1,137,.31,0.0,10
1510 DIM D$(16,16)

1540 FOR C=29 TO 140 STEP 56
1550 PLOT 142,C

1560 GOsuB M0

1570 NEXT C

1580 CSR 19,10: PRINT "g"
1585 CSR 19,17: PRAINT "aA"
1590 FOR C=133 TD 29 STEP -56

1600 PLOT C,144 *j

1610 COSLE 815
1620 NEXT C

1630 CSR 7,4: DAINT "2 bl

1980 SOUND 1,0,0

1990 =0uND 0,0,0

1995 HM‘--jﬁ*ﬁ-;q{ET miuliliii#
2000 IF INKEY$<>CHRS(11) THEN GOTO 2100
2020 IF Y=¥T THEN GOTO 2100

2030 0uUND 0,350,15

2080 LET Ya¥el

2060 MSPR 11,6

L 209 SOUND N MBS T i i s e DhE

2100 TF INKEYS$<>CHRS(10) THEN GOTO 2200

2160 MISPR 1,1,2

2170 S0UND 1,348,15

2200 IF IMKEYS<>CHRE8), THEN . GOTO 2300
2220 IF X=XL THEN GOTO 2300

2230 S0UND 0,350,15

2260 LET Xwdsl

2260 MUSPR 1,1,4

2270 SOUND 1,348,15

3150 NEXT C

3150 sO0UND 0,0,0

B0 RETURN

1‘21]] mtﬂ#liﬂlmtﬁ mm’:’*lﬂl“lﬂﬂi
3205 ATTR 2,0

3210 IF S=1 THEN LET Z=1 ELSE LET I=3
3220 IF Sed THEN LET Z=2

3240 CSR 19,0: PRINT “CHARACTER:"™
3250 FOR A=l TO 2

3260 CSR 30,00 PAINT CHRS(G4+A)

3270 FOR B=1 TO Z

3280 CSR 28,0: PRINT B

3285 Vs 3t CLS

3290 COLOUR a,4

1295 FOR C=(8*A) TO (({B*A)-7) STEP -1
31300 LET T=0: LET Q=128

3310 FOR D=(8*8) TO ((8*8)-7) STER -1
3330 IF D$(C,D)="1" THEN LET T=T«Q
330 LET 0=0/2

3350 MEXT D

330 PRINT T

3370 MEXT C

3385 VS 4

\’

.~ 3380 IF IMKEYS=""™ THEN' SOTD 3390 ELSE: NEXT B
m’ll'ﬂ VA Y 1%
‘TioeaosE'sonr AN
73400 FORCA2MO 15 Lo o i

3430 COLOUR 1,C

2120 IF Y=YB THEN ::nm:gm e ., S460 PAUSE S5O S o e St Sl
' 2130 'soumb @450, 450 LY 3 T i:ﬁ cia 598, s BRINT "“RET™y TSR 27,221 PRINT "or”
RAPB LET ¥aW% 1 4wl =g 2u wo bl b 2055850 2523 PRINT: M ERC "Ny

3460 IF INKEY$=CHR$(13) THEN GOTO 3490
465 IF Imm-n-ﬂ!{n] TI-EH n:m.n 1,15¢ GOTO 2000

IHAWIAOMENT EW HITTI S92 (1345, AAS

3480 GOTO 3420

3490 COLOUR 1,15

3500 CLS

3510 SPRITE 1,1,-4,-4,0,0,10
3520 GOTO 300

IE ::Tsfm prnt "changcten A (143G 4 ri]‘ﬂl ;ﬁﬁgw hﬂq?"“f’ﬁa 232189 IVOBA IHT

b S i Ve MY k‘i?l?-‘\}'ri 2 1A MO RSB 00 .0

111'n SPRITE 1,1,109,59,0,0,10
1180 DIM DS(8,8)

L L - T 411 LI L1 - |

2360 PVSPR 1,1,0
2370 S0UND 1, .'HIH.IS

AHT X3

i n ¥ M BT 13 A £l
WA GOA QlunH2 O4E
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PRICES EFFECTIVE FROM 1ST OCTOBER 1985

MTX 500 ....cccccannencoscanae veer. £79.95 INCLUDING MEMBERSHIP
MTX 512 .eeveanrnncansnnes veesees £129.00 INCLUDING MEMBERSHIP
32K MEMORY EXPANSION ..,.. chasuses . £36.74 SDX 500K PACKAGE AS ABOVE PLUS
64K MEMORY EXPANSION ........ ernsss £45.43 MTX512 COMPUTER ....... casessstena £455.00
NEWWORD ROM ........... cieensssenes £36.74
PASCAL ROM ...... cesesssiens ceeness £36.74 FDX SINGLE 500K DRIVE +CPM ...... . £539.00
SPECULATOR .....ccceenses ciesssases £36.95 FDX SINGLE 1MB DRIVE + CPM ....... £675.00
SDX 500K INTERFACE ......ovvvennns £222.50 TWIN FOX 500K CP/M SYSTEM ........ £569.00
SDX IMB INTERFACE .....oovevnens . £265.83 TWIN FDX 1MB CP/M SYSTEM ..... ... £740.00
2ND 250K ORIVE ..e.uivvennancennnns £89.00 500K SILICON DISC .......... £145.00
2ND 500K DRIVE .evvvnnvnnnsansnnns £169.00 IMB SILICON DISC ..uuuen. .+. £441.00
2ND IMB DRIVE ........ sesseseesas . £203.,00

FDX 2ND DRIVE SO00K ......... £141.00
80 COLUMN PCB:CPM:NW + SC ....... £186.00 FDX 2ND DRIVE 1MB .......... £163.00
80 COLUMN RS232 PCB KIT ...uvuse ... £22.00

DUST COVER .......c.ues cesseseedd.B0
SDX 500K + INTERFACE, 80 COL BOARD CENTRONICS 2 metre CABLE ...... £9.95
CPM, NW & SC .uuirvnnnnnnnnns veess £365.00 DMX PRINTER RIBBON ............ £8.75
IMB VERSION OF ABOVE ............. £455.00
FLOPPY DISCS (BOX 10) TOP QUALITY GUARANTEED ........ £18.75
DMX 80 PRINTER & CABLE ......... cecensecns £239.00
RITEMAN DOT MATRIX PRINTER ............... £215.00

PACE NIGHTINGALE MODEM ........ £119.00 + £5 postage & packing.
250K SDX DISC DRIVE ........... £199.00 + £5 postage & packing

DISC CASES HOLDS 10 FLOPPIES ........ £2.50
ANTISTATIC SCREEN WIPES ..... (10)..... i1.39
FLOPPICLENE DISC KIT ..uvvucnnnsss eeeesl6,50
CRIB CARD ...covsonscsarenssen esennsessdlelD

UPGRADE PACKAGE 1 ........ £198.00
UPGRADE PACKAGE 2 ........ £223.39
The above require factory fitting so add an extra £25 to cover cost of this service.

DON'T FORGET IF YOU HAVE A DISC DRIVE YOU SHOULD OWN A HIGH QUALITY HEAD CLEANER see FLOPPICLENE
. over half the problems handled by us are due to dirty disc heads.

JARO SPEED SPLITTER WITH SOFTWARE ...ovvvusnas £20.70

THE ABOVE PRICES ONLY APPLY TO U.K SALES & BFPO SALES
BFPO SHOULD ADD AN EXTRA £30.00 TO COVER ADMINISTRATION BY MEMOTECH
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e Y K

0 & SOFTWARE 9 &

(TS - N = g= r‘ﬁ .,.

‘-l N Wy o . ., §

AR i o

OD1D6 26X26 SPREAD SHEET UTIL SYNT 7.95 E ANY
00057 30 TACHYOM FIGHTER ARC CONT 6.95 1 ANY
i TOMNTOE DUEST ADV LWG B.7S I ANY DOOS4 MURDER AT MANDR  ADV LUMP 6.02 I ANY
00033 AGROVATOR ARC SYNT 5.95 1 512 00010 MUSIC PAD UTIL CONT 5.02 I ANY
00071 ALICE IN WONDER. ADV CONT 6.02 1 ANY 00003 NEMD ARC CONT 6.00 I ANY
sl mcwalion it U A R D112 OBLITERATION ZONE ARC MEGA 5.95 E ANY
i s syt faggis o 00045 DBLOIDS ARC CONT 6.02 I ANY
e inisemn el ofiun 00OD1  PAYROLL UTIL CONT 21.25 I 512
00041 BASIC BUSINESS ~ BS CONT 5.5 [ ANY e e ARC CONT 6.02 I ANY
ey o AT TR 00061 PHYSICS 1 EDUC CONT B.75 1 ANY
masis g e Ry b ENTRAT NO012 PONT & BULACKIACK CARD CONT 6.02 I ANY
00074 BRIDGE CARD CONT 6.95 I 512 0Ny . F T L PCIE ARC CONT 6.02 1 AMY
S i i s g e 00040 PURCHASE LEDGER BN  CONT 12.75 1 512
DU0BS CAVES OF ORG ADV SYNT 5.95 [ 512 g WAL, O B.U3 o
00094  CHAMBERDIDS ARC MEGA 5.95 1 ANY 00076 QOGO 2 ARC MEGA 5.95 1 ANY
e s e Lo ot e 0095 QUANTUM ARC SYNT 5.95 I ANY
DOOS3  COBRA ARC CONT .02 T ANY 00108 QUAZZIA ARC MEGA 5.95 I ANY
00025 COLUSSAL ADVENTURE ADV LVLY B.75 1 ANY 00107 RED MOON ADV LWS 7 U ANY
noco DONRRT e ONOB4 RETURN TO EDEN  ADV LVLY 8.75 T ANY
pDO28  COMPOSER UTIL XAV 13.00 T Ay 00020 REVERSI BRD CONT 7.85 T ANY
ol HONT mitDEs s e 1R 00114 ROLLA BEARING ARC MEGA 5.85 E 512
w35 et o b CD SCAP 2.95 € Y 00100 RUTHLESS BASTARD ARG LSFT 2.50 1 512
Narin maTA peitihmiiigeg it 00002 SALES LEDGER UTIL SYNT 15.75 E 512
00NS0 DEN.GOES BANANAS  ARC SCRP 2.95 1 ANY Cled ALTY 2 ARC SYNT 4.85 I AW
OO011 DEMNIS 3 CHICKEN NIC SCIP 2.95 T ANY D13 SEPULCRT SCELERATI ARC MEGA 5.95 E 512
e el S e el MO SLOOPY'S CHRISTMAS ARG PANS 2.85 T MNY
00068  DODDLEDUG ARC SYNT 4.95 1 ANY UDVIG S ARC MEGA 5.95 £ ANY
DD108 DOWNSTREAM DANGER ARC MEGA 5.95 € ANY 00043 SHAPPO ARC CONT 6.02 1 ANY
DO0SE  DR. FRANKIE ARC SYNT 5.95 I 512 00023 SNOWBALL ADV LWL 8.75 1 ANY
00056  DRAUGHTS ARD CONT 6.95 T ANY OOUSG  S0M OF PETE RRC, MEGA 5,50 1 MY
00111 DRIVE THE CEE 5  ARC MEGA 5,95 E ANY 00026  SPELLI-COPTER EDV CONT 5.95 T ANY
00063 DUNGEON ADVENTURE ADV LULY B.75 1 ANY 0BG " SPOOLER UTIL MEM 4.95 1 ANY
00067 EDASM UTIL SYNT 7.95 I 512 SESIUE. - AR ARG CONT 5.85 1 W
00066 EMERALD ISLE ADV LWL9 5.95 T ANY p ey o ARC SYNT 4.3 1 MY
00038 ESCAPE FROM ZAAKDS ARC MEGA 5.95 T ANY PR APER RINEFIELD ARG COMY S,00 5 S
00081 EXTENDED BASIC  6.95 SENT 6.95 1 ANY OE3 " SURFACE SCANMER ARG FEGA .28 T NWY
00082 FATHOMS DEEP ARC PEGA 5.95 1 ANY 00033 TAPE TO DISC UTIL MEM 6.95 1 ANY
00090 FIC FORTII LANG SYNT 15.75 1 512 QN7 J 1NN ARC CONT 8.02 1 AwY
00055 FIREMOUSE FREDDIE ARC CONT 6.02 1 ANY 00088 TARGET ZONE ARC ~ SYNT B.95 I ANY
00021 FIRST LETTERS 1 EOUC CONT B.75 T ANY oniin THE ESTGNER UTIL HALT 8.95 E ANY
DO0S2 FKEY DEFINER UTIL MEMB 6.85 1 NNY 0051 THE 200 LA ADV CONT 6.0z T 512
00037 FLUMMOX ARC  SYNT 5.95 T 512 00006 10ADO ARC  CONT G.02 1 ANY
00052 GAUNTLET ARC  CONT B.02 U ANY 000G TURBO ARC CONT 6.95 I ANY
REE fawsn WiERGAE: g e et o et DO117 USER BASIC UTIL SYNT 8.85 £ ANY
00031 GOLOMINE ARC  CONT B.02 T ANY D79 USER EXTEND UTIL MEM 7.95 1 ANY
DO0BS  CRAPHICS UTIL CONT 5.95 T ANY o027 UTILITIES 1 UTIL COMNT 4.95 1 ANY
ssnasliiiokigpentil gl e s 00091 VERNON & VAMPIRES ARC SYNT 5.95 1 ANY
il i o (i 0O0GO WORD & PICTURE  EDUC CONT B.75 T ANY
DOO65 HELI-MATHS EOUC CONT 5.95 1 ANY
00034 HUNCHY RRC  SYNT 4.95 1 ANY
00083 ICEBERG ARC SYNT 4.95 T ANY
00105 JET SET WILLY ARG SPRJ 6.95 E ANY
00015 JOHNNY RES YRR LOTH 6.02 1 ANY
00097 JUMPING JACK FLASH ARC SYNT 5.95 1 512
OIS KARATE KING  ARC MEGA 5.95 € MY PLEASE ONLY ORDER THOSE MARKED " 1 "
00016 KEY TO TIME ADV LUMP 6.02 T ANY
00042 KILOPEODE ARC CONT 6.02 1 ANY
00019 KNUCKLES ARC CONT 7.95 1 ANY
I e e he Ty KEY:- STOCK NUMBER TITLE TYPE HOUSE MEMBER PRICE  STOCK
00024 LORDS OF TIME ADV LVULG B.75 1 ANY
DOD14 M COOER UTIL PSS 6.02 U ANY MACHINE
00035 M COMMAND & ARCAD. ARC SYNT &.95 1 ANY
ONO70 MAN FROM CRANNY  ADV SYNT 4.95 [ 512
00104 MANIC MINER ARAC SPAJ B.95 E NAMNY
00022 MATHS 1 EDUC CONT 8.75 1 ANY
e wnc cont 600 £ any  E=EXPECTED SOON I = IN STOCK U = UNAVAILABLE AT PRESENT
DODBE  MEMOCHE QUE UTIL SYNT 6.95 1 ANY '
00075 MEMOSKETCH UTIL SYNT 7.95 I ANY
00088 MINER DICK ARC XAV .95 I ANY
00044 MISSION ALPHATRON ARC CONT 6.02 1 ANY
00030 MISSION OMEGA ARC SYNT 4.95 T ANY

31
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SUBSCRIETAONS

IF YOUR MEMBERSHIP NUMBER 1S BETWEEN O - 848 INCLUSIVE (ALL LETTERS A - I) YOU ARE NOW DUE TO RENEW
YOUR SUBSCRIPTION. TO MAKE SURE OF RECEIVING YOUR NEXT COPY OF MEMOPAD PLEASE SEND YOUR
SUBSCRIPTION TO REACH US NO LATER THAN THE 30TH OCTOBER. AN APPLICATION FORM IS INCLUDED ON THE

ORDER SHEET.

SPECCRUIN SPECULATC

THE SPECTRUM EMULATOR WILL BE READY WITHIN 3 WEEKS OF RECEIVING YOUR MAGAZINE. IT IS CALLED THE
"SPECULATOR". MEMBERSHIP PRICE 1S £36.95 + 50p p.p and includes the first software tape. SOME OF
THE PROGRAMS THAT YOU WILL BE ABLE TO RUN ARE: ARCADIAN ; ASTRONAUGHT;ATTIC ATTACK;DECATHLON;FLIGHT
SIMULATION:GRID RUNNER. WE ARE AT THE MOMENT NEGOTIATING TO HAVE THESE GAMES IN STOCK S0 THAT WE CAN
OFFER THEM TO YOU AT A DISCOUNT. ORDERS WILL BE DESPATCHED IN STRICT ROTATION. A SEPARATE SHEET IS
INCLUDED FOR THE SPECIFIC PURPOSE OF ORDERING THIS, IF YOU WANT TO LEAVE A DEPOSIT WE WILL PLACE
YOU ON THE LIST AND NOTIFY YOU WHEN AVAILABLE. WE HAVE PLAYED WITH A VERSION HERE THAT HAS JUST

ARRIVED AND WE WILL DO A FULL REVIEW IN THE NEXT EDITION.

250K DISK DRIVE

DISC DRIVE RAFFLE ...... WIN A 250K DISC DRIVE FOR £1.00. THIS TIME YOU DON'T NEED TO SEND A POUND
( THEY ARE ALMOST EXTINCT). SIMPLY WRITE YOUR NAME, ADDRESS,MEMBERSHIP NUMBER ON A PIECE OF PAPER
AND INCLUDE THE £1.00 IN A CHEQUE ETC . WILL BE DRAWN 20TH NOVEMBER SO YOU HAVE PLENTY OF TIME. IF

YOU HAVE A DRIVE YOU CAN CHOOSE GOODS TO THE VALUE.

Tape of the Mag

40 Column Graphics
Bertie Bug
Speedy 3D
Air Sea Rescue
A pleasant surprise for all 512 owners.

2.9

22



	memopad850900001
	memopad850900002
	memopad850900003
	memopad850900004
	memopad850900005
	memopad850900006
	memopad850900007
	memopad850900008
	memopad850900009
	memopad850900010
	memopad850900011
	memopad850900012
	memopad850900013
	memopad850900014
	memopad850900015
	memopad850900016
	memopad850900017
	memopad850900018
	memopad850900019
	memopad850900020
	memopad850900021
	memopad850900022
	memopad850900023
	memopad850900024
	memopad850900025
	memopad850900026
	memopad850900027
	memopad850900028
	memopad850900029
	memopad850900030
	memopad850900031
	memopad850900032
	memopad850900033

