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Gradually the MTX is being nrecognised by software wriiters. This must be good
news to all of us who have devoted time Lo this wonderfuf machine. Aviation
Software have released a series of specialisi proghams that provdide a Look-up
package forn pilots and a tutonial for trainee pilois. The price has not yet
been made clean but from what 1 have seen of the various proghams they anre
excelfent tutorials that cover such subjects as  AIRSPEED, AIRCRAFT
MAGNETISM, PILOT NAVIGATION,RELATIVE VELOCITY,MAPS AND CHARTS, INTRODUCTION TO
MAPS AND CHARTS, and the initial nelease totals ten packages. 1 undenstand that
therne 46 to be a special computer that wilf plug 4into the MTX Lo give an
internface between some of the future releases. We will definitely keep you
posted on this subject as we obiain more Anfoamation.

You will also be pleased to hear that we have tracked down, more by Luck than
good management, the authorns of MCODER and have 4igned them to a contract we
SYNTAXs0ft. The progham has now been updated and 48 given a new =title
SUPA-CODER. 1t 4is now available and for those of you who do not know the
progham, 4t 4is a INTEGER COMPILER that tunns your programé into machine code by
compilation, and will speed up your creations by a significant amount.

Anothern piece of good news: Memotech have agreed with oun pgint of view and arg
intending to take §ull page adverts in the December editioms (out Navember= of
WHICH MICRO & P.C.W. Afso, At 44 hoped that, jointly, Memotech and ourselves
will advertise 4in the Spectrum onientated magazines with the hope of catching
some of the Sinclain wserns who are Looking to move grom theirn existing toy to a
better machine.

This month we are offering a £20.00 voucher to anyone who sells an MTX 512 at
the new price of £129.00 to thein friend on friends - if you are Lucky Lo have
mone than one ! You can coflect as many vouchers as you £ike ..... there ane no
hestrnictions.

It can almost be stated that the Amateur Dramatic Society has been promoied Lo a
Repertony Company !

A §inal piece of good news€& it Looks possible that the Finnish Distrnibutor has
won the contract for the schools 4in Finfand.

1§ Memotech wiff only have f§aith in thein machine it is possible, just possible,
that we may reach owr ultimate objective.

Vou will also be pleased to hean that member renewals are running at 90% which
has surpassed owr predictions.

Finally, 1 am in the process of putting the {imishing touches to a book which
has not been announced calfed MACHINE CODE AND THE MTX. This is a tutoniaf that
stants with how o wse the assemblern etc and then deals with machine code, an
overview of the MTX, how use VRAM and the VDP and wilf be full of hints and
tips. Because this book does not nely on any outside help, 1 can assure you
that it wilf see the Light of day. During the next three weeks 1 wilf be
attending various meetings with peopfe who I am under contract with, but 1 hope
to have the book neady for sale by the end of Novembenr.

Keep on tapping !

R4
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This is an excellent game, so do not be put off by the price. Though there is not much to the game, it
is well designed. The title screen was created by the use of a very useful utility called Memosketch.

The object of the game is knock down the outer walls of four castles, and kill the 'kings' inside This
is done with the aid of your Quantum ball and your magic shield. Bouncing your ball off your shield
will slow it down, but it is possible to catch the ball and re-aim it.

The graphics and colour are very good, being loaded as a screen prior to the game. The sound is only
reasonable, and this lets it down a little. It is fairly easy to control, though when the ball speeds
up, you may find it difficult to dodge, and thus get knocked out for a little while.

Marks out of Ten

Graphics: 8
Colour: B
Sound: 7
Control: 7
Value: 8

Feviewed by
T.Smith
Altogether it is a very good game for the price the club is charging,

GHOSTLY CASTLE PANQUH'

This in an inexpensive game, and by inexpensive I do not mean poor quality. It is a good adventure,
though there is much description, yet there seem to be many locations. If in some locations you get
stuck, this is because you are not carrying the correct item/items.

So far, I can find no particular objectives for this game apart from collecting wvarious useful and
valuable objects, and find your way round.

The game is not very logical, as in certain situations you must use certain words otherwise it will not
work, and over-all the vocabulary is quite limited. Because of the poor description there is not much
atmosphere to the game. Even so it is quite good.

Marks out of Ten

Storyline: 6

Logice 6

Vocabularys: 5

Atmosphere: 5 Feviewed by
Values 7 T.Smith

Quite good if you do not want a serious adventure, but be prepared to spend a while finding out words.

SURFACE SCANNER MC@@ S@@E

When I first loaded the game I felt that I had seen this lot somewhere before. It had a very similar
-screen layout to MISSION ALPHATRON by the same author, a scene of mountains along the bottom of the
screen with the space craft moving across from left to right. But when it ran - what a difference!
This is one of the fastest games going with plenty of action. The craft can be controlled up or down
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and it can be made to go left or right. (This last effect is rather disconcerting as the whole screen
shifts to leave the craft at the trailing edge of the screen firing inwards).

The opposition is numerous, varied and very devious. There are simple boxes that fly in at an angle,
parachute bombs floating gently around the screen, green things that hover round the mountain tops and
the evil yellow crosses that move randomly all over the screen at great speed. With that lot there is
little chance that you will see the second screen ( I have only seen it once - the mountains change

shape).

There are a number of little extras that help to make this game a cut above the rest. Each of the four
craft has three "smart bombs" which will destroy all nasties shown on the screen. (Good for points!)
The action can be frozen by the use of F4 as a toggle - a great help when the pace gets too hectic.
But best of all are F1 and FS which turn the sound on and of f!

To sum up; a good arcade game with adequate graphics and sound, the format has been tried before with
some success but this time it works exceedingly well. This is one for the collection

PANsoft

At the price of 2.95, this is not a bad game. It goes under the label of Pansoft, Syntaxsoft's low
cost label. There is much change throughout the game yet it is still enjoyable.

The object of the game is to knock the bricks out of the wall, and either avoid them, or shoot them as
they fall. If you are hit by a brick you will be killed. If you make a hole through the wall, then
you will go onto the next screen. Occasionally, a strange blue thing will repair one level of bricks,
and you will have to knock more bricks out.

COMBAT

The graphics are quite good, but unfortunately the colour is not of the same standard. There is little
sound, though a few poor effects. The controls are easy to use, there being only three keys.

Marks out of Ten

Graphics:
Colour:
Control:
Value:

=] =1 O "

Feviwed by

o T.Smith
Not a bad game, and worth buying at this price.

JUMPING JACK FLASH @@@Q@M

This 1is an excellent game, and one the family can play and enjoy. A useful part of the game is being
able to change the screen you start on, using the up and down cursor keys. The game 1is very good
value, and don't go by first impressions.

The object of the game is to help Jack Jump through the many floors and of the underworld, which have
holes in. Escape from one screen, and move onto a harder one. Hit your head, get run over, get blown
up or have seaweed dropped on you, and you may have to begin the screen again. Try all fifty screens.

There are many graphics which are highly coloured and smoothly animated, (look out for the 'Skiing

MTX). There is a catchy tune throughout the game, and quite a few good sound effects. The game is
easy to control on the lower levels but becomes more difficult as the game speeds up.

Marks out of Ten

Graphics: B
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Colour: 8
Sounds 8
Control: 8

2]

v e d b
Usliisi Fevi ewe Y

T.Smith

This is a great game, but it doesn't look good on first impressions. Probably one of the best games
for our computer at the moment.

i Cratateet

I found this program a very difficult one to get into, to start, but later with a lot of work I began
to realise how good this program is.

Accounts can be laid out and debits such as standing orders can be removed from the current account
automatically. Then chegque payments can be entered ( but remember to put a - sign in).

Bar charts and pie charts can be used and data is entered into these automatically. Accounts can be
made up weekly or monthly and it is important to do this.

There is a colour selection available, but this is only for preference of vision. I would have liked
to see a selection of colour by account and possible to show when an account is in the red.

I feel that this is a qood program, but it does take time to get into it. I am still learning how
useful it is.

Feviewed by J.W.Smith

FORTH nowon Single Disc £15-75
BUY FORTH & get oneprogram FREE !

*®* OFFER APPLIES TO TAPE OR DISC
THE CHOICE OF PROGRAM IS YOURS BUT EXCLUDES CP/M SOFTWARE

2>EKISTING FORTH OWNERS CAN PURCHASE ONE PIECE OF SOFTWARE AT
HALE PRILCE . .:dsnsdepbf 4

Buy 3 Megastar Games WW‘&:/“
ocr neleaces PRY FOR TWO!

* QOGO 2 CHAMBEROIDS FATHOMS DEEP ETC.

Sym@azzsoﬁ
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EDASM PATCH L R Whalley

EDASM SHORTCOMING

1 have found that while EDASM is for me an excellent MACRO ASSEMBLER, there is a drawback, that is, you
cannot save nor load program's without EDASM being present. This posed a problem as I wanted to run a
program on a MTX500. Also I wanted to run it on my MTX512 without loading EDASM. After a while I came
up with the program listed below. After first making a note of the start and end address of the EDASM
originated program, you simply press the reset keys and load in the listing below. This will ask for
the start address and then the length of the program, after entering these you type in save <RET> or
load <RET>.

The program in the listing is about 400 bytes long, therefore it is assumed that the program to be
saved/loaded is less than 32K long and is in memory at <8400 Hex> ¢33792 Dec> upwards, thus allowing it
to run on both machines.

— —————————————— | —— —

5o to save an EDASM program enter the start address then the program length then save <RET>
The program is then saved to tap= as a data file. To load it enter the same parameters as before and
load <RET>. Of course you need to specify the start and length an the load instructions of your

program. .*

THE SAVING OR LOADING WILL START AFTER PRESSING <RET>
TYPE IN SAVE OR LOAD FOLLOWED BY <RET>

THE SAVING AND LOADING OF EDASM ORIGINATED PROGRAM SO AS THEY WILL RUN ON BOTH MTXS00 AND 512 WITHOUT
THE NEED FOR EDASM BEING PRESENT.
By L.R.Whalley.

20 CODE
4007 Dw D3 START ADDRESS
4009 D O3 PROG LENGTH
4008 RET
Symbolss
21 GOTO 25
22 CODE
404A LD HL,(#4007);START ADDRESS
404D LD DE,(#4009)3PROG LENGTH
4051 CALL #OARE:SAVE/LOAD ROUTINE
4054 RET
23 RETURN
25 PLOD "PROG" 'L IF s $="LOAD" THEN POME 648721
096  PAUSE 1000: LS
30 CSR 0,18: INPUT "START ADDRESS "3SA 87 IF SL$<"SAVE" THEN CLS & CSR 0,101 PRINT "OATA SAVE FROM "3Sa;™ LEN "iPL
40  INPUT "PROGRAM LENGTH "3PL 98 CSR 0,111 PRINT "-—“u"
99 IF S.$="LOAD" THEN CLS t CSR 0,10: PRINT "DATA LOAD FROM "SA;™ LEN "3PL
60  POKE 16391,MOD(SA,256) eyl iy e e
65 POKE 1EEQE,INT{5HIEEE} 130 COSUB 22
Lol s 0 “ETnaEh e QB 1
72 pLOD "PROG2" 180  ST0P
. 190  SAVE "EDASM/ANY"
T4 CSR 0,12¢ INPUT SLS _‘# 190  GOTO 20

76 IF sL$="SAVE" THEN POKE 54872,0

39
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To change music notation into numbers I use a miniature keyboard which covers all the notes within the
range of the MTX. For ease of reference, the notes are numbered alongside. I made mine by cutting out
a keyboard from an advertisement in a magazine, making several photostat copies and joining them wntil
of the required length. If the Editor agrees to print one on the outside edge of a pagé'I suggest you
cut it out and mount it on some stiff cardboard. Some protection with clear cellophane will keep off
grubby finger-marks when it is handled. To help the beginner, I have drawn in the musical staves
exactly opposite the notes they relate to.

For those who cannot read music - why not learn now? It's not that difficult. Notes are read as
letters - from A to G - the same sequence repeating over and over again. The black notes are sharps or
flats - sharps carry the same letter as the white note to its lefty flats carry the same letter as the
white note to its right. We know that there are 12 semitone steps before we are back at our starting
point, so for our purposes we can say that a tune can be pitched at 12 different levels (keys). By
using our numbers the pitch or key of a tune can be changed very easily so long as we keep the same
respective distance between the numbers.

Any kind of music can be used - hymn books, piano, piano accordion or even organ arrangements. To see
if your particular choice is suitable, first check its highest and lowest notes. These should come
within our available range. Next, if at all possible, make a photo-stat copy of the music as you will
need to number the bars. Now take a look at the shortest (time value) note printed in any bar as

this will determine the unit in which the notes can be represented. Most popular tunes are written in
either common or 4/4,3/4 or maybe 6/8 time. If in 4/4 and the shortest value note is a gquaver thenm we
shall require B units of note values per bar. In 6/8 time we can probably work in 6 units per bar. I
have successfully transcribed "The Flight of the Bumble Bee" using 16 units per bar and am currently
working on "The Arrival of the Queen of Sheba" which required 5.696 DATA numbers. You will need
plenty of patience!

Having selected the tune we now require a system for writing down the corresponding note numbers and I
use what are termed DATA sheets. Using a sheet of paper about the size of Memopad I draw a series of
boxed grids, each being divided into 4 horizontal and 9 vertical sections. These are arranged in two
columns of 9, the space between the columns approx. same as the vertical division which permits two
adjacent boxes to be joined together by adding a few lines if one is required to work beyond 9 units
per bar. Photostat copies are made from the original.

40
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Each horizontal Qrar.:tinh is assigned to a sound channel. Four channels? Yes, we can use 0,1,2 and 4 as
the numbers repeat again. On your first DATA sheet proceed to number OVER the boxes from 1 upwards.
One box for each bar or part bar of the music. Later on, at the SIDE of each box, you will enter
another number, this corresponding to the DATA line number in the listing, hence it will be easy to
locate just where you are when it comes to sorting out the "bugs." I find that no matter how careful
1 am, there are always some ErTOrS which creep in particularly double commas between the DATA numbers,
and they can be difficult to spot on the screen.

With the miniature keyboard suitably positioned,and having estahlished the unit value per note, you are
ready to begin entering the number(s) for the note(s). I prefer to use a pencil as errors can be
changed easily. To avoid getting in a muddle, deal with the top notes of the upper stave first. These
are usually the melody of the tune - enter them in the top row of each box. Tunmes do not always begin
on the first beat of the bar, in which case your first number will be positioned relative to where it
occurs in the bar. Any rests (silence) encountered are entered according to their duration with B67.
Should there be just one note for the length of the bar, enter that note's number in for each unit.
Any two or more adjacent rotes of the same pitch joined together with a slur are treated in the same
way - enter in numbers for duration of their value. A long slur denotes phrasing - don't get confused.
. Beginners are reminded to be careful - music which shows no key signature at the beginning is said to
be written in the key of C major (or A minor) and is played using only the white notes - unless there
are accidentals (flats or sharps) inserted. This is the pasiest key to work in. Where the key
signature shows one sharp or one flat (or more in either case) remember this applies to ALL the notes
of the same letter name, not just those on the line where the sharp(s) or flat(s) are printed.

A matural L‘| indicates that a note is restored to its former pitch, and is operative throughout the
BAR in which it occurs. All notes of the same letter name will be affected.

Having entered the top (melody) line, go through the music again and do ¢he same ftor the bottom Lline in
each box - the bass. In piano music the left hand provides ';he rhythm which is wsually
note/chord/note/chord in 4/4 time. This permits one to enter a 3 note ohord between two adjacent bass
notes. You might find that there are more than & printed notes at any one time so one has to be
sglective. An elementary knowledge of chord construction will prove useful. A common chord requires
three notes - its ROOT, THIRD and FIFTH - from the SCALE built upon the root note. Perhaps 1 should
make it clear that these are not semitone intervals. The three notes of a chord can be in ANY order!
example CEGC : EGC : GCE will all sound the chord of C major. If a chord appears with 4 notes, any 2 of
which are the same letter, it is usually the root note which has doubled. Seventh .chords and
diminished chords require 4 separate notes, as do many others, and to help you I'm including a table
which shows how most of the more common chords are derived. The key of C major has been taken for

illustration, but remember - the same principles apply to ALL keys.

Chords are shown in root position. The chords of the Sth,major Sth and 11th will be found in organ
music where the root of the chord would be played by the pedals (hence it is not shoun in the table).
Note that the semitones from 13 onwards start the second octave - my table is the best way I can think
of to explain how chords are formed. The last chord - the diminished - is different from all the
others as the four notes of which it is comprised are the notes of three other diminished chords of the
same letters. There are 3 DIFFERENT diminished chords notewise. Augmented chords are similar, there

are 4 different ones.

To return to the DATA sheets - when all the notes have been entered fill any vacant spaces with 67.
There must be a number in every unit - otherwise the values will be sent to the wromg channels. On the
music, any 2 or more adjacent notes of the same letter will, unless joined by a slur, need to sound
separately, so take a coloured pen ( T use red) and draw a line between them in the boxes. Pay
attention to the number of units per note as lines in the wrong place now will create havoc later on.

Do this for each channel.

It might be as well at this stage to make a note over the boxes if a change in volume / s=speed of
playing is called for as it is from the DATA sheets that the instructions for the listing are prepared.
Assign a channel to each of the four linest regard each column of 4 numbers as one X. Go through the
boxes in numerical sequence. As you reach each coloured line make a note of the count and the channel
to which it refers. The sound will need to be cut off at this point in the listing. MNote the count
for any volume/speed changes. The final total should be equal to the number of bars times the number

of units per bar. If all is correct you can start the listing. "_
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JOUND IRPUY From Casseiie
Peter Knaggs

The following is the source code to a routine that will accept sound from the cassette deck and report
it to basic. If you take the MIC jack out and leave the EAR jack in your tape deck and then press
record and play, you will have to push the anti-record lever at back left of the cassette bay, then
this routine will operate.

I have written the routine to be completely position independant and as such once written into a CODE
line there is no need to re-assemble it when adding code in front of it.

The method of accepting sound:

Firstly a quick delve into the Cassette I/0 routines in the ROM will tell you that incoming sound is
detected by the CTC which in turn gives the Z80 an Interupt. I have programmed the CTC to give an
interupt after it has heard 10 sounds. When an interupt occurs I add it to the noise length count (BC)
and then go back to wait for another noise. If a sound is not registered for a given period then it is
deemed that the sound has stopped, and the length of the sound is returned back to basic.

10 GOTO 200

100 CODE

4010 DI 3 Disable interupts

4011 m 2 s Set CTC interupt mode

4013 LD A,#FF

4M5 Lo 1I,A 3 Set Hi byte of Jump Table
407 LD A,#FO

4ms out (8),A 3+ Tell CTC the low byte of Table
4018 NOP

4mc LD A,3

401E ouT (8),A

4020 out (9),A 3 Turn CTC interupt channels OFF
4022 ot (10),A

4024 out (11),A

4026 NOP

4027 LD HL,¥FD77 3 Point to some spare memory
402A LD (#FFFB),H 3 Set into Jump Table

4020 LD  (HL),#2E 3 Place Interupt code into memory.
402F INC HL

4030 LD (H),L s LD L,#F7

4031 INC H

4032 LD (HL),#FB s EI

4034 INC HL

4035 LD (HL),#ED

4037 INC H

4038 LD (HL),H4D 3 RETI

403A LD A,#C5

403C outT (11),A 3 Tell CTC to count TAPE input
403E LD A,10

4040 out (11),A $ Count for 10 sounds before giving Interupt
4042 NOP :
4043 L0 BC,D 3 Zero out length counter

4046  SLOOP: LD DE,#1000 ¢ Set Delay value

4049 LD L,E 3 Reset interupt flag

4047 EI ; Turn the Interupts back on

. 404B LOOP: LD A,L 4 Get interupt flag

404C OR A 3 Has an interupt occurred

404D JR  Z,NOINT 3 No test for end of sound
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404F INC BC t+ Add one to length counter

4050 JR SLOOP s+ Go back for another sound

4052 -« NOINT: DEC DE :+ No - Decrement delay value

4053 LD A,D

4054 OR $ Is it out of time

4055 JR NZ,LOOP s No - Loop around again

4057 NOP

4058 DI s Disable Interupts

4059 LD A,#A5 S

4058 out (8),A ; Set CTC up as for Basic (Count-down) .:_.5""

405D LD A,§70 Bt

405F out (8),A s Tell CTC value to count from

4061 LD A3

4063 out  (11),A : Turn Cassette input OFF

4065 EI $ Turn the interupts back on

4066 RETI s Return to basic and Clear Interupt condition

4068 NOP

4089 RET 3 Their silly RET (Not used) seessessssnne
I YRR R

Symbols: ce000000000 ¢

SLOOP 4046 LOOP 4048 --Ir:ﬂlﬂ II:::

NOINT 4052 hopses - -+ 79
ceo00® !.lll

200 LET X=USR(16400) : REM MTX-512 value 32784 on 500 *000009 0 e

210 IF X=0 THEN GOTO 200 : REM No sound - No - Loop back :::===:==:=::

230 PRINT X; : REM Yes - Display length co00BOOOBORRS

240 GOTO 200 : REM Loop back TEEEEEEEREEE

A word on the CODE:
The first part is turning off possible interupts, I then set up the CTC to the Interupt Jump Table
(#FFFO), the high byte of the address goes into register I while the CTC has the lower byte (#4010 -
#40189). I then turn off all current CTC functions (F401C - §4024). After this I place the actual
interupt handling code into a bit of un-used memory and set the Interupt Jump table. value to go there
(#4027 - §4040). ALl this code will do is set the L register to a Non-zero value, so as to indicate to
me that an interupt bhas occurred. I am using L as an interupt flag. The actul code place into memory
is:

FO77 LD L,#F7
FD79 EI

FD7A RETI

Set interupt flag
Turn interupts hack on
Return from and clear interupt

wE e W

The next section of code tests the interupt flag (the L register) to see if an interupt has occurred,
if so then it will add one to the length of the sound counter (BC). If the CTC has not picked up a
noise for a given length of time then the routine will return the value in BC back to basic, As such
this routine is quite sensitive enough, but by altering the CTC set up count and delay you can alter
its effect quite drastically (#4043 - §4055).

The last section is the exit back to basic, this has to reset the CTC interupts back to the normal
basic way. It does this by setting a count value 7D, every time the CTC counts down to O from 7 it
will cause the Basic interupt, try changing this value, it gives some interesting effects, (Try setting
it to 1). Finally it turns off my interupting and returns to basic clearing any interupt condition
(#4058 - #a0BE).

NOTE: The use of NOP's as separaters as the assembler will not allow empty lines, they are of no use
and can be removed.

NOTE: Although the code starts at #4010 this also has no meaning, so the location of the code does
not matter.

So far we have come up with few applications for this program, if you can think of one, then please use
it or let us know.

P.Knaggs of MAX Software,12 Seymour Rd.,Chippenham, Wilts,SN15 3NH Tel:0249 654840

Sorry forgot; As the BASIC part of this program is so small you can't BREAK out of it by simply

pressing the BREAK key. To BREAK out of the program you will neel:l to hold down the BREAK key and then
register a sound from the tape deck!!
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Revdeu

This is a pleasant looking unit, consisting of a colour (portable) TV styled like a monitor, with the
facility to accept both RGB and composite video signals, and stereo sound, as well as conventional TV
signals. As an adjunct to a TV aerial socket, the CTM400 has what is probably the nearest thing to a
standard connector - the SCART or Euroconnector - and my local computer shop was able to supply me with
the necessary lead to connect the SCART socket to the composite video and hi-fi outputs of my MTX.
(Audio packs, pack No. 668-020) (15 Pounds).

THE FIDELITY CTM 1400 COLOUR TU/MONITOR, 14 " SCREEN

Eight TV channels are available, which may be used in any one of three settings. All eight may be used
for TV reception; alternmatively, channels 1-7 may be used for TV and channel 8 for computer input from
the SCART socket. On the third setting, the unit acts solely as a monitor on all 8 channels.

The controls for wvolume, brightness, colour and contrast, as well as TV tuning and switching the SCART
socket in and out, are hidden behind a hinged panel at the front of the unit, and can be rather fiddly
to use though neatly stored.

Resolution is only standard, but the picture is crisp and all 16 of the MIX's colours display very
nicely. Switching between TV and monitor modes is easy, and the ability to direct the MTX's hi-fi
output through the Fidelity's (admittedly small) TV speaker is a definite improvement over the
computer's standard TV sound output.

My only criticism of the ac“ual unit cc cern its rather awkwerd controls and its surorising deph -
around 16 inches front to back. I have found it necessary to move my desk away from tie wall in order
to be able to position the CTM1400 far enough away from my seat for comfortable visibility.

The only failing I have experienced with the display is common to all TV sets to which I have connected
my MTX - circles are shown as ovals! However I understand that a qualified television engineer should
be able to rectify this annoyance.

Dverall, a nice unit with a crisp, colourful display, and a versatile set offering a good compromise
between TV and Monitor. The CTM400 is widely available for around 225.00. A monitor-only version,
the CM 400 costs 199.00. 4';1

CHRIS WHITELOCK

TEC MTX 512 COMPUTER
FITTED WITH NEWWORD ROM
erry €199 RS232 COMMUNICATION BOARD
eign o™ PLUS

ﬂﬁudlﬂﬁﬁ‘d \

Mmrnﬂ“?mﬂm 8 GAMES : GRAPHICS

\West SUs*¥ UTILITIES : MUSIC PAD

Tol: WO EDASM & TWO BOOKS

Telox:

£120.00
RAY RUDGE, THE MAGNOLIAS

CHURCH LANE, PINVIN, NR. PERSHORE,
WORCESTERSHIRE WR10 2EU
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A new Member would like some help with the following;
As a newly enrolled club member please can you help me with my new Memotech 512 Computer which I use
coupled to an ordinary Television receiver.

The problem is I get continuous interference fringebands wandering up the screen, due I think to some
local relay station having a channel near to the computer output channel.

This problem must have occurred to other members, is there any way the computer output channel can be
moved to one side or the other by altering the tuning on the modulator penel, to cut out this
interferance which is very noticeable and irritating. (On my VHS Video provision is made for this).
The fringebands only occur when the Computer is coupled to the television set which works 0.K. on
ordinary television broadcasts.

Mr. F. Harrison,37 Zoar 5t.,Morley,Leeds,L527 BJB.

The prolific Or.B.Houghton has discovered more hidden secrets;

NEWSTAR

1 have been fighting with NMewWord and the WordStar Manusl, and some of the results may be unknown to
some users. Actually, I was searching for Move and Delete Block: I suspect that this is impossible in
the ROM version, but if anyone has found it then perhaps he/she would let me know. I have found the
following commmands:

*PD.Toggle on/off Doublestrike.
“PT.Togole on/of f Superscript.
“PVU.Toggle on/off Subscript.
“M. Insert CR/Blark Line at cursor position (“N in WordStar).
“P0.Non-Break Space.
“PF .Phantom (alternative) space.
“PG.Phantom (alternative) delete
“PL.Force form feed with page break. _
In addition to “PQ and “PR and their corresponding .X0 and .XR commands, Newllord appears to recognise.

“PE}

“Pulg

“PA;

“PN; 1 assume that these have the same meanings as they have in WordStar, but have not
found how to set them (any offers?).
There are also several 'orphan' commands:

“PK  (there does not seem to be a 'header' or 'footer' facility).

P] (117);

o[ (111177).

I append a listing of a very short BASIC graphics program (I'm getting a bit fed up with gigantic
externally-compiled efforts!) which may amuse readers and their families: it draws patterns reminiscent
of the pin-and-wire designs that used to be a sort of 1960's equivalent of the 'Three Falling Ducks'.
B.HOUGHTON

Paul Schofield of Switzerland has written in with the following comments about his Disc Drive:

Dear Keith, Having been busy corverting from POP to VAX at work recently, I have not devoted too much
time to my MTX, however, the arrival of my SOX has generated new interest. In view of the recent
correspondence in Viewpoint, you may be interested in a brief synopsis of the problems I encountered in
obtaining the new drive.

I first placed an order for a 250K drive with free interface board in January quoting both my GENPAT
and credit card numbers. WNo problem I was told, the drives are not yet ready for shipping, but I
should expect delivery in about 2 months. Following the latest news in Memopad 1 was not too surprised
when March came and passed, but by mid-April it seemed time to inguire again. The Sales Department had
no record of my order, but assured me that it would have been passed to the Export Department and
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suggested that I talk to them. Once again no record of the order. "Can I order one now then?" "uell,
actually we were not plamning to export these drives, we've not fixed an export price yet."

I'm not jgiving up that easilyl "But I'm paying by credit card snd a few pounds either way is not
going to make any difference." "I suppose that's 0.K., but we will have to get an export licence, so
it could be 4 weeks before you get it." I'll be on holiday then, but with luck they keep it at the
local Post Office for at least 2 weeks. I return home and rummage through the ton of unsolicited
advertising. I find a Memopad and MOC Newsletter, but no slip from the PTT. It's now early in June,
it's raining and as some obscure saint died today I don't have to go to work. Decision timey I ring
Memotech to cancel my ori order and buy an FDX Single Disk System instesd. "Oh, Mr. Schofield,
have you not received our letter yet? Your disk drive wes despatched last Friday."

The next day the letter arrives followed a week later by the disk itself.

In fairness, when you eventually get to talk to someone at Witney they are generally very polite and
halpful, It's just that when the predicted delivery date has come and gone you don't know where you
stand. Sinclair's 1little cards which irwarisbly come instead of the equipment ordered get a lot of
stick, but at least with those you know that your problem is the same as everyone's.

On the subject of phone calls to Memotech: has anyone else noticed that there now appesrs to be a
standard response to technical queries and questions about new softwere products - "I don't know (or
I'm not sure) you should talk to GENPAT."  No wonder your phone is so busyl

PAUL SCHOF IELD

Dne of our members, from 19 Highfield Close, Amersham, Bucks., has the following comments to make:

Dear Sir,
While I am renewing my subscription I “hought I would take the opportunity of giing you my wvisws on
the current Memotech situation. .é "

5

In your last editorial you urged us all to become salesmen. Things really must be bad if we the
computer users have to sell computers for a company who have failed to support ws. Although Memotech
have always supported me when I have had any problems with my MTX they have not supported me by
promoting their rather good computer, so, with the exception of yourselves, leaving me the computer
user with many unfulfilled promises, a small user base making 3rd party support small (when compared to
other computerd) and a feeling that I could have got better value for my money by buylng a different
computer. Do Memotech deserve us to sell their computers (and line their pockets) when they clearly
don't want to sell the computers, or if they do they are golng sbout it in a strange way.

Moving onto software, I would like to make the following points - I would suggest the poor software
sales are due to the type of user attracted to the MTX computers. I would suggest most users bought
their MTX not just for playing games but for actually doing something practical, which the MTX's have
the potential to do but because of the above has mot fully been achieved. Thus although there is »a
demand for games software, I think people are looking for something practical. You may argue that
this type of software exists but I would like to make a further point which applies to all MIX
software., This is that all the software seems to be of a similar nature e.g. there are a lot of
utilities packages and "Pothole Pete" type games. There is very little original software. I would
suggest that most users have a copy of a particular type of software so making the decision to buy a
alightly better piece which does almost exactly the same thing a difficult one to justify.

Of course more could be done with (e.g. disc drives) and new users which will perhaps come sbout with
the recent price cuts. But if this is to happen Memotech need to let pecple know their computers exist
and not just leave it to the hard done by user.

Finally, I would like to say that if it had not been for Gempat I would probably have tried to sell my
MTX, but I doubt if anyone would have bought it because they would know mothing about itl

Dave Elliot of Liverpool, has some tips for SOX users.
Dear Genpat,

Here is a tip that SDX users might find useful, concerning the rernumber program provided with the
!rﬂtﬂlt

The program contains.a few BASIC lines and then the rest of it is written in assembler which re-locates
on running at FOOD hex.

The problem with this program is that you cannot load it if you already have a BASIC program in memory.
You have to shuffle programs about to and from disc in order to remumber the BASIC program. Here is a
way round this:

LOAD & RUN the renumber program RENUM.BAS
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Enter PANEL
D EFFC to display 4 bytes before the renumber program

Now type:

00 <RET>
FO <RET>
32 <RET>
03 <RET>

This puts into these 4 bytes the start address and length of the renumber program
Now press <BRK>, 'B' & 'Y' to leave PANEL

Finally, enter USER WRITE "RENUMBER.RUN",61436,822

This creates on the disc the renumber program as a RUN file.

At any time, even with a BASIC program in memory, entering USER RUN "RENUMBER.RUN" makes the renumber
program available without wiping out the BASIC program in memory.

<X R.Lovell has some strong ideas on the design of a new computer.

DESIGN OF A NEW COMPUTER
MEMOTECH already have a good design, which is well made and which can be expanded in a limited way.
Where it falls down is in its RS5232 and disc add-ons. They are expensive and the disc performance is

three years out of date (a charitable statement), Because CP/M was too expersive for most amatuers,
the Memotech effectively had no software bus, which significantly affected software availability.

Any new machine must take account of these omissions.

L

Memotech has missed the boat on the 16 bit machines. It may be able to get in on the 32 bit
processors, of which the 68020 is the one that is up-down compatible in the chip family and is not tpo
difficult to interface to the ZBO. It should also give ASSEMBLER compatibility with Apple and
Sinclair, thus easing software needs.

The first question then is - should Memotech design a new 32 bit machine that cannot be interfaced to
its existing MTX machines. As an amateur, domestic user I cannot afford that answer, so my suggestions
for the new machine are as follows:- '

1. As I see it, the Z80 can do anything needed in a domestic erwirorment. The 32 bit will be for
future intellectual and entertairment pleasure. For industry and commerce it will enable fast complex
processing with a very large data base. Thus, the coming mass storage devices MUST BE ALLOWED FOR.

2, Design a tube, or tunnel, so that the new 32 bit can be used with the existing ZB0 equipment.

3. Include either MSDOS or CP/M B6 as the operating system, i.e. STANDARD SOFTWARE BUS.
A small company cannot afford to write up to date software, so standardisation is essential.

4, The discs to be 3 1/2" micro. They may be more expensive, but they are going to be the standard.

5. It must have a colour output to monitor. There is no doubt that colour graphics of stunning
quality will become available for these machines.

6. Try to bundle DR GEM, or its equivalent.

7. Languages to be M5 BASIC, BEBC BASIC (Z80 based), FORTRAN, ASSEMBLY. These, of course, can be
loaded from disc.

B. Interfaces must be provided for laser disc and interactive video. There should be a sufficiency of
1/0 with access to the busses for future expansion R5232 must be provided. The joysticks and
centronics parallel port will be in the MTX.

9, Keep software up to date, attractive and useful. Ditto for hardware peripherals.
Having re-read the above, I don't think that this specification can be built at an acceptable cost.

Pethaps the core of the machine could be (2,3,4,5) the remainder being sold as accessories. Thus the
nucleus of a "system" computer could be supplied at an acceptable price (as is done with cameras).

41



NUABER 2 VoL 000 memopad

ot Gl

One last piece of advice, should Memotech decide to use a 32 bit processor, then they must commit
themselves to keeping the new computer technically advanced in the coming years. That includes
peripherals and software. If it is not technically advanced enthusiasts will not buy it and spread the
gospel. So encourage the enthusiast. (How about Memotech having an open day to show club members
round and show of f new goodies about to be released).

R.LOVELL

Derek Bergin has some ideas on the future development of the Memotech.

Where do we go from here

When I first joined Genpat about 10 months ago Memotech were going through their final phase of
advertising the machine and trying to make it into a super-success 'a la Amstrad'. For a variety of
reasons, none of which I believe have anything to do with product quality, this attempt failed, and =o
we are left with what PCW called a "low volume sales computer™. To my mind this rather begs the
question "where do we go from here??"

Before going any further I should explain from which point of view I am writing this. I am a self
employed software engineer specialising in real time test equipment and telecomms., and 1 wanted a
machine at home which would act as a back-up for my work and would also run the standard software for
my business. The qualifiers were that the machine needed a decent keyboard, must run CP/M, and should
be caoable of serious development work, i.e. run Pascal and C compilers in the time it takes me to make
a cup of tea, not the time neeoed to drink it. I also hoped to get a machine which would allow further
expansion and had used some decint design techniques, primarily a bus-based unit with 'pace left in the
card cage. When I put all these thoughts togsther and added price I came up with t.hu inswer -Memot 2ch.

As 1 implied above I am very hapoy with the cuality of my machine, a t.u:.n disk FT.IH v.th 256K siiicon
disk, (with the exception of the abomination of a flat ribbon cable n‘:rnu:tlng thp F5128 to disk FOX)

and find it fulfils the uses for which it wes bought. The questiod o where to.go from here does,
however, appear to be very much unresolved.. There would seem to be' four maln direc .ions in d"’ii-: v the
company could expand its business (and any rn.n‘.:nr of combinations tﬁbrnnf )t (

b
.: -

a) Continue to concentrate on the “trad.ttimal" games market with the present range of md‘rim-.r.
b) Try and push the FDX range as business CP/M machines.
c) Go for some form of IBM compatability.

d) Jump the 16 bit range and go to the current technology.

Option (a) is almost certainly a loser. Tape only machines are being ignored and the market base is
shrinking anyway. The machines could probably be modified to teke a 3 1/2" inch disk like the Amstrad
but could it be made to the price? somehow I doubt it.

Option (b) could be started up by simply moving the processor and main memory into the FDX box - and
connecting the keyboard via a serial link - there is no way that the current design would stand up to
serious office type use. The addition of CP/M 3 so that programs > 64K could be run would certainly
enhance the attraction of the machine. There is a large existing base of CP/M users and a great deal
of current software but 1t again Is a shrinking market.

Option (c) would have to be aimed at what the Americans call the grey market. This isn't the supply of
dodgy chips but the people who buy machines which are compatable with the ones they use at work. This
is apparantly prevalent in the States where being a workaholic is fashionable, however there is
undoubtedly a similar if smaller market in this country. The FDX unit would again have to be fitted
with the processor board - probably BO186 based as that is the cheapest and easlest way of crucifying
the IBM on performance. Similarly it shouldn't be too difficult to have a dual processor system,
leaving the CP/M unit intact.

Option (d) is by far the most exciting and one in which the company could definitely do well. In the
States, Commodore have brought out the Amiga and Atari the 5T520. They both have what is on the
surface of it a similar specification, 16/32 bit processor, 256K -1M ram, graphics etc: however,
everything that T read and hear from scross the pond (I'm linked into the International Unix Metwork -
Usenet) says that the Atari achieves its much lower price by lower perceived oquality, rather like
comparing the MTX with a 464. (I should point out here that I am only giving an impression - T don't
want Atari sueing me!l) The result of this is that while people are screaming for Amigas, the
developers I'm in contact with haven't stopped drooling over their early released ones yet, the Atari
is piling up in the stores. So, Memotech, what about it?7 How about a GB020 based machine (32 bit for
those who get lost in the new rash of rumbers) with 512§ RAM , IM mini-floppy, 10M Winchester, and a
decent. multi-tasking operating system with sensible graphics? None of the basic components are that
expensive any more (256K dynamic RAMS are selling for $2.50) and see Meacomo for a similar operating
system to the Amiga - or even licence the same one, after all it's based on the Tripos mtm from
Cambridge University.
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We aren't going to see the Amiga over here for quite a while and the 57520 is just a toy, so why not go
for the serious market. The entry level machine needn't have the hard disk and so could be quite
cheap. If the latest indications from America are anything to go by then the new machines are going to
build a large software and user base very quickly indeed and the machine which everyone wants is the
quality machine - and we know who builds the best guality machines - don't we?

P.5 For anyone wanting a full description of the Amiga see PCW.

PPS5, If Memotech read this and decide to produce such a machine - I want to be first on the list.

@omdie/z Timing

One of the attractions of languages such as PASCAL & FORTH is that they are extensible in a way which
is not seriously possible in BASIC.

Unfortunately, inefficient runtime speeds of user routines in both languages can produce serious delays
when they are called repetitively or recursively in Pascal and can spread like a cumulative pollution
over all higher levels of the FORTH compiler.

The appended debugging tools make it possible to access the MTX real-time clock in both of these
languages and thus to time the run-time efficiency of one's extensions.

The following points should be noted with the Pascal routines:

1. They are written to be intelligible rather than economical : in practice TIME should be local to
each procedure and CLOCK and TT be declared as literals in their relevant statements.

2. The odd value of -6B81 is the NEGATED 2's COMPLEMENT OF FDS7 Hex (the SYSTEM address of the TIMES
variable),

3. PEEK & POKE are Hisoft extensions, and may not have equivalents in other Pascal compilers.

PASCAL .
CONST
CLOCK = -681
TYPE
T = PACKED ARRAY [1..5)OF CHAR;
VAR
Time = TTg
PROCEDURE ZerosClock;
VAR
i = integer;
BEGIN
FOR i : =1 TO 6 DO
Time [1] 2 = '0";
Poke (CLOCK,TIME)
END:
PROCEDURE READSTIME;
BEGIN
Time ¢ = PEEK (CLOCK,TT)
write in (TIME)
END;
FORTH.

FORTH is designed to allow you to poke around in the operating system and the routines are therefore
simpler:
FORTH DEFINITIONS HEX
= OTIME FDS7 6 30 FILL;
= ,TIME FDS7 6 TYPE SPACE;
DECIMAL

The fact that low-level FORTH routines commonly require access vectors or address offsets to be doubled
is sufficiently well-known as a cause of Galloping Compiler Deceleration for PolyForth and Forth-83 to
provide a special (i.e. FAST) left-shift for this particular emergency. The definition:

=2%* QUP + ;
will run about ten times as fast as the (possibly) more obvious equivalent of "2%",

Dr. Brian Houghton
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STARTING FORTH Keith Jones

This month I'm being lazy again. Some errors crept into last month's article so I'l1l start off by
correcting them.

First of all OK which was on screen 2. Unfortunately the end of this routine was not included and it
should read

0K DUP 31 > 3

And on the same screen the colon is missing from the start of line B. This ommision will prevent
compiling fully. So linme B should be

|“

And that's all the errors.

Now I want to present a few screens which have been sent to me by Mr. L.R. Whalley. Here are the
screens with an explanation at the end.

SCR # 1

( FORTH DECOMPLILER FOF THE MTX )
{ ko abeodobadok e d ks b ool kel ok ]

(T

PICK 2 * SP@ + @
MYSELF LATEST PFA CFA , s IMMEDIATE
D VARIABLE GIN
+ ADDR
CR 3 PICK HEX O <# #S #> TYPE ." ¢+ "
GIN @ 2+ DUP GIN ! SPACES
9 : DIN
10 CR OVER O <# #5 #> TYPE ." " GIN @ SPACES ;
1
12
13
14
15 -->

L

C
1
2
3
]
=
6
7
a8

SCR # 2
( DECOMPILER CONT )

0
1
2 : GCHK
3 DUP @ 2+ " COMPILE = IF 2+ DUP @ 2+ NFA ID. 2+ ELSE

4 DUP B 2+ " LIT = IF 2+ DUP @ SPACE . 2+

o ELSE DUP @ 2+ DUP ' LIT = OVER ' BRANCH = OR DVER ' OBRANCH
6 = OR OVER ' (LOOP) = OR SWAP ' (+LOOP) = OR

7IF 2+ DUP DUP @ + SPACE HEX O <¥ #5 #> TYPE 2+

B ELSE DUP @ 2+

9 ' (.") = IF 2+ DUP

10 COUNT TYPE DUP C@ 1+ + ELSE 2+ THEN THEN THEN THEN

11 GIN @ 2 - GIN ! ;

12 -

13

14

15
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SCR # 3

0 ( DECOMPILER CONT )

;

2 + (GOESINTO)

3 DUPCFA G "' : CFA @ =0OVER ' ERROR = O= AND

4 IF BEGIN DUP @ DUP ' ;S CFA = DVER ' (;CODE) CFA = OR D=
5 WHILE 2+ DUP ADDR NFA ID. KEY DUP 81
6 IF CR ." BREAK™ CR SP! QUIT ELSE 13
7 ELSE DROP THEN THEN GCHK REPEAT

B 2+ DIN NFA ID. THEN DROP ;

9

10 : DECOM -FIND O > IF DROP CFA DUP 2+ O GIN !
11 (GOESINTO) ELSE CR ." NOT FOUND" CR THEN ;
12

13

14

15 ;S

n

IF MYSELF

I realise that this may seem a daunting task to type in but believe me it's well worth the effort.

I'd better tell you what it is. This set of words will decomplile any word contained in the
dictionary, provided that the word isn't a machine code primitave. The way to use is by typing

DECOM cccccc
Where ccccce represents the word you wish to see decompiled.

Pressing the Space bar will decompile just the word selected.

Pressing <RET> will decompile the word and also decompile the words which make up the sub-word. It
will indent so that it is easier to read.

Pressing O at any time will guit from the decompiler and return you back to FORTH.

I think that in order to make the usage of this word clearer I should show an enamﬁle. So, supposing
that I typed the following word in

DECIMAL ok
g J
RPB 6 + 8 3 ok
1 EXAMPLE
100 0 DO
100 O DO
I1J ..
LOoP
LOOP 3 ok

Now, at some later date you decide that you'd like to examine the words you used to make up EXAMPLE.
You load DECOM and type

DECOM EXAMPLE
And using the space bar you end up with

64B1: LIT 64

64BS: O
G4B7: (DO)
B4B9: LIT B4
64B0: 0
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BapF:  (00O)
B4C1: I
B4CI: ]
B4CS:

B64CT: .

Gaca:  (LOOP)  64Ci
G4CD:  (LOOP) 6489
B4D1: 35 ok

So that's using the Space bar. Now using a different approach. Once more you wish to decompile
EXAMPLE, but if a word appears which you don't know about (e.g. "I") then you wish to decompile that
word as well., Ths time we'll use <RET> when we reach J.

DECOM EXAMPLE

( 6481 to B4C1 are the same as above)
64C3: J

64992 RP@

64981 LIT 6

Bb4SF 3 +

BAAT ¢ @

B4A3: 35

( and so on as above )

Amongst ‘these words is PICK which is useful on its own. It expects a number :7d will cop’ the number
which is at that depth onto the top of the s:tack. An example will elarify thi.

STACK BEFORE
1

2
3
4

3 PICK LEAVES THE STACK

2o B = A

That's all for this month. I' d like to thank Mr. Whalley for DECOM and I think you'll all find it
very useful. Please keep your letters coming and show me what you can do with FDHTH.J*‘

w

The enclosed program is a short block delete routine which some readers may find useful.

It is surprisingly fast, even though it is in Basic, and it contains a couple of error checks to avoid
silly mistakes. The program can be loaded in before starting or possibly merged when needed wusing
previously published routines. It will even erase itself.

65526 CSR 0,0: INPUT "FIRST LINE , LAST LINE ";FL,LL: LET E=PEEK (B4170)+PEEK(64171)*256: IF LL<FL
THEN  GOTD 65526

65527 LET F=FL: GDSUB 65532

65528 LET S=F: LET F=LL: GOSUB 65532

65529 LET E=E+PEEK(E)+2S6*PEEK(E+1)

65530 POKE S+1,INT((E-S)/256¢ POKE S,MOD(E-S,256)

65531 PRINT "PRESS ":FL;" AND THEN PRESS ENTER ": STOP

£5532 LET D=PEEK(E+2)+256*PEEK(E+3): IF D=F THEN GOTO 65535
65533 IF D>F THEN PRINT "WRONG LINE NUMBERS ": STOP

65534 LET E=E+PEEK(E)+256*PEEK(E+1)¢ GOTO 65532

65535 RETURN
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This part of the 3-D graphics articles introduces the program which was published in August's edition
and was the original aim of the series - to define a 3-D image which can then be viewed from any angle
- moving round it or looping over it by altering one or both of the relevant angles. If you have read
the earlier articles you should be able to understand the program and modify it for use in your own

programs as you wish.

The object represented is defined in line 130 of the program. The data given is sets of three co-
ordinates, x,y,z for the vertices of the beginnings and ends of lines to define a cube. An extra set

of co-ordinates is given at the end for a pyramid (lines 2900 and 3000 ). You will, of course, be able
to substitute any set of data describing any object, remembering to change the loop indices and array
dimensions in lines 145, 150, 1020 of the program to match the number of lines in your object.

To move the viewing point around the object, change the viewing angle theta, to move over and under the
object change the viewing angle phi ( spelt PHY in the program because phi is a basic instruction and
so can't be used for a variable name ). MNow experiment with these objects and with your own.

The problems we are left with now are: firstly, if we define an object which is larger than the viewing
area of the screen, our program will crash. This is simply fixed by including in this program calls to
the routines given in previous articles for CLIPPING the lines to fit the screen. You should try to do
this yourself as it is relatively easy to add the two sets of routines together. The second problem is
that our objects are all transparent - if we want to have a more realistic view we must have a HIDDEN
LINE routine which will work out if our lines are visible or not. In this.article we will simply state
the principles and give the maths and the routime:s i a later article. :‘"

y '
Lines will be hidden not by other lines so much as by surfaces: an area of the screen which has no line
pn it will be, for example, part of a side of a cube, and any edge behind this surface will not be
visible. So our approach here will be to set up a new array defining surfaces. We will set up an
array which stores the edges belonging to these surfaces. Now we draw a line out at right angles to
this surface. Look at the diagram. If we compare this line at right angles with our surface with the
line representing the angle of view, then we can find the angle between the angle of view and our line
from the surface. It should be obvious that if this angle we have calculated is greater than 80
degrees (PI/4) then this surface will not be visible and the edges stored in the relevant array not

drawn. _"
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Chainsaw Mania 4 Swrtgare

The evil Adolf Hitler Fan Club have planted trees in your back gerden! As if this wasn't enough
they've dug up some strange prehistoric boulders, and left rockets flying around!

S0, being a rational human being, you decide to chainsew them all down. There's 20 trees to saw down,
and you'll need to refuel at the oil drum in the bottom right corner. Use joystick and push fire to
chainsaw trees or refuel. Watch your time limitl

Programmers amongst you may like to note line 230, which checks if any two sprites are in contact.

10 REM A,SOUTHGATE 1985
20 VS &g GOTO 1430

30 LET L=}

40 LET SC=03 LET LEVs1

50 FOR F=1 TO 58 LET mS(F)="yvry™: nEXT
60 LET P=60

70 LET T=0

B0 LET A=243 LET B=150

80 GOSUB 1110

100 FOR F=0 TO 2: SOUND F,2500,1000,RND*40-20L-10,100,1: PAUSE 200: NEXT
110 LET SP=LEV: IF SP>8 THEN LET SP=B

120 LET M=20: LET Ne=SP

130 GOSUB 870

140 LET C=0: LET D=0: LET E=0

150 LET I=ASC(IMKEY$)

160 IF I=8 OR I=25 THEN LET C=5GN((I=8)-(1=25))

170 LET A=A+C*2: IF A<1E DR A>240 THEN LET A=A-C*2?

180 IF I=11 OR I=10 THEN GOTO 310

190 IF E>0 THEN LET B=B+Ds LET E«E-1

200 IF I«26 THEN GOTO 370

210 LET M=m-1

220 SPRITE 1,1-(C=-1),A,B,0,0,15

230 IF mOD( INT(PEEK(65108)/32),2)=1 THEN GOTO SB0

240 TF Mm=0 THEWN GOTO 260

250 IF E=0 THEN GOTD 150 ELSE GCOTO 190

260 FOR F=2 TO 51 ADJSPR &,F N: MNEXT F

270 IF N>20 THEN LET N=5P ELSE LET N=256-5P

280 SOUND 0,B8000,700,0,-20,35,1

290 LET F=40: COTO 250

300 FEm POVE UP DR DODWM

30 IF Ac26 OR A>225 THEN GOTOD 330

320 LET G=INT{A/40+.35)¢ LET H=INT(B/40+.75)+(I=10)s IF H=0 OR H=5 THEN GOTO 190 ELSE IF M$(G.H)="Y" THEN GOTO 190
330 LET Ewé0:z LET O=(I=10)-(I=11)

340 IF D=1 AND B=150 OR D==1 AND B=30 THEN LET D=0: LET E=0: GOTO 150
350 LET C=0

360 GOTO 190

370 IF P=0 THEN GOTO 510

380 SOUND 3,2,15

390 LET G={A/&0-.15): LET H=INT{B/40+.25)

400 IF ABS(INT{G+.5)-G)>.05 THEN SOUMD 3,0,0: GOTO 210

410 LET G=INT(G+.5)t LET H=INT(H+.5)

620 IF m§(C,H)<>"Y" THEN SOUND 3,0,0: GOTO 210

&30 LET m(G,H)="C"

840 LET X=5%G-1: LET Y=22-5%

450 SOUND 3,16,1024,0,-256,40,1s SOUND 2,5000,1024,0,-256,40,1
860 CSR X,¥: PRINT ™ "3 CSR X,Y+1: PRINT ™  ™p CSR Xe1,Y+2:s PRINT " "
470 LET PeP-5

480 LET T=T+1z IF T=20 THEN GCOTO 780

490 LET SC=5C+200: COSUB B70

500 SOUND 3,0,0: GOTD 210

S0 IF A<>240 OR B<>30 THEN SOUND 3,0,0: GOTO 210

520 SPRITE 11,4,124,8,0,0,3

S30 LET P=50

540 SOUND 1,1000,1000,-50,0,20,1: SOUND 1,0,0,0,0,1,1

S50 GOTO 190

S60 SOUND 0,6000,1000,100,-50,20,1

S70 ADJSPR 5,1,127

580 FOR C=1 TO 50: FOR F=2 TO 5

590 ADJSPR 4,F ,RNO*255: ADJSPR 5,F,AND*255: ADJSPR 1,F ,RND™1442
GO0 NEXT 1 MNEXT

610 PAUSE 2000

620 LET L=L-12 CLS

B30 CSR 5,10t PRINT "CHAINSAWS REMAINING "jL

B40 IF L<1 THEN GOTOD &80

650 IF INKEY$="" THEN GOTO 650

680 GOTO B0

ETD INK 9

BBO C5R 12,14: PRINT "GCAME OVER™: CSR 10,5: PRINT "SCORE "psC
BO0 INK 5
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700 CSA 5,20¢ PRINT "PRESS ANY KEY TO REPLAY™

0 SoUND 0,1000,1000,0,-10,30,1: SOUND O0,1200,1000,0,-10,30,1+ SOUND 0,1400,1000,0,-10,30,11 SOUND 0, 1600, 1000,0,-10,100,1
720 SPRITE 1,1,64,70,0,0,15: SPRITE 2,2,182,70,0,0,15

730 FWSPR 1,1,RND*B: MVSPR 1,2 ,AND*E

740 IF INMEY$="" THEN - GOTD 730

750 GOTO 30
760 SOUND 0, 2000, 1000,-10,-10,100,11 SOUND 1,3000,1000,-15,-10,100,11 SOUND 2,4000,1000,-20,-10,100,1
T70 FOR F=1 TO St ADJSPR 4 ,F AND*255; ADJSPR 5,F AND*255: MEXT

B0 ADISPR &,12,240

TO0 LET LEVeLEV+11 LET SC«SC+1000*LEV

B00 FOR F=2 TO 153 COLOUR 4,Fr PAUSE 100 NEXT 1 COLOUR 4,1

810 Cus

820 IF mOD{LEV,3)<>D THEN GOTO SO

B30 LET L«L+1s SOUND 2,0,1000,-100,-2,500,1

B40 INK 15: PAPER B: FOR F=0 TO 23; CSR 10,F: PRINT "EXTRA CHAINSAN™j1 MEXT

1500 GENPAT 1,131,7,207,239,255,47,166,242, 255

B850 PAPER 13 ATTR 3,13 PAUSE 15001 CLS 1 ATTR 3,01 PAUSE 1500: OLS 1510 GENPAT 1,132,0,128,156,254,126,126, 4,254
860 GOTO S0 1520 GENPAT 1,133,51,121,255,249,123,63,7,3

B70 LET SC$=STR$(SC) 1530 GENPAT 1,134,153,12,253,223,156,56,251 ,63
BAO INK 10 1540 GENPAT 1,135,255,113,252,238,238,231, 255,254
B90 CSA 31-LEN (S5C$),231 PRINT RIGHTS(SCS,LEN (SC$)-1)} 1550 GENPAT 1,136,156,207,239,254,116,240,120,48
900 SPRITE 11,4,P+64,8,0,0,11+3*(P<a)+a*(P>33) 1560 GEMPAT 1,137,26,26,10,10,15,13,45,61

910 RETURN 1570 GENPAT 1,138,218,216,209,191,188,200,176,80
820 SAVE "CHAINSAW MANTA™: REM SAVE BY “GOTO 920 1580 GENPAT 1,139,29,14,10,26,26,28,55,255

930 AN 1590 GENPAT 1,140,80,176,240,184, 184,184, 188,255
B40 PAPER 1: COLOUR 4,4; IMK O: CLS 1600 GEMPAT &,1,0,0,0,0,0,0,17,59

950 SOUWD 3,3,1S: SOUMD 2,1000,0,-2,0,300,11 SOUND 2,400,0,4,0,1000,1 1610 GEWPAT 5,1,110,222,63,55,35,54,60,24

960 FOR F=0 TO 255 STEP 4 1620 GENPAT 6,1,8,15,27,51,102,204,152,48

970 LINE 128,100,F ,171+20*SIN(F /256%P1) 1630 GENPAT 7,1,96,192,128,128,0,0,0,0

980 MEXT 1640 GENPAT 4&,2,96,240,216,204,102,51,25,12

a0 1IN 15

1000 CSR 8,121 PRINT "CHAINSAM MANIA™ \

1010 CSR 5,15: PRINT "PRESS ANY KEY TD BEGCIN

1020 FOR Fu1 TO 12: SPRITE F,1+M00(F,2),26+200%00(F ,2) ,F#8,1-24M00(F ,2) ,0,F+2

1030 NEXT
1040 PAUSE 1000

1050 COLOUR l,FH‘.“'iE i 1650 GENPAT S‘E‘El3l1 rl luluiuiu

1060 IF IMKEY$="" THEN GOTO 1040 1660 GEMPAT §,2,0,0,0,0,0,0,136,220

1070 COLOUR &,1: CLS 1670 GENPAT 7,2,118,123,252,236,196, 108,80, 24

1080 FOR F=1 TD 12¢ SPRITE F,1,0,240,0,0,03 NEXT 1680 GENPAT 4,3,0,0,0,0,0,1,3,6

1090 S8UF 1: SBUF 5: SOUND 3,0,0 1690 GEWPAT 5,3,13,11,1,55,59,123,123,127

1100 GOTO 30 1700 GEwPAT 6,3,0,0,0,0,0,128,192,64

1110 LET 515=CHRS(129)+CHRE(130)+CHRS( 131 J4CHRS(132) 170 GENPAT 7,3,96,248,228, 154,254 ,243,239, 255

1120 LET 528=CHA$(133)+CHRE( 134 )+CHRS(135)+0HRS(136) 1720 GENPAT 4,4,0,0,0,0,0,0,0,0: GENPAT 5,4,0,0,0,0,0,0,0,0: GENPAT B,4,0,0,0,0,0,0,0,0
1130 LET 53-5-!:111!-{15'?]*(}'!!{13} 1730 GENPAT 7,4,0,56,28,14,7,14,28,56

1140 LET mummém} 1740 GENPAT a,5,0,0,0,0,0,61,67,153: GENPAT 5,5,57,81,0,0,0,0,0,0

1150 FOR F«1 TO 13: SPRITE F,1,F*17,1000,0,0,01 MNEXT 1750 GENPAT 6,5,0,0,0,32,48,56,254,255¢ GENPAT 7,5,254,56,48,32,0,0,0,0 -

1160 PAPER 12 CLS ¢ TWK 13 1760 GENPAT 0,93,126,36,126,36,36,126,38,126

1170 FOR F=1 TO 21 1770 GENPAT 0,91,17,153,202,110,108,60,56,56

1180 FOR G=1 TO 71 CSA RND*30+1,F: PRINT "[™j: NEXT G 1780 GOTO 940

1130 NEXT F

1200 FOR Y=2 TO 17 STEP §

1210 FOR X=4 TD 27 STEP 5

1220 IF ME{INT(X/S)+1,4-INT(Y/S)}>"Y" THEN GOTO 1250
1230 C3R X,Y:r INK 2@ PRINT S51%: CSR X,Y+1: PRINT 52%: IMK B: CSR X+1,Y+2: PRINT 53%: CSH X4 Y31 PRINT S4%
1240 IF MOD(INT(PEEX(65108)/32),2)=1 THEN GOTD 1110

1250 NEXT X1 NEXT Y

1260 INK 10

1270 FOR F=0 TD 3

:'znu LINE B-F,15-F,287+F ,15-F1 LINE 248+F ,16-F,2004F ,183+F 1 LINE 247+F ,1B4+F ,BF ,1844F ¢ LINE 7-F ,1B34F ,7-F ,16-F
290 NEXT

1300 CSR 1,23+ PRINT "PETROL"y: CSA 18,231 PRINT "SCORE 0O0DOO";
1310 IMK 5S¢ LINE 70,4,130,4

1320 C5R 30,21 INK 3¢ PRINT "]"

1330 FOR F=1 TO &

1340 LET X=INT(RND*4)*40+68 LET Y=INT(RMD*3)*40+7T11 LET Z(F,1)=Xs LET Z(F,2)n¥
1350 IF F=1 THEN GOTD 1370

1360 FOR Gel TO F=12 IF Z(G,1)sX AND 2(G,2)=Y THEN GOTOD 1340 ELSE MNEXT
1370 SPRITE F+1,3,X,Y,0,0,7

1380 NEXT F

1380 IF LEV>2 THEN FOR F=8 TO 104 SPRITE F,5,254,(F-6)*40+38,LEV*F,0,11¢ NEXT
1400 SPALTE 12,1,-200,180,1,0,15: SPRITE 13,3,240,160,0,0,7
1410 IF mOD( INT(PEEK(65108)/32),2)=1 THEN GOTO 1110

1420 RETURN

1430 PAPER Or COLOUR 4,1: INK 7

1440 CLS

1450 CTLSPR 2,13: CTLSPR 6,21 CTLSPR 5,13: CTLSPR D,1s¢ CTLSPR 3,13: CTLSPR 1,1
1460 DIM m$(5,4),2(4,2)

1470 SBUF 5

1480 GEMPAT 1,129,0,28,62,103,19,121,253,127
1490 GENPAT 1,130,0,1,227,247,254,118,54,147
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00106
LL1T

00125
00120
00122
o223
0oan
o021

00047

00041
00043
00073
00074

00085

00059
00053
00025
00098

oo110

00011
DO103

00108

00111

00105
00015

00115
00016

00042
oome

D004
00119
00128

0§ SOFTWARE §

26X26 SPREAD SHEET UTIL SYNT 7.95
3D TACHYON FIGHTER ARC CONT 6.595

ADVENTURE QUEST
AGROVATOR

ADV LVLS 8.75
ARC SYNT 5.95

AIRCRAFT MAGNETISM FLGT AVIN 7
AIRCRAFT PAYLOADS FLGT AVIN 7

ATRLAY 2 FLGT AVTN ?
AIRSPEED INDICATOR FLGT AVTN 7
ALICE IN WOMDER. ADV CONT 6.02
ALTIMETER FLGT AVTN 7
ASTROMILON ARC CONT 6.02
ASTROPAL ARC CONT 6.02
BACKGAMTON BRD CONT 7.85
BASIC BUSINESS  BS  CONT 5.95
BLOBBO ARC CONT 6,02
BOUNCING BILL ARC SYNT 4.95
BRIDGE CARD CONT 6.95
CANVAS UTIL CONT 7.95
CAVES OF ORB ADV SYNT 5.95
CHAMBERDIDS ARC MEGA 5.95
CHESS BRD CONT 8,75
COBRA ARC CONT 6.02
COLOSSAL ADVENTURE ADV LVLS B.75
COMBAT ARC PANS 2.55
COMPOSER UTIL XAV 13,00
CONT RAIDERS ARC CONT 6.0:
CRIBBAGE CARD SCRP 2,9
CRYSTAL RC MEGA 5.9t
DEN.GOES BANANAS 'RC SCRP 2.95
DENNIS & CHICKEN ARC SCRP 2.85
DENNIS AND CIRCUS ARC SCRP 2,85
DOODLEBUG ARC SYNT 4.95
DOWNSTREAM DANGER ARC MEGA 5.85
DR, FRANKIE ARC SYNT 5,85
DRAUGHTS BRD CONT 6.85
DRIVE THE CEE §  ARC MEGA 5.85
DUNGEON ADVENTURE ADV LVLS 8,75
EDASM UTIL SYNT 7.85
EMERALD ISLE ADV LVLY 5.85
ESCAPE FROM ZARKOS ARC MEGA 5,95
EXTEMDED BASIC  6.95 SENT 6,85
FATHOMS DEEP ARC MEGA 5.95
FIG FORTH LANG SYNT 15.75
FIREHDUSE FREDDIE ARC CONT 6.02
FIRST LETTERS 1 EDUC CONT 8.75
FKEY DEFINER UTIL MEMS 6,85
FLUMMOX ARC SYNT 5.85
GAUNTLET ARC CONT 6.02
CHOSTLY CASTLE ~ ADV PANS 2.95
GOLDMINE ARC CONT 6.02
GRAPHICS UTIL CONT 5.95
H & L DU UTIL MEM 4,95
HAUKWARS ARC SYNT 4.95
HELI-MATHS EOUC CONT 5.85
HUNCHY ARC SYNT 4.95
ICEBERG ARC SYNT 4.95
JET SET WILLY ARC SPRJ 6.95
JOHNNY REB WAR LOTH 6.02
JUMPING JACK FLASH ARC SYNT 5.95
KARATE KING ARC MEGA 5.95
KEY TO TIME ADV LUMP 6.02
KILOPEDE ARC CONT 6.02
KNUCKLES ARC CONT 7.95
LES FLICS ARC PSS 6.95
LITTLE DEVILS ARC SYNT 4,95
LORDS OF TIME ADV LWLY 8,75
M COMMAND & ARCAD, ARC SYNT 4.95
MAN FROM GRANNY  ADV SYNT 4,95
MANIC MINER ARC SPRI 6.895
MAPS AND CHARTS  FLGT AUTN ?
MAPS AND CHARTS 1 FLGT AUTN ?
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ERESEE

512

ANY
ANY
ANY
512
ANY
ANY
ANY
212
ANY
ANY

ANY

EIRRERE

512

ANY
ANY
ANY
ANY

ANY
12

ANY
ANY

f)

MACHINE

A

00022
00013
00086
00075
00089
00044
00030
00054
oooo
00003
ooz
00045
00129
Doom
00005
00061
00124
oomz2
00009
00040
00048
00076
00095
0009
0o1a?
00127

00114
00100

00113
o001
00116
00049

00023
00036

00017
o014

00093

00007
ooosa8
ooie
o028
00051

00006
oooe
00117
00079
Dooz27?
000N
00060

MATHS 1

MAX IMA
MEMOCHEQUE
MEMOSKE TCH
MINER DICK

MISSION ALPHATRON

MISSION DMEGA
MURDER AT MANOR
MUSIC PAD

NEMD

DBLITERATION ZONE

0BLOTOS
PAINTBOX
PAYROLL
PHATD
PHYSICS 1

PILOT NAVIGATION
PONT & BLACKJACK

POT HOLE PETE
PURCHASE LEDGER
QoGO

QoGo 2

QUANTLR
QUAZZIA

RED MO0

RELATIVE VELOCITY

RETURN TO EDEN
REVER: !

ROLLA 3EARING

RUTHL S5 BASTARD

SALE! LEDGER
SALT{ SAM

SEPULCRI SCELERATI
SLOOPY'S CHRISTMAS

S

SNAPPO
SNOWBALL

SON OF PETE
SPELLI-COPTER
SPOOLER

STAR COMMAND
SUPA CODER
SUPER BIKE
SUPER MINEFIELD
SURFACE SCANNER
TAPE TO DISC
TAPEWORM
TARGET ZONE
THE. DESIGNER
THE WALL

THE ZO0O GAME
TOADD

TURBOD

USER BASIC
USER EXTEND
UTILITIES 1

VERNON & VAMPIRES

WORD & PICTURE

CONT B.75
CONT 6.02
SYNT 6.95
SYNT 7.95
XAV  6.95
CONT 6.02
ARC SYNT 4,95
ADV LUMP .02
UTIL CONT 6.02
ARC CONT 6.00
ARC MEGA 5.95
ARC CONT 6.02
UTIL SYNT 5.95
UTIL CONT 21.25
ARC CONT 6.02
EDUC CONT B.75
FLGT AVTN ?

CARD CONT B.02
ARC CONT 6.02
BN CONT 12.75
ARC CONT 6.02
ARC MEGA 5.95
SYNT 5.95
MEGA 5.95
Lwe ?

AVTH 7

LULS B.75
CONT 7.95
MEGA 5.95
LSFT 2.50
SYNT 15.73
SYNT 4.95
MEGA 5.95
PANS 2.95
MEGA 5.95
CONT 6.02
L4L9 B.75
MEGA 5.95
CONT 5.95
MEM 4.95
CONT 6.9%
SYNT 7.95
SYNT 4.95
CONT 6.02
MEGA 5.95
MEM 6.95
CONT 6.02
SYNT 6.95
HALT §.95
SYNT 4,95
CONT 6.02

CONT 6.02
CONT 6.95
SYNT 8.585
UTIL MEM 7.95
CONT 4.595
ARC SYNT 5.95
EDUC CONT 8.75

UTIL
uTiL
ARC
ARC

53535353583
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512
512

PLEASE ONLY ORDER THOSE MARKED " 1 "

E=EXPECTED SOON

I = IN STOCK

KEY:- STOCK NUMBER TITLE TYPE HOUSE MEMBER PRICE

STOCK

U = UNAVAILABLE AT PRESENT
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PRICES EFFECTIVE FROM 1ST OCTOBER 1985

MTX 500 ...... e daan A £79.95 INCLUDING MEMBERSHIP
NI D18 duesviuini - PN "eeses £129.00 INCLUDING MEMBERSHIP
32K MEMORY EXPANSION .......... veeu £36,74 SDX 500K PACKAGE AS ABOVE PLUS
64K MEMORY EXPANSION ............. ., £45.43 MTX512 COMPUTER ....... sesssssnsss £455,00
NEWWORD ROM ...., susssssseenan senss £36.74
PASCAL ROM ......cccuuiss P £36.74 FDX SINGLE 500K DRIVE +CPM ....... £539.00
SPECULATOR . .cincienaihassnssannens £36.95 FDX SINGLE 1MB DRIVE + CPM ,,..... £675.00
SDX 500K INTERFACE v.vevvvuens vess £222.50 TWIN FDX 500K CP/M SYSTEM ........ £569.00
SDX 1IMB INTERFACE .............. . £265.83 TWIN FDX 1MB CP/M SYSTEM ........ £740.00
2ND 250K DRIVE ....vuvvvnnnnnennsss £89.00 200K SILICON DISC .......... £145.00
ZND 500K DRIVE ..vuivevnnnannnnanns £169.00 IMB SILICON DISC ..... vessss 4441.00
END IMB DRIVE ..ucninsssonnnnasans £203.00
FDX 2ND DRIVE 500K ......... £141.00
B0 COLUMN PCB:CPM:NW + SC ....... £186.00 FOX 2ND DRIVE 1IMB ....... vee £163.00
80 COLUMN RS232 PCB KIT ........... £22.00
DUST COVER ..covevvcnncans sosesed3. 50
SDX 500K + INTERFACE, 80 COL BOARD CENTRONICS 2 metre CABLE ...... £9,95
LN, MR SC coinciinineee sessssns £355.00 DMX PRINTER RIBBON ............ £8.75
IMB VERSION OF ABOVE ....... veness £455,00

FLOPPY DISCS (BOX 10) TOP QUALITY GUARANTEED ..... «ee £18,75
DMX 80 PRINTER & CABLE ......c0vvunn. vesss £239.00

RITEMAN DOT MATRIX PRINTER ........ esssass 4215.00

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)..... £1.139

FLOPPICLENE DISC KIT vuvevevnneervnnnns £16.50
EHIB EAED L I I T RO EE ;i..iz.l'ﬁ

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 ............ £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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HALTON GRAPHICS FHESENTS

T LI m . f‘: rr T
The Ultimate n Grapf?:c: a_{?remrr_m for the Memotech
THE DESIGMER is a must for every owner of a Memotech computer. l ‘ l

It will give you the ability to produce stunning graphics on your M.T.X. The designer has a full U.D.G.
GRAPHIC GENERATOR and SCREEN DESIGNER to enable you to create high quality Loading screens,
Backdrop Plane, Sprites, Multi-colour U.D.G.’s and Character set. It also allows you to place your graphic
creations directly onto your Designed Screen.
" __J N R R B

Both GRAPHICS and SCREEN can be saved to tape for use in your program’s without the time and

mem::rr*-_.r consuming Genpat statements. i
| i I i i

’The U.D.G. GENERATOR allows unfinished graphics to be reloaded for editing at a later date. THEE &
| DESIGNER is the FIRST graphic utility available for the Memotech that allows unique on screen]
ANIMATION of your patiently designed SPRITES with wvarying DEL.AY TIME for more realistic
ANIMATIGN sequem:es i i " i i i i i F i i i i

The LJ D. G GENEF‘.ATDH allows you to design 127 8 x 8 SPRITE PATTERNS in mode 0 or 32 16 x 16
SPRITE PATTERNS in mode 1. You will also be able to redesign your character set andall U.D.G.'s
including Multicolour. Other facilities also included in this unique U.D.G. GENERATOR are SPRITE,
U.D.G., CHR%, MULTI-COLOUR, GET, STORE, INVERSE, REFLECT, ROTATE, ANIMATE also the
U.D.G. Bit patterns are displayed along with SAVE/LOAD GRAPHICS facility and a complete op screen

MENS YA I o

THE SCREEN DESIGNER allows you to create practically anything op a full 256 x 192 graphigs screen,
facilities like PAPER, INK, DRAW, ERASE, FILL, MOVE, LINE, CIRCLE, PLOT PIXEL,
RUBBERBAND, STIPPLE, CROSS HATCH CURSOR, PIXEL CURSOR, DRAW RADIALLY, WIPE,

GRAPHIC POSITIONING etc., areincluded and easy touse. | | | | | | |

THE SCREEN DESIGNER also allows your graphics or graphic screen to be loaded or sauedlur dulrnped
into a printer.
THE DESIGNER gives you the best of both worlds!, the combined use of the U.D.G.. GENERATOR and
THE SCREEN DESIGNER for highly detailed and precise U.D.G.'s, SPRITES or SCREEN graphics.

} } } | : : - : - .‘ ! ! ! } } | !
THE DESIGNER is a true graphics package for the Memotech and is competitively priced at only £8.95
{Comes with full instructions.) | | |

Please send me THE DESIGNER.
| enclose a cheque / postal order for £8.95.

1111111111111111111111111111111111111

HALTON GRAPHICS

22 The Uplands, Runcorn
Cheshire WA7 2UA i

Tel: 0928 717783

a9
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CRIBAT WIEWS

We have fust negotiated a deal <that gives Syntaxsoft exclusive nrights 2o
the book Microcosm. Fon those of you who are not {amiliar with <the book,
it {8 a book very similan in concept o "Masquerade"... you know, the one
whene a golden hane was bunied and nearly everyone 4in <the ALand went nound
digging up parts of Baitain trying to find Lif.

Wellf, MICROCOSM ié a puzzle book which {s computer onientated. I< {8 beauti-
fully ifLustnated throughout and contains many clues Lo the whereabouts of
a centain room. Once you have all the clues, you must <type 4in 2Zhe program
given at the back of the book and if youn assumpiions are right ithe computer
will give you the telephone number of the noom. You wifl zthen win £1000.00
plus a free transatlantic §Light on Concorde.

Because we think this idea is s0 bailliant, and {8 something Lo get youn
teeth into duning the dark nights we, at Syntax, are going 2o add £1000.00
of -hardware if the winnen {4 a Memotech owner !!

The book wilf netaif at £6.95p but as a special concession Lo Genpat membens
we are heserving 500 at E5.45p including postage and packing.

. T am really s0fd on this book, the pictures are brifliant and <the clues are

SUBSGRIETIONS

not obvious, and Like "Masquerade”, this wilf not be solved quickly, and
I am sure that {& will give houns and hours of satisfaction to all the fFamily.

1§ it appeans that I am doing a "selling fob" ... I am ! When this company
approached me 1 said that MTX ownens would be intenested in it and zhat we
desenrved the oppontunity of having exclusive disinibution, &0 please suppont
us in this before we go national with i{t. There {4 a good pnrize Lo be wo
and it just might Lead to other things ....... : -

P 9 9

O O O

SUPA-CODER which !s the revised version of the Ill-fated MCODER Is now Tns%u:h and avallable
for return of post service. To glve an example: a FOR NEXT LOOP of 35000 took 15 seconds under

Baslc .sss the same loop when compllied took .9 secs ll!1
I

]

IE YOUR MEMBERSHIP NUMBER IS BETWEEN O - 992 |INCLUSIVE (ALL LETTERS A-~l) 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 THEN 30TH NOVEMBER. AN APPLICATION FORM |S INCLUDED ON THE

ORDER SHEET.
m 25002 DISK DRIVE
.ﬂlﬂ: DRIVE RAFFLE ....... WIN A 250K DISC DRIVE FOR £1.00. THIS TIME YOU DON'T NEED TO SEND A POUND

(

THEY ARE ALMOST EXTIMCT). SIMPLY WRITE YOUR MAME, ADDRESS,MEMBERSHIP NUMBER OM A PIECE OF PAPER

"AND INCLUDE THE £1.00 IN A CHEQUE ETC . WILL BE DRAWN Z0TH NOVEMBER S0 YOU MAYE PLENTY OF TIME, IF
YOU MAVE A DRIVE YOU CAM CHOOSE G000S TO THE VALUE.

——

ut.ﬁJ‘J o il 1w
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TEVIC-DATA

FOR THE

e Memotech

MTX SERIES
MEMOTALK

Speech synthesiser. You may use
it when programming, e.g. place
speech comments on errors. 13395
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 IS PUBLISHED BY SYNTAXsoft FOR THE MEMOTECH USER GROUP
UNIT 109,GLENFIELD PARK, GLENFIELD ROAD, NELSON BB9 BAR
TELFEPHONE: 0282 698849
COVER PRICE £1.25. MEMOPAD 1S COPYRIGHT SYNTAXsoft 1985

AVAILABLE BY SUBSCRIPTION ONLY.
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