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EDITORIAL

Most members who subscribe to P.C.N will have been happy to see that 3
advertisements were placed in one edition ! They will have also noticed that
for some strange reason there was an article on the MTX in the same edition
v.... The following edition contained a two full pages on the Club and
Memotech software. This advert was very successful, and I would 1like to
welcome all the new users who are reading this as a sample magazine and hope
that they realise the value that MEMOPAD represents to the MTX user.

Tt is Memotech bashing time again. I am thoroughly disgusted that the Company
has made no attempt to solve the problem of the new User Manual. It is now
standard procedure, whenever I ring them or they ring me, to mention this
subject. T don't care what the original difficulties were, six months have
elapsed, and anyone with a grain of sense could have resolved the problem by
this time. It is time that they pulled their head out of the sand and realised
that there are a lot of users waiting, and indeed, depending on the new manual
to help them gain a better insight into the workings of the MTX. If it wasn't
for the fact that the publisher has paid for the manuals, and is having to sit
on them until such time as the courts resolve the problem, I would have written
one myself and published through the original publisher !

After talking to a few of the leading software houses it has become apparent
that they are not happy to spend time converting programs due to the 'mediocre
sales' existing software houses have experienced. Ocean have shown an
interest, but they have asked how many people would buy DALEY THOMPSON'S
DECATHLOM, subject to the response they will then decide yes or no. One title
can cost as much as 1200 pounds to produce, and as yet, mnot many of the
existing titles have shown a profit. This is very sad. There are, of course,
arguments as to why etc but I mention this as an answer to those of you who do
ask why other software is not available.

I must apologise to the members who haven't received the CRIB CARD yet. We
totally under estimated the demand for this handy little reference, and sold
out within the first week. Stocks are expected within the next few days and
they will be posted as soon as available.

The Advanced Programming ... book is going ahead and we will advertise it as
soon as we receive stocks. The book is in its final preparalion and will go to
the printer within the next couple of weeks.

1 have been floating around the country these past few weeks talking to
software houses and hardware manufacturers about the prospect of considering
the MTX. If I have not been available for that urgent query, T do apologise
but a lot of work goes on in the background which we don't shout about.

Once again I must ask you to use the phone as a last resort. If a letter will
do please write. Phone calls take up a lot of time, and valuable work is
delayed through this. We are always willing to help with those urgent requests
for information, but such questions as 'What new software is due out next month
2" or "Is Memotech still in business ?" etc can wait, and be answered by
letter.

Many thanks for your letters of support ( due to editorial issue 7), it is most
appreciated.

The Spectrum convertor will be ready very shortly, and all enquiries should be
vectored toward Memotech. The cheepo disc drive is available from this week,
2 and a review is contained within these pages.
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Hl SCORES

HIGH SCORES : HIGH SCORES...Can you do better 2?2

GOLDMINE 8,995 Daljinder Singh
ASTRO-PAC 147,180 Dave Smith
BOUNCING BILL 14,184 Alan Dobson
SNAPPO 111,670 Richard Franks

= KNUCKLES 999,999+ Sally Street

g NEMO 17,610 Richard Nash @
COBRA 8,924 Richard Nash
MISSION ALPHATRON 50,020 Patrick Wyles
TAPEWORM 126,415 Tammy Brooks(age 12)
TOADO 126,332 Jon Andrewartha
FOT HOLE PETE 75,080 Alan Hill
MAXTMA 271,000 Lawrie Wemyss
STAR COMMAND 140,430 Tan Nichols
PHAID 26,000 Sally Street
OBLOIDS 46,850 Sean Ilaverty
KILOPEDE 61,504 Jon Andrewartha
3D TACHYON FIGHTER 6,490 T.Eriksson
CONTINENTAL RAIDERS 106,240 Sean Haverty
BLOBBO 148,283 Elizabeth Mahon
QOGO 2 20,220 Trefor Smith
MINEFIELD 1,040 Richard Nash
WILLI-WORM 10,000 Sally Street
TURBO 7,600 Richard Nash
THESFUS & LABRYNTH 609 RichardNash
AGROVATOR 179,777 Richard Franks
DOG FIGHT 215 Richard Franks
FIREHOUSE FREDDIE 19,130 T.Eriksson
QOGO 21,360 T.Eriksson
ARCADIANS 15,100 Richard Nash
MISSILE COMMAND 11,350 Richard Nash
LITTLE DEVILS 8,070 Richard Nash

Can you beat these high scores ? Do you have a high score for a game not
mentioned above ?

P.S. Andrew Barrett scored 76768 on Blobbo and he is only 11 years old.
Fmbarrassing isn't it 2

GENPAT Opening Times

MONDAY s saeinsai 9-15am till 6-00pm 7-00pm till 10-00pm
TUESDAY  wuwvmmnmonms 9-15am till 6-00pm 7-00pm till 10-00pm
WEDNESDAY ........ CLOSED ALL DAY CLOSED ALL EVENING
THURSDAY . cvmeniwue 9-15am till 6-00pm 7-00pm  till 10-00pm
FRIDAY oooccmussaniet 9-15am till 6-00pm 7-00pm till 3-00pm
SATUBDAY .. «.owssicionsn 9-30am till 4-30pm CLOSED ALL EVENING

SUNDAY DEFINITELY NO PHONE CALLS ON THIS DAY PLEASE !
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HARDWARE REVIEW SPERKEA,Y /YNDTRX oft

The speech synthesiser,available from Genpat,plugs into the port on the left
side of the MI¥,and is presented in a well made plastic casing.A well thought-
out point is that when plugged in,the unit is at the same level as the
computer,so no strain is imposed on the edge of the PCB or the comnections.

Before you can start using the unit,it has to be cormnected to an amplifier
and speaker wvia the 3.5mm jack-plug socket on the side of the casing.Il have
mine connected to an Archer mini amplifier/speaker unit,available from Tandy
under part No.2771008 at #8.95.As this works so well,T have not tried any other
set-up.

A simple routine,followed by the appropriate data,is now all that is needed
to add a new dimension to your programs.The routine is provided on tape in both
Basic and Assembler along with a short demo program.Also provided is a four
page fact-sheet giving all the data (in decimal and hex) for programming the
allophones, plus some quidance notes on when to use particular sounds to produce
the required effect.This fact-sheet is clear and easy to follow,but,as
always,it is only through use that you become proficient.

Tt took me no time at all to start producing speech,but a certain amount of
trial and error was needed until I began to think of words as their component
sounds, rather Lhan their spelling.As I mentioned above,the speech is generated
via allophones and I soon learnt which to use where.

The wvoice produced is male (apologies to the ladies?) and not unlike a
Dalek.Tt is certainly easy to understand,to the point that I have yet to
convince my 4 year old that there isn't a man in the black box !

In conclusion,this is an excellent piece of hardware,and adding speech to
programs is a satisfying way of broadening the scope of a home computer.T
certainly won't part with mine !

Clive Taylor

LM emerRALD ISLE LEVEL 9

EMERALD ISLE is an adventure game from LEVEL 9 Computing and comes up to their
usual high standard.

Tt is unfortunate that they have not allowed the MTX owner the facility of
graphics but the descriptions are very good. The game is set in the ominous
Bermuda Triangle and you, the pilot of an aircraft, crashed onto the island.
Only one person is allowed to leave the island and he must be either King or
Queen. You get three lives which is all to the good because ghouls and spiders
abound - 1 even managed to get run over by a train !

You have to collect various items : coins, a lamp, a DIY manual etc., and
there are strange letters lying around like a "W" carved into a lawn.

It is a very good game guaranteed to tease your intelligence. Good comments
i.e. 'Pardon 2', 'Eh ?', 'Silly !', and 'Do WHAT with a seamstress ?' are

4q
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scattered through out the program and it has obviously been written by someone
with a sense of humour. Emerald Isle comes with a SAVE & LOAD facility and a
map is included within the package. If only I could to the desert island
before the giant spider eats me .....

We, as a family, rate the game 100% better than Murder at the manor, and on a
par, if not better, than Alice. ¥

CHRIS JOHNSON.

LATATE MEMOSKETCH 9nTRXsoft

The advertising says 'unbelievable' but this is an understatement. Having struggled to design and
program a full screen - with little success- this package is the answer to my dilemma and more than
fulfils its promise. Memosketch allows even the novice Lo produce multiceolour drawings to really
professional standards with ease - the only programming needed is LDAD "MEMOSKETCH".

The program is supplied on tape with a separate instruction manual. The manual states that the
software is complex and thal it follows that the instructions are also complex . Uhile this is
undoubtedly true of the program, the instructions are clear and easy to follow. Loading and operating
Memosketch cause no problems.

Two demostration screens are included on the tape and it was these that I looked at first. A peep at
these upholds the claim of 'unbelieveable' and indicates what can be achieved so easily - the next step
is to have a go yourself.

ihe instruclions do seem daunting at first but within five minutes of hand-on use operating the package
is simplicity itself. The program is controlled from on screen menus and an entire screen can be drawn
using the key-pad or joystick. The only other key-presses are single key responses for saving or
loading eltc. The actual designing takes place on an edit screen which displays a magnified grid
representing an area of 24%24 pixels on which the cursor is positioned. Paper and ink colours are
selected from a palette displayed on another part of the screen, and on this same screen Lhe colours
that are currently in use are displayed. The co-ordinates of the area being designed relative to the
whole screen are also displayed with an actual size display of the area being edited is another useful
touch.

There are several other features included in the package such as a zoom in / out, screens can hbe
loaded, saved, and dumped to a printer. An interface routine is given within the manual that allows
screens to be incorporated into programs, or used as a title screen.

E: Memosketch is everything it is claimed to be and more ! It deserves to be THE number one seller, and

this is unreservedly a "Rave" review. My congratulations to all involved in the production of this
brilliant piece of soltware ... and Lo lfellow members: BUY IT! _k

CLIVE TAYLOR.
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EEET ebAsm /YNTRXroft

n

The literature packaged with EDASM claims that it is " one of the most
advanced Editor/Assembler packages currently available for a tape based micro
" having a healthy sceptism of all advertising,especially that produced by
microcomputer manufacturers / software houses,T decided to look at the package
in depth.

I'm happy to say that I have been more than pleasantly surprised with the
standard of the software produced.EDASM has features that I have previously
only seen on disc based micros.If you have used the CP/M macro assembler M-80
then the features that are included in EDASM will be familiar to you.

One of the most infuriating parts of buying new software is usually the
problem of making a backup copy in case the tape breaks or the dog chews it,as
most software houses are so paranoic about piracy that they cause the rest of
us untold hardship,not so in this case,a backup is very easily made,perhaps
just as well because once you start using this package T gquarantee you won't
want to use anything else on the market at the present time.

One of the main advantages of EDASM is its ability to locate the code
produced at any point in memory,the MIX assembler is good but does suffer from
being an " in-line " assembler,though that gives benifits to those
incorporating machine code in BASIC programs.

EDASM is divided into two distinct parts,an Editor and a Macro assembler,the
advantage of separate packages is that source code typed into the editor may be
saved to tape under its own file name and included in other programs without
having to type it all in again,very useful for all those favourite subroutines
you've developed.

To fully describe the editor facilities would take several pages,as it does
in the documentation,suffice it to say you won't be short of any commands.The
commands available include copying blocks of text to other points in the
file,deleting blocks of text,finding text strings,loading source files,joining

source files,loading and saving object code files,printing text
blocks,replacing strings and several others.To say the least it's rather
comprehensive 1! The source file can also be 128 columns wide so all of those

with Centronics printers can now use the full width of the paper.

Turning to the Macro Assembler I can say that 1 have only one
criticism,while it is assembling what you have typed into the editor it gives a
blank screen,other than that its power is exceptional.Most other macro
assemblers "hardwire" the set of instructions that the user is allowed to use
i.e. %B0,6809,6502 etc. not so with EDASM.The instuctions are themselves
definable which means that if you desire you can redifine the assembler macros
so that it generates code for a different machine,couple this with an EPROM
programmer and you've got a very powerful package.The assembler accepts all the
usual directives,DB,EQU,0RG,LOAD,END etc as well as labels and directives to
turn the list file on and off.It also copes with logical and arithmetic
expressions which is a particularly useful ability.However by far the most
powerful feature is the full macro definition facility that is implemented.This
allows the programmer to define sections of code that are not subroutines but
will appear several times during the program perhaps with different values.To
insert the text at that point only requires you to Lype the name of the
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macro,the assembler does the rest.This facility along with the ability to
conditionally assemble code must make this piece of software a must for any
serious MTX programmer.

One final comment,the macro defintion facility means that not only is it
possible to redifine the instruction set of the assembler but it also feasable
to write what would effectively be a compiler using the macro facility.If for
example you defined the word ADD as being the code which would take the
contents of the DE pair and add them to the contents of the IX register then
every time the assembler saw the word ADD it would produce the required code.It
doesn't take a lot of imagination to see that before too long we may be seeing
a crop of compilers appearing for the MIX all written using EDASM. $

i Foad Lhy the ma

EDASM 15 veal ly campr ahensive a produck that it oa
uk : it Lo I ly am ver i mpr at

gquat ity and my ool leag y e by that we
probably be w it i our higher level progeramming Courses.
Hopang Bo bear from oy Saiy

Fegards, (/IM -

i Tervy.
/ ‘1

problem I have had with any attempt at a review i
i i fficult

the
Wi 1l

LEOET 3ATHOMS DEEP MLGGR/TAR

FATHOMS DEEP is real joy to play. This one those games that tempts you to have
one more try before switching off the machine.

You must dive into the ocean and try - try being the operative word - to
collect all the keys from the sea-bed. Once you have achieved this, you can
place them into a keyhole which allows you to collect further treasures such as
diamonds etc.

Various hazards are placed in your path: sharks, jellyfish and the like. Also,
if you bump your head on the rocks this can have serious consequences and the
kiss of life by the most beautiful girl in the world will not revive you !

There a various screens that scroll into view as you swim from on location to
another. The graphics are guite good and animation is excellent.

T can thoroughly recommend this game to anyone who wants to add a program that
is just that bit different to those available at present. 1In the two weeks I
have had the game my skin has become wrinkled and webbed fect are the order of
the day !

Peter Branstone.
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STRUCTURED PROCRAMMING
by PETER KNAGGS

This is the first in a series of articles devoted to Structure and Structured
Programming. Hey! Iang on! Don't turn over just yet, you might find it
interesting. Structure has the same effect on most people, and murmurs of "Oh

dear ! Not that." are freqguent .... I had the same reaction until, as part of a
training course, 1 had to use it. The method I was taught will be presented to
you here, and is called 'Jackson Structured Programming' - JSP. After my

course I became an avid believer as I am sure you will too.

In structured programming you represent a program by means of of a 'Structured
Diagram’ which consists of a tree of events - each level breaking down the
previous level. Each end of a branch is known, surprisingly, as aleaf. Every
function in the tree is given an indentification title, and any program can be
broken down into a seguence of events :

o

L START 1 l BODY ‘ { FND

Where FEXAMPLE consists of executing the elements START : BODY & END in order
[Left to Right].

A SELECTION OF EVENTS

o 0
OPTION 1 OPTION 2

If COND-1 If COND-2

The COND-x tells you which option is executed, and when. If COND-1 is true
then execute OPTION 1. The O in the corner of the box is there to indicate

that the function is an optional one. The last box with ----—- is a spare just
in case you have forgotten anything, or so that you can add to the list at a
later date .... it ign't required but is good programming practice. It would

be executed if bothe COND-1 & COND-2 are false.
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AN ITERATION OF EVENTS
EXAMPLE 3

Until COND-3

ELEMENT

In this case the function ELEMENT is repeated or iterated until COND-3 is true.
The condition is tested before the function is executed, thus if OND-3 is
true when ELEMENT is entered then ELEMENT will not be executed. The * is used
to indicate that the function is iterated.

Note: Only one line can be connecting EXAMPLE 3 to a lower level. If you wish
to iterate a sequence, then the sequence must be described under ELEMENT, and
the line connecting ELEMENT to EXAMPLE 3 must have a terminating cordition on
it - this could be a WHILE,UNTIL or IF.

EXAMPLE:

Here is an example program with it's structure diagram. The program is quite
simple and does not need to be structured, but it is a good example. It scans
the keyboard an returns the Ascii value of any key being pressed. If it is the
BREAK key then the routine will exit.

STRUCTURED DIAGRAM:

g
S l
SCAN
DISPLAY
KEYBOARD /L j\;_ If KEY Pressed

[e]
PRINT ASCIT
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BASIC PROGRAM:

10 REM PROGRAM EXAMPLE

20 CLs

30 LET A% = INKEY$

40 IF A$ ="" THEN GOTO 30
50 PRINT ASC{A$)

60 GOTO 30

EXERCISE:

WRITE A STRUCTURE DIAGRAM AND A PROGRAM THAT WILL LET YOU ENTER AN INTEGER
BETWEEN 32 & 126, AND "THEN DISPLAY THE ASSOCIATED CHARACTER *

Enquiries to Peter Knaggs (MAX Software)
12 Seymour Road, Chippenham, Wilts SN15 3NH.

Answer Lo exercise on page .9

10

NGJTIce G3I INTENT

GENPAT  are proud to announce that in late October of this year - subject to enough members
participating - we will be holding a WORKSHOP. Tt will consist of a FRIDAY,SATURDAY, & SUNDAY. ue
shall have a SYSTEMS ROOM for you to bring along your equipment, and show of f your mew programs. lie
hope that several software houses will attend and, if possible, have some new Litles for you to see and
purchase.  TF you are lucky, you may even catch sight of Keith Hook ! The workshop will also give you

Lhe cpportunity of meeting olher members and develop those ideas that have been fermenting in  your
mind.
There will also be a lecture room where, amoung other things, I will be discussing all aspects of

structured programming, other leclures will include: machine code programming, basic Basic, screen
handling & sound.

The hotel where the workshop will take place is part of the Kingsmead Hotel Group and are experienced
in user group conferences: NATGUG (National TRS-B0 & Video Cenie User Group) have been halding their
meetings at this hotel for the past 6 years, in fact, they are organising this one for Genpat.

Now, the bit that hurts, the money!

The workshop will be held over the weekend of October 25th,26th & 27th in the Wiltshire Hotel, Swindon.
ACCOMODATION: -

Single foom for two nights ...... Full Board ..,..59.50

Sharing twin Bed room two nights ..Full Board ..,..52.80

Bed & Breakfast one night ........viievniannaaaas,..168.50

THE FOOD IS EXCELLENT 1!

Interested members please write to Peter Knaggs, 12 Seymour Rd, Chippenham, Wiltshire SM15 3WH
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ADVANCE INFO..
JARO rreep SPUTTER

Ihe Memotech "MTX" series of microcomputers may be used with a number of peripteral devices, including
those that communicate with the computer via a serial interface. To do this, the R5232 Communications
Board must. be fitted within the case of the computer.

This board provides two completly independent RS232 standard serial interfaces,by using a 7ilog  device
called the ZBO-DART (Dual Asynchronous Receiver Transmitter). The two channels, A and B, each have a
transmitter and receiver which are "clocked" (provided with timing signals) from the Z80-CTC an the
motherboard of the MTX. These clock pulses determine the baud rates of the transmitter (Tx) and
receiver (Rx). On the DART ,the Tx and Rx clock inputs on channel B are connected to a single pin on
the IC. These must therefore run at the same baud rate and there is nothing which can be done to change
this.

0n channel A however, these clock inputs have seperate pins. Unfortunately, Memotech have connected
these togebher, and so, on setting the baud rate using the baud command, again, the Tx and Rx must run
at the same rate. Thus, the V23 CCITT slandard on popular modems (Lhe Prestel 1200/7% system) cannot be
used on a standard MTX computer; the V23 standard requires data to be transmitted to the host at 75
baud and received from the host at 1200 baud.

The Jaro speed-splitter board measures 135wm x 30mm and mounts inside the upper half of the MTX casing,
on the right hand side, beside the keyboard pcb, almost underneath the function keys. No drilling or
cutting is required and all fittings are provided. It intercepts the timing signals to the channel A
transmitter and receiver, and, under software control, either relays these to the ZBO-DART without any
further action (Lransparent mode) or provides different timing signals to the transmitter or receiver
for split-speed operation, i.e. 1200/75 baud or 75/1200 baud. A lead {provided) connects the
uncommitted PID port on the motherboard to a 4-uay connecter on the speed-splitter board, three wires
from a second connector go to the RS232 board.

The module is available in two forms; module only for those who already own an RS232 board (a soldering
iron is required to make one comnection) at #15; however members receive a discount of 15% (#2.25) by
sending #12.75 plus their Membership Mumber to Genpat; or fitked to an R5232 board ready to use - add a
total of #60 (Members 53.25) to the above.

What does this give the user? The 1200/75 standerd gives access to British Telecom's "Prestel" service
and any other similar viewdata system. Prestel is a database of pages of information on just about
everything. More than three-guarters of these are free - more about charges laler. Bub Prestel also has
Gateways into other computer systems: for example, home banking via the bank's own computers. I can
checl balances, pay bills, order chequebooks and statements, all without leaving home. The [Great
Universal mail order company not only allows shopping via Prestel (in common with many other companies)
but also allows you to check their stock levels as well, Information comes also direct from computers
al. airports showing actual flight status of departures and arrivalss up-to-the-minute pages come [rom
the Stock Exchange (but these pages are charged for). These are only a few examples of information
SOUrces.

Charges - & domestic subscription to Prestel is #E.50 for three months, and a time charge 1s made of Bp
per minute if you access during 0900-1700 hours on weekdays. In addition, you pay normal call charges
for the connected time on the telephone in the normal way - but ower 97% of the UK access Prestel on a
local call rate. Thus if you only use the system outside office hours on cheap rate, you only pay aboul
50p per week for your subscription and GUp an hour in telephone charges. Some private companies make
charges for their pages becauses of the cost of providing the information contained therin; this varies
from 1p to #2 but you are always given advance warning that you are about te access a chargeable page,
and advised of the cost before you decide to select it.

The latest addition is the Telexlink Facility. All Prestel subscribers canm send electronic mail to each
other free using the Mailbox facility, but they can now send telexes from their terminals to any telex
number in the UK for 50p per Prestel page (40 characters by 24 lines). The next addition to the service
will be the ability to send international telexes as well.

11
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Thi  panes received from a Wiewdata system are in the same format as Teletext pages:40 x 24 with six
colours plus white and black , block graphics, flashing text, etc.However the limitations of the VDP in
the MTX means that the colour information cannot be u: s the best results can be seen using the 80-
column card which is used in the FOX floppy disc system. For those that do not want to write their own
saftware to control  Lheir modem, Jaro Computer Services are planning to distribute a program which
will turn an MTX into a monochrome Viewdata terminal. Genpat members will be able to buy this at a
reduced price and it is hoped that it may be reviewed in the near future in Memopad.

For more information about Prestel and a free information pack and application form, dial 100 and ask
for FREEFONE PRESTEL SALES. ¥

For technical information and assistance dial 100 and ask for FREEFONE PRESTEL SERVICE.

==zma T s

VIEWPOINT

Dear Keith,

I can't write long letters But I can try. This letter is supposed
ta tell you what I think of EMERALD ISLE. Emerald TIsle is very
good, I can get to the tree village, the palace,the beach,the mine
but what I need most is a lamp. The clues are very good e.g 'Do
what  with a rusty lamp?' T can't think what you need a "W" for, 1
have tried to make a boat but all it says is: 'Do what with a hand axe ?" ..... it's a pity there

are no pictures. BNDREW JOHNSON Aged 9.

Dear Keith,

We think Emerald Isle is very hard. Thanmk you for sending it. Love SARAH JOHNSON,

Fd. Sarsh is a very sweet young lady ... I am sshamed to say I have forgotten her age but I think she
is 7. The paper this letter was sent on is in the multi-colour mode and now decotates my office wall.
Thank you Sarah.

Paul Daniels 106,Hilary Avenue, Liverpool, wants to know where the 6th treasure in Alice is located.
He has found the casket,sword, necklace, key and sceptre.

Dear Keith,

I don't know how familiar you are with Xaviersine's COMPOSER because I have a beef  regarding their
advertising of the program. They claim that 'due to the standard notation used this has to be one of
the finest methods of learning music available ..." This was a major influence in my purchase as I
cannot read music fluently. I am familiar with the stave layout : EVERY GOOD BOY DESERVES FAVOUR [
EGBDF ] & FACE. However, COMPOSER DOES NOT CONFORM 7O THIS CONVEMTION. This seems a pity because in
other respects COMPOSER is a good program. I wonder if any other members have any views on this
program 7  ALUN ROACH SOUTH GLAMORGAN

ED There was a problem with the first duplication of Composer and the whole musical notation was
completely 'up the shoot'. T am assured that this has now been corrected, and I suggest that you
return your tape ( by recorded delivery) and ask for an updated version. Personally, T don't think
that, the program is worth the money asked, and after using it I certainly don't recommend it.

Mr D.R. Lane, 22,Butts Way, Norten Canes, Cannock,Staffs. Wants ko know how he can prevent freezing
to death in LORDS OF TIME ?  How does he get past the venemous snake in COLDSSAL CAVERN 7

1
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Mr. F. Cembrola, 9 Winchester House, Billy Lawn Avenue, Havant, Hants P08 5HP would like to contact
any MTX owner in his area. Tel Havant 454690

J. Blance, 3,Wilson Street,Dunston,Gateshead, Tyne & Wear wants to know how to slay the dragons in
ALICE and also how to get past the guards and get into the party ?

D.J.England of Essex has come up with a solution to M.Paver's query in issue 7 regarding changing the
colour of a NODDY page.

The main Noddy page is displayed, in Basic, on VS 5 so if no input is required the Basic PAPER X:PLOD
"x¥7" will display the page in the background colour X .... INK colours are also set in this way.

Noddy screens take input on VS 7 so if an input is required the PAPER & INK colours for V5 7 need to be
set befaore entering Noddy.... PAPER 12,:INK 10:US 7:PAPER 12:INK 7:PLOD "PAGE" By setting up the
program page to return to Basic when a page colour needs changing, the whole range of 15 colours can be
utilised.

Mew Member Burton R. Norton of Elink, Maine would like Lo meet up with any Radio Hams who who like to
have a 050 him on 21.370 or 14.315 MHz His call sign is KE1X and he transmits on the latter
frequencies daily [ weather permitting ] at 1545 GMT. 73's

W.p. Jensma from Holland has found that he can increase the tape Baud rate to 3000 without any bad
effects. You must poke G4863,50 .... but make sure you re-poke the value if you reset the machine.

Ta "VIEWPOINT"
Memopac

Dear 5ir,

On reading issue 7 of Memopad I was most pleased to see that it now contains a members correspondence
section - a good ides which 1 feel should be a platform for some lively debates, Flaw of information
and ideas.

fAs 1 must he one of the earlier purchasers of the an MIX512 ( Dec 83) perhaps I could make a few
comments and suggestions through the Viewpoinl column.

The MTX is an excel lent machine with many interesting features. Compared with more "oopular”  machines
it is good value for money & I feel that Memotech are heonest in their pricing. One isn't faced with
having to pay an 'arm and a leg' for add-ons which are frequently necessary with some machines to make
them other than games machines.

However, I do feel that Memotech's aduerts read more like a technical specification rather than
something to woo the general public. This may be fine with the FDX system but not for the MTX500 which
should be aimed at the first time buyers and disillusioned Spectrum,Oric and Flectren ouwners. BRING
BACK THE BLACK PORCHE or something similar.

Blthough having an excellent harduare specification Lhe MTX has been let down by lack of software
support.  Independant software houses have been reluctant to suppert us and in this respect
PSS, Xaviersine, & Level 9 should be applauded, and supported. This situation, of course, is changing
puen to  the point where WHAT MICRO, in their listings, stake " some good qualibty games and business

++..should be more popular ...."

T'ue been delighted with Genpat and T'm sure that a lot of work is being done behind the scenes by K.H
to promote the Memotech range which will bemefit all of us. Please keep it up. 1 hava never believed
that Gerpat is in "Memotech's pocket ", quite the opposite. Reading some past editorials in Memopad
one frared for the Editor's 1ife !
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I endorse the request thak members should write to the popular press and complain about the lack of
coverage of our micro - I have been doing this for the past twelve months. Regarding Memotech's
actions, why shouldn't it be a case of you scratch my back, 1'll scratch yours ?

A. Hall
Sheffield.

ED T agres with the writer's comments on the Porche. It is certainly the best advertisement that has
ever been produced for the Memotech. The quality of the advertising aver the past six months has been
pathetic to say the least. If we are going to have a state of 'advertise when Lhe favour is returned',
then let us make sure that the advertising makegthe necessary impact .... yes, BRING BACK THE PORCHE.

Members who subscribe to PCN will have noticed that we did get an article on the MTX the wvery first
time we advertised .... strange what ? *

& URGENT REQUEST
PERIPHERALS
PETER BURNS TELEPHONE 0482-849670
MEMOTECH 500 ....... 179.99p
MEMOTECH 512 .. .. 249.9% Can any member help 2 I have a friend who
64K Ram iy 77.9% can barely see, and cannot cope with
128K Ram 145.9%p Braille. What I need is a program that
DMY B0 Printer...... 249.95p lets me type ina capital "A" on the
keyboard and produces a capital "A", twice
500K Disc Drive .... 359.99p as high & twice as wide which can then be
transferred to the printer. Any ideas etc
Prices include VAT & PP would be helpful as I am new to computing.

Send to:-

QUANTUM | MEGASTAR

partford, Kent DA1 3AD

Peter Burns.

S.a.e For software list 2} a‘.
-’

Flummox
Superbike Agrovator
Edasm. Z.80 Macro Assembler
Salty Sam Hunchy Doodlebugs
Memosketch

Symcasolt
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This month,we will use the program published in the last edition to create and animate a simple
stick-figure.

It works by printing characters,ss demonstrated last month,at the correct places on the
screen.Animabion can be achieved by printing a certain character,psusing for a short period,wiping out
the character,and then printing a different character in an adjacent screen location.If repeated fast
enaugh, the character will animate quite effectively.

Now that we know how to animate,we must go about writing the code to do this for us.Firstly,we must
make a Few alterations to the existing code.These are the alterations which need to be made:-

1)  The line at #8085 must be changed to read LD BC,792 & the line at }e0AC must be changed to LD

e, 792

2) The code which prints a message must be removed and replaced by a jump to the start of our new
routine.

3)  Our redefined character data must be added to the existing data.

4)  The new routine must be entersd.

Let's take each section in turn and show how it is done.

The first part is quite simple.Enter the assembler at line 5,and type 'E #8095' <RET>.When the line
appears,position the cursor over the previous value,and type in the nmew one 7892,then press ENT/CLS
<RET> to come back to the prompt.That's the first part completed

The second part is a little more complicated,but don't worry,I will explain it fully.

The deleting must be done in the Edit mode,so type "E #8049" (At the bottom of the screen will appear
the line 'CALL CLS'.One point to mote is that if you didn't type in Lhe NOP's when entering the program
then the 1line will not be at the given address.The solutions to this are to either type in all the
NOP's which you missed,or to list the program,find the line,and then edit at the new address.Although
the first method may mean more Lyping,it may be simpler if we publish any more routines to add to the
program.

Anyway,when you have the line ab the bottom of the screen,and are in the Edit mode,you must press
the EOL key,then return.This will have deleted the line.Repeat this slowly,until the line being edited
at the bottom of the screen reads 'LOOPA: JR LDOPA'. This is the last line of the 'print a message'
routine.This must be changed to 'LOOPA: JP START'.IF you have followed this bhoroughly,then you have
completed the second part of the modificabions sucessfully.

The third and Fourth parts,may be combined into one,as the fourth part will directly follow the
third.Because the lines are being added,it must be done in "Insert' mode.To do this,type T§8401 <RET>'.
The program below can then be entered,making sure you press 'EDL" before typing each 1line.This will
ensure that the 'RET! statement which appears each time you enter a line will be removed.

When you have carefully typed in all of the lines,press <ENT/CLS> <RET> to return to the prompt, If
you have reached this stage without any problems then you can exit the assembler,SAVE it, (just as a
precaution) and RUN it.

Hopefully,you should see the stick Figure walking (in a limited way !) across the screen.You will
notice that when it reaches the edge of the screen it will move down one line and return to the other
side of the screen.When it reaches the bolLom of the screen,it should go back to the top,and carry on
walking.

The character codes that are redefined as graphics for the man range between 123 and 130.These eight
characters are split into two sets.One block of four is used far the top of the figure,and the other
block For his legs.These tuo blocks match up to produce four sets,each consisting of two eight by eight
characters,uhich will be displayed one above the other.One point to note is that to begin with,the
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characters are displayed in ascending order i.e. starting with the first character and flicking
through them one at a time until the last character is being displayed, and are then displayed in
reverse order.This is done for animation purposes,and is logical if you ponder on it for a few minutes.

Try altering the charcater codes in the DB lines to create your own characters. Using this setup it is
possible to have different actions taking place at the same time. The way to find out is to experiment.

Next month, for the members who are not sure houw the assembler works, we will publish an article on
using the assembler. 4

83CE pB 0,0,#10,#28,#10,#10,#34,#58; THE FOLLOWING 4 LINES OF DATA ARE
8306 08 0,0,#10,#28,#10,#10,#30,#20;FOR THE MAN'S BODY

830E 08 0,0,#10,#28,#10,#10,#12,#34

B3EG DB #0,#0,#10,#28,#10,#10,#34,#58

B3EE DB #50,410,#10,#18,#R4, #4448, §0;AND THE NEXT 4 LINES OF DATA
B3F6 DB #1C,410,#10,#10,#18,#18,§28, #50; ARE FOR THE MAN'S LEGS.

B3FE DB #58,#30,#10,#10,§10,#18, 424, #48B

B4DB DB #50,#10,#10,#18,#84,444,48,0

B4DE NOP§

B4OF NORsTHE ROUTINE 'START' ANIMATES A MAN AND MAKES HIM WALK ACROS3 THE SCREEN
8410 NOP 3

8411 START: NOP3THIS ROUTINE ANTMATES A MAN AS HE MALKS ACROSS THE SCREEN
8412 NOP

8413 CALL CLS3;CLEAR THE SCREEN

8416 LD A,13SET THE INCREMENT VALUE.THIS IS AODED TO THE CURRENT

8418 NOP;CHARACTER TO FIND THE NEW CHARACTER WHEN ANIMATING.

8419 LD (INC),A

B41c LD A,123;5ET THE FIRST CHARACTER CODE

B4TE LD (ANTM),A

8421 L0 DE,D3SET THE POSITTON OF THE MAN FROM THE START OF THE SCREEN DISPLAY.
8424 LD (POSIT),DE

B42B ANLP1: LD HL,#3CON3PUT THE START OF THE SCREEN INTO HL

8428 LD DE,(POSIT);GET THE POSITION OF THE MAN FROM THE START

BAZF NOP; OF THE SCREEN DISPLAY

8430 ADD HL,DE$ADD THE TWO TOGETHER TO FIND THE ADDRESS OF THE MAN ON THE SCREEN
8431 CALL LRAM;SEND TO VRAM AT ADDRESS IN HL

8434 LD A,(AMIM)3GET THE ASCIL CODE OF THE MAN

8437 CALL DATA3SEND IT TO THE SCREEN

8430 ADC A,43ADD FOUR TO FIND THE CODE OF THE MATCHING PAIR OF LEGS
843C LD DF,3?3A00 32 10 THE CURRENT POSITION,TD MOVE DOWN ONE ROW
B43F ADD HL,DE;TO FIND WHERE THE LEGS SHOULD BE

B440 CALL LRAM3SEND TO URAM AT ADDRESS TN HL

8443 CALL DATA;SEND THE CODE FOR THE LEGS

B44E CALL DELAY3WATT FOR A WHILE S0 THAT THE MAN DOESN'T MOVE T0O GQUICKLY
B4AY ANLPZ: TN A,(2)

B44B BIT 7,A

B4AD IR Z,ANLP2

BA4F CALL LRAM3SET WRITE TO YRAM AT ADDRESS IN HL.THIS 15 THE SAME
8452 NOPs PDDRESS AS BEFORE,BECAUSE HL HASN'T BEEN ALTERED SINCE.
8453 LD A,323GET THE CODE FOR A SPACE

8455 CALL DATA3SEND THIS TO THE SCREEN.THTS WILL WIPE DVER THE

8458 LD DE,3?;LEGS.THEN,32 IS TAKEM DFF THE ADDRESS,TD MOVE UP A

8458 AND AsLTNE,SD THAT WE CAN WIPE DVER THE REST OF THE MAN.

B45C SBC HL,DE

BA4SE CALL LRAM:SET WRITE TO VRAM AT ADDRESS IN HL.

BA4B1 CALL DATA:SEND THE SPACE TO WIPE OVER THE MAN'S BODY.

B464 LD DE,(POSIT)3GET THE POSITION OF THE MAN
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8468
8469
B46A
B4EC
BAGE
BAGF
847
8473
8476
B84TA
847
B4TE
8481
8482

8483
8485
8486
8488
8489
8488
848E
a48r
8491

8492
8495
B497
8499
8498
B49D
84A0
84n2
B4A3
84R6
84hg
84A9
a4AC
B4AF
8480
8481

8482
8483
8486
8487
8408
8489
B4BA
8488
B4BD
BA4BE
BABF
BALCD
84C1

84C3
B4CH

INC DE;ADD ONE TO IT

D A,D3;CHECK THE HIGH PART OF THE POSITION

CP 2;IF IT IS 2,THEN THE MAN MAY BE GOING DFF THE SCREEN

R C,OKPOSIT;IF IT ISN'T THEN ITS OK TO STORE THE NEW PDSITION

LD A,E;CHECK THE LOW PART OF THE POSITION.

P 224;1F IT IS LESS THEN 224,THEN IT IS STILL ON THE SCREEN

R C,OKPOSIT

D DE,0;OTHERWISE RESET THE POSITION BACK TO THE TOP OF THE SCREEN

Q (= =

[

OKPOSIT:LD (POSIT),DE;STORE THE NEW PDSITION

TEST1:

-

D A,(ANIM);GET THE CHARACTER CODE DF THE CURRENT MAN

0 8,A;STORE IT

D A,{INC);GET THE VALUE WHICH HAS TO BE ADDED TO THE CODE
AND A

ADC A,B;AND ADD IT

EE

JR NC,TEST13;IF THE CARRY FLAG IS CLEAR,THEN THE CODES

NOP; ARE TNCREASING.TE INC = 1

CP 12335EE TF THE CHARACTER IS STILL WITHIN THE RANGE OF

NOP3 DEFINED GRAPHICS FOR THE MAN

JR NC,OKANIM;IF IT IS THEN STORE IT

LO A, (INC);0THERWISE REVERSE THE INC BY WORKING OUT THE

NOP; TWO'S COMPLEMENT OF THE VALUE

XOR 255;BY CHANGING ALL THE 0'S TO 1'S, AND 1'5 T0 0'S

INC A$AND THEN ADDING ONE.THIS WILL MAKE +1 INTO -1 AND -1 INTO +1

LD (INC),A;STORE THE NEW INC

LD A,12435ET THE CHARACTER CODE AT THE START DF THE PATTERNS

JR OKANIM

CP 127;TEST TO SEE IF CHARACTER IF OUTSIDE THE RANGE OF DEFINED GRAPHICS
JR C,OKANIM;IF IT ISN'T THEN IT IS OK TD STORE IT

LD A,(INC);WORK OUT THE TWD'S COMPLEMENT OF THE INC AS ABOVE.

XOR 255

NG A

LD (INC),A3STORE IT

LD R,125;GET THE CODE OF THE NEXT TO THE LAST DEFINED CHARACTER.

NOe; THIS MAKES SURE THAT THE LAST CHARACTER ISN'T DISPLAYED TWICE.

OKANIM: LD (ANIM),A;STORE THE CHARACTER CODE

DELAY:

DEL1:

INC:

ANIM:
POSIT:

JP ANLP13G0 BACK AND DO IT ALL AGAIN

NOP ¢ *

NOP3THE ROUTINE 'DELAY' SIMPLY PAUSECS THE PROGRAM FOR A
NOP$WHILE,S0 THAT IT ANIMATES THE MAN SMOOTHLY.

NOP3
LD BC,#ADDD;LOAD BC WITH THE VALUE TO COUNT OOWN FROM

MOP; TN ORDER TO MAKE A SUFFICIENT OELAY.TRY ALTERING THIS NUMBER AND
NOP; SEE WHAT HAPPENS

DEC BC3;TAKE ONE OFF THE VALUE

LD A,B3TEST IF ITS ZERO YET

OR C

JR WZ,DEL13;TF NOT THEN KEEP ON COUNTING

RET;RETURN WHEN FINISHED

DB OsTHIS IS THE INC AND IS USED WHEN WORKING OUT

NDP3 CHARACTER CODES FOR ANIMATING THE MAN.

DB 03THIS IS USED TO STORE THE CURRENT CHARACTER CODE OF THE MAN.

pu 03THIS TS USED TO STORE THE POSITION OF THE MAN

NOP; FROM THE START OF THE SCREEN

RET

7
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PROGRAM LISTING L 52;:’
e UTILITIES
\ Park 2

LISTING 3 "RENUMBER"

This program will renumber Basic program line numbers only. The numbers
following GOTO,GOSUB,RESTORE etc., will have to be changed using EDIT. It is
useful, however, in that programs having the same line numbers can be MERGED.

As with merged NODDY pages, if the computer is instructed to GOTO,GOSUB  etec.,
it will only GOTO the FIRST OCCURANCE of that line number in your program.
EDIT works in the same way and so it is impossible to EDIT a merged subroutine
[containing the same line numbers], to change the line number .

To test RENUMBER | where ST= The step between line numbers (0-255) and Fl=the
first line number] use the following procedure:-

POKE (48929),ST

POKE (48926) ,FL-INT(FL/256)*256
POKE (48927) , INT(FL/256)

LET R=USR(48928)

The above USR function calls CHECK which tests that there is a program to
remumber. The STEP & FIRST LINE NUMBERS are then loaded for use in the main
loop of the program.

RENUMR finds the start of the program, that is, the start of the first line.
The first two bytes of a line contain the length of that line and the next two
bytes hold the line number. The routine then enters an asssembly REPEAT- UNTIL
loopm and each time round the loop the current line length is found and a new
line number is inserted into the bytes 2 & 3. The loop continues by adding the
step size to the last line number to give the next one. The routine then adds
the length of the current line to the address of the last line, and checks to
see if the end of the program has been reached.

LISTING FOUR "INTERRUPTS"

Surprising as it might seem, there is a mistake in the manual on page 182 which
deals with the use of interrupts on the MTX ! It states '...if any of the
user bits 4,5 or 6 in the INTFFF (#FDSE) are set, then a call is made to
USERINT at #FA98'. However, BIT 7 of INTFFF must also be set before interrupts
are vectored through the USERINT address.

To turn the interrupts on enter LET I=USR(48992) which will call INTON and will
the place the code for a jump to the KEYS routine in the 3-byte USERINT
address. It will then set bits 4 & 7 of INTFTF.

Once the interrupts are enabled a call is made to the KEYS routine every 64th
of a second - this checks for a specified key being pressed by taking the value
held in the last key pressed system variable, and compares it with the key code
of the keys under test : SPACE BAR, & first four function keys.
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Pressing the space bar will save the current system variable values in OLD. F1
restores a NEWed program - to restore a RESET program use: LET O=USR(48707)
because the USERINT location will have been reset to its default wvalue, and
interrupts will have to be turned back on to restore the vector address of KEYS.
F2 switches interrupts off. This must be done when loading a program as the
USERINT location 1is also saved and may not contain the address of the KEYS
interrupt routine.

F3 & P4 remumber your program from 100 or 9000. Use F4 if you are writing
programs that are later going to be merged.

LISTING FIVE SCIODE was originally written to save and load the
OLD,MERGE,RENUMBER & INTERRUPT code starting at address #BE00. By changing the
length of the defined space in line 100, the destination address and length in
line 200, the start address and length in line 300, the program can be used to
save or load any area of memory.

To save code to tape use the following procedure: Ensure that the code to be
saved is in memory - in this case OLD, MERGE etc. Enter GOTO 300 and this will
store a copy of the code in the space defined for it in line 100. Line 400 the
asks for a name for the code being saved. Enter the name, start the cassette
and press RET.

Lines 440 & 450 save the program to tape so that it will auto-run from line 200
when relcaded. Line 200 also moves the code but this time from the defined
space to #BE00. Lines 210 - 290 inform you that the code has been loaded, and
that the interrupts are switched on.

MTX500 owners should change LD HL,#4007 [Line 200] and LD DE, #4007 [Line 300]
to #8007 or the address of START in line 100. ¥

100 CODE

4007 SuUB: CALL #BEDD; Store syskem variables of 'su|'.
400A L0 HL,(#FARA); HL=5tart address of 'SUB'.

400D LD DE,#C400; DE=Destination address of 'SUB'.
400 LD BC,(#FACC); BC=Length of 'SUB'.

404 LOIR; Move 'SUB' from HL to DE.

4016 LD (#BEBG),DE; Store end address of 'SUB' after move.
401A RET3 MNOW LDAD 'MATN' PROGRAM.

4018 MAIN: LD HL, (#FRAS)

401E LD DE,(#FART)

4022 AND A

4023 SBC HL,DE3 HL=Length of any Noddy pages in 'MAIN' .
4025 JR Z,NONOD3  IF no Noddy pages then jump, else
4027 PUSH HL

4028 POP BC; BC=Length of 'MAIN' Moddy.

4029 LD HL,{#FAA7); HL=Starl address of 'MATN' Noddy.
4026 LD DE,(#BEB6); DE=End of 'SUB' program.

4030 LDIR; Move 'MAIN' Noddy to end of 'SUB'.

4032 LD (#BEBG),DE; Store new end address of 'sUB'.
4036 WONODs LD HL,(#BESE); HL=End address of 'suB'.

4039 LD BC,§C400; BC=Starl address of 'suB'.

403C PUSH BC; Save start address.

4030 AND A

4D3E SBC HL,BC; HL=Length of 'SUB'.

4040 PUSH HL

4041 POP BC; BC=Length of 'SUB'. 'Ig




ISSUE NUMBER 8 CELMORAD

4042 POP HL3 H.=Start address of 'SUB'.

4043 LD DE,(#FAA7); DE=End of 'MAIN' basic.

4047 LDIR; Move 'SUR' ta end of 'MATN'.

4048 MERGE: LD HL,(#BF90); Calculate 'NEW' system variables.
404C LD DE,(#FACC)

4050 ADD HL,DE

4051 PUSH HL

4052 LD (#FARCY,HL;  "NEW' Top of each basic page.
4055 LD HL,(#FART)

4058 LD DE, (#FARR)

4050 AND A

4050 SAC HL,DE

405F PUSH HL

4060 LD BC, (#BE92)

404 ADD HL,BC

4065 LD (#FART),HL 'MEW' Top of current basic page.
4n6e POP HL

4089 LD BC,(#BESC)

4060 ADD HL,BC

40BE LD (#FADB),HL; 'NEW' PGTOP.

4071 LD HL, (#FRRG)

4074 AND A

4075 SRC HL,0E

4077 LD BC,(#BE98)

4078 DD HL,BC

407c LD (#FACC),HL; 'NEW' Top of arrays.

i POP HL

4080 LD (#FAR4Y,HL; 'NEW' Top of Noddy.

4DB3 RET

100 CODE

4007 CHECK: LD HL,(#FACC)3 Check for program in memory.

40DDA LD A H

4008 oR L

400C RET 7; Return if no program to renumber.
4000 LD BC,{#BF1D)

4011 LD B,0; BC=Step between lines 0 to 255.
4013 LD HL,{#BF1E); HL=First line number.

4016 RENLMA: LD IX,(#FAAR); TK=Start of basic.
4017 REPEAT: LD E,(1X+0)

4010 LD 0,(IX+1)s DE=Line length.

4020 LD (Ix+2),L

4023 LD (IX+3),H; Poke new line number into place.

4026 ADD HL,BC; Add step size to HL.

4027 PUSH HL S

4028 ADD TX,DE; IX=Address of next line.

4028 PUSH IX

4nz2c POP DE; DE=Address of next line.

4020 LD HL,(#FRAC); HL=Top of basic.

4030 AND A
RENUMBER BASIC LINES 4031 SBC HL,DE; Subtract line address from top of basic.
MTX 500,512 MICRDS 4033 IR C,END; EMD if address of line » top of basic.
(c) E.Roy June.84 4035 L0 AH

4036 OR L

4037 JJR 7,END; END if address of line = top of basic.

4039 POP HL

4038 JR REPEAT; Not finished, renumber mext line.

403C END: POP HL

2 0 4030 RET

— e




100 CODE

4007 INTON: LD A,#C33 Code for JP (Jump).

4009 LD (#FA98),A; USERINT location.

Aoac LD HL,#8r83; Interrupts vectored to this address = KEYS.

4H00F LD (#FAS9),H.; USERINT +1,2 = Interrupt vector address.

4012 LD A,(#FDSE); INTFFF system variable.

4015 OR #OF; Set bits 4 & 7.

amT LD {#FDSE),A; INTERRUPTS ON.

4014 RET

2018 INTOFF: LD A,(fFDSE); INTFFF.

ame AND #0F; Bits 4 & 7 reset.

4020 LD (#FDSE),A; INTERRUPTS OFF,

4023 RET sl ok oo

4024 REN1: LD HL,#64; First line number=100. INTERRUPT ROUTINE

4027 LD (#8F1E),HL; Line number locakion. MY 500,512 MICROs

402R IR STEP (c) E.Roy June B4.

4D2C RENS: LD HL,f2328; First line number=9000. bt

402F LD {#BFIE),H.

4032 STEP: LD A,#DR; Step between lines=10.

4034 LD {#BF1D),A; Step location.

4037 JP #BF20; Jump to renumber routine.

4038 KEYS: LD A,(#FD7C): Last key pressed system wariable.

403D CP #49; TIs it SPACE BAR.

A03F Jp Z,#BEOD; Yes save system variables in OLD.

4042 CP #48; Is it key 'F1'.

4044 JP 7,#BE43; Yes restore NEW'ed program system variables.

4Da7 CP #4863 Is it key 'F2".

4049 JR Z,INTOFF; Yes switch interrpts off.

4048 CP #43; Is it key 'F3'.

404D IR Z,RENT; Yes renumber program from 100.

4047 op #41; Ts it key 'F4T.

4051 JR 7,RENG; Yes renumber program from 9000.

4053 RET

100 Cobe

4007 START: 0S5 2003 Define space to hold code ab the

40CF 05 2003 start of Basic program area.

4197 DS 323 In this case 432 bytes.

4187 END: RET

4188 RET

Symbols: i i

STARTA007END41B7 ek SAYE/LOAD CODE TO TAPE *++
ok MTX 500,512 MICROS — ***
#r%  (g) E.Roy  June B4, ek

200 CODE

4251 LDCODE: LD HL,f4007; Start aaddress of defined space.

4250 LD DE,#BEO0; Destination address of code.
4257 LD BC,H0180; Length of code to move = 432 bytes.

4250 LDIR; Move it.

4250 RET

Symbols:

LDCODEA251 =
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205 CLS ¢ CSR 14,0: PRINT "CODE LODED™:+CHR$(7)

210 LET I=USR(48992): CSR 13,1: PRINT "INTERRUPTS ON": PRINT
215 PRINT "PRESS KEY with INTERRUPTS ON"¢ PRINT

220 PRINT " F1....T0 RESTORE NEW'ed PROGRAM."

225 PRINT " F2....TD SWITCH INTERRUPTS OFF."

230 PRINT " F3....T0 RENUMBER LINES FROM 100."

235 PRINT " F4....TD RENUMBER LINES FROM 9000"

240 PRINT "SPACE....SAVES SYSTEM VARS IN 'OLD'.": PRINT
245 PRINT "USR ADDRESSES with INTERRUPTS OFF.": PRINT
250 PRINT "LET D=USR(4B707) T RESTORE RESET PROG."

255 PRINT "LET M-USR(4BE00) TO MOVE SUBROUTINE."

260 PRINT "LET M=USR(48820) TO MERGE SUBROUTINE."

265 PRINT "LET I=USR(48992) SWITCH INTERRUPTS ON."

270 STOP
2ZB0 REM
% 300 Cooc
4547 SUCODE: LD HL,#BEOD; Start address of code to be saved.
454D LD DE,#4007; Staart address of defined space.
4550 LD BC,#0180; Length of code to be saved = 432 bytes.
4553 LDIR; Move code into defined space,
4555 RET
Symbolsz
SUCODEASSA

310 LET I=USR(49012}: REM INTERRUPTS OFF

320 CLS & CSR 10,2: PRINT "CODE READY TO SAVE."
330 CSR 4,G: PRINT "ENTER FILENAME, SELECT RECORD"
340 CSR 10,8: PRINT "THEN PRESS RETURN."

350 CSR 6,10: INPUT "CODE FTLENAME ";FILES

360 SAVE FILES

370 GOTO 200

Memotech RS128 with FDX disc unit (two 500K drives) plus Zenith
amber monitor. Complete CP/M system including various pieces
of software: HNewWord, Turbo PASCAL, COMPAT (disk reformatting
utility — reads/writes disks in various formats). Plus
Memotech printer cable (fits any standard Centronics printer).
As-new condition, hardly used: few months old (giving up home
computing): worth around £1400, will sell the lot for £1000.

Telephone 031-557 3797 and ask for Robert.

Lafn -1

Al
MEMOTECH MTX 512 plus FDX DUAL DISC SYSTEM gi ih lr]
A

Complete with 80 colum colour board, RS232 communications  board,
NewWord, Supercalc spreadsheet, CP/m system disc, Utilities and 512 software.

All in excellent condition and still under guarantee. OFFERS TO:
A.PHILIPS Newton Abbot 3375

22




MEM@PRD) ISSUE NUCNBER 8

NODDYCOL ..o

In answer to M.Paver's query regarding changing ink and paper colours far Noddy.Above is a listing
which will do more than he wants.

Epter the code and RUN it.When the ready appears type USER and press <RET>.The screen will
change from BLUE and WHITE to YELLOW and BLACK.By changing the value at #4040 you can have any colour
combination you want.(the byte holds the value 16*INK+PAPER)

You can add the routine to a program and include the command USER in a line.

note. after entering the routine,run it,if you don't the SYNTAX check will not allow you to enter a
line with USER in it.

You can enter program lines whilst in colour changed mode.But do not add,edit or dele!
lines before the line which holds the routine.

If the code is moved whilst it is being used the system will crash and you will lose your

any

program.
If you have to make an alteration to a line before the routine do this:-

1. type USER <RET> colour narmal.
2.  Make program alterations.

3. Re-assemble line holding routine.
4. RUN routine.

9. type USER <RET> colours change.

The command USER toggles between normal and selected colours.

1 CODE

4007 LD 8,3;  SET UP SYSTEM
4009 LD A,7;  VARIABLES 7D ALLOW
4008 LD HL,#FABS; THE USE OF THE
400E JP1: LD (HL),A;  COMMAND USER
anoF INC HL:  AND SET JUMP TO
4010 DINZ JP1;  SET NEW COLDURS
4mz LD (H.),fco

4014 LD HL,USERCOM

am7 LD (#FABA),HL

4D1A LD A,fC3

amc LD (fFraa),A

401F LD HL,VsCoM

4022 LD (#FFEE),HL

4025 RET

4026 LISERCOM: LD A,(#FFED);  USER ROUTINE
4029 CP #C3;  TOGGLES COL CHANGE
4028 IR WZ,JP23  ON AND OFF,
4020 LD A,#C8

402F IR J03

403 LD A,#C3

4033 IP3: LD (#FFED),A

4036 RET

4037 \SCOM: LD A, (#FDSE)s ALTER VDR
403A PUSH AFy  REGISTER TO NEW
4038 XUR A3 COLOURS

403C LD (#FDSE),A

403F LD A,#1B;  NEW COLDURS

406 ouT (2),A

4043 LD A, 487

4045 ouT (2),A

4047 POP AF

4048 LD (#FDSE),A

4048 RET 23
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HARDWARE REVIEW 250k _~ingle Disc

Memotech have at last finished the single disc system. The system is a 250k drive type #02 and comes
complete to Gempat members for 249,00 including the new type disc interface which plugs into the
lefthand side of the computer.

The disc operates in MTX Single Disc Basic and comes complete with a 59K system disc which has a
renumber  and 5 games. Newllord will be available, through Genpat, at 30.00. The club will be doing a
special offer for members who have already purchased the NewWord Rom. The Club will supply Newdlord on
disc for 10.00 with a trade-in of 20.00 for the Rom. It is not possible to use the disc to saue
Newllord files under the Rom version.

All the normal MTX commands are available under Disc Basic and the following are the added commands
that allow for such things as random access filing and for storing programs to disc. The tape to disc
transer utility also works with this disc system

COMMANDS &

CLOSE close a disc file after the OPEN command has been used.

DIR display all files currently on the disc.

EOF Detect the end of file and branch ta a specified line number.

INPUTF Tead a data item from a disc file.

KILL close and erase a disc file

LINE INPUTH read an entire line from disc.

LOAD load a file from disc

DPEN# allow input/output to a disc file

PRINT# wite data tc a sequential or random disc file.

READ  read a block of data from a disc.

RECH# position the record pointer to a specific record number in a file.

REN rename a disc file.

SYSCOPY copy the system tracks to a disc

COPY copy a file to another disc

FORMAT format a disc to receive data.

This disc system is excellent value and the only difference, apart from the housing, to the more
expensive disc system is the amount of storage that can be saved to disc.

We are encouraging authors to write for this system and it is expected to have FORTH & MEMOSKETCH
available within the very near future. MEMOPAD will start a series of articles on how to use disc
system starting from the very next issue.

This system must now open whole new applications for the ordinary MTX user no matter which language you
use to program.
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FOOUEGYIMLE connEcT 49

This month we are going to concentrate on setting up the main areas of memory
that are to be reserved for variables and arrays. A similar methcd, to the one
we have created, is adopted by Basic whenever you tell the computer to reserve
memory for a variable with the LET X=2 statement. If you compare the the way
we have labelled the areas of memory, you will see how easy it is to associate
machine code instructions etc., with Basic instructions.

The first instruction is JP START. If we didn't put this in the computer would
try to carry out the Hex instructions held in the bytes from #800A, and this
would result in a program crash, so we must skip over the variables and jump to
the start of the game.

TABLE is used to point to the array GS1,2,3 ...etc and the entries to TABLE are
the pointers to the elements in the array ( see last month). DIMR,DIMJ etc are
easy enough to understand, they are simply the arrays from LINE 20 of the Basic
program. GS1,GS2 through to GSB are the elements of an array equivalent to
TG$(8,8) in line 20 of the Basic program ( we don't need the final 2 because
this is peculiar to MTX Basic). Each entry in the array is the address of a
screen position within the playing board - in fact, they are the first
positions because each board position is two characters wide.

DIMG holds the evaluation factors that are used by the computer to calculate
the next best move.....Lines 1010 & 1020 of the Basic program.

THINK holds the screen starting address for the RED/GREEN band that appears
when the computer is thinking. MFSSAGE holds the very first screen position
where each message will be printed.

CHECK1,YY,X,XX etc are all variables that will be used within the program, and
their values will be stored in these areas. See 100 -140 of the Basic program.

A very important label is STACK. This is the location we shall store the STACK
POINTER when we use it to pull information from within the arrays. We have
already discussed the disasters that can occur if the Stack Pointer gets its
knickers in a twist !

MES1 etc are the various messages that will be used by the computer to
communicate with the human player. The 255 at the end of each message is the
TERMINATION byte and the routine that prints messages to the screen will test
each character of the message to see if it is 255 - if it is it will
exit satisfied that it has reached the end of the message.

HS = Human character & CS = Computer character (H$ & C$ from the basic
program). The data in these two locations are the left hand side Ascii
character of each of the graphics.

When vyou have typed in the program double check it and when you are satisfied
that it is correct, save it to tape. If you run the program nothing will happen
except that you will return to Basic. I urge you to check your code - if you
find the program doesn't run when we have completed the game, it is a daunting
task to have to go back and check every byte. *
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10 CODE

8007
800A
800C
800E
8010
8012
8014
8016
8018
801A
801B
801C
8024
8025
8026
802A
802B
802C
8030
8031

8032
8036
8037
8038
803a
803C
803E
8040
8042
8044
8046
8048
804A
804C
804E
8050
8052
8054
8056
8058
8059
8052
805C
805E
8060
8062
8064
8066
8068
B806A
806C
806F
8070
8072
8074
8076
8078
807A
807C

TABLE:

DIMR:

DIMK:

DIMA:

DIMG:

GS1:

Gs2:

G53:

START
Gs1
GSs2
Gs3
Gs4
GS5
GS6
GS7
GS8

FIEEEEEER

g8

DB 00,00,00,00,00,00,00,00
NOP
NOP
DB 00,00,00,00
NOP
NOP
DB 00,00,00,00
NOP
NOP
DB 00,00,00,00

L=

0001
120
500
15000
2

880
3000
15000
0001
100
1000
15000
1

475
4000
12000

$EZREE3

BEFYHEEREEEEE

L=l

DW #3C45
DW #3C48
DW #3C4B
#3C4E
#3C51
#3c54
#3C57
#3C5A
#3E05
#3E08
#3E0B
#3EOE
#3E11
#3E14
#3ET7
#3E1A

#3DC5
#3DC8

FEEEHIIEEEEEEEE

807E
8080
8082
8084
8086
8088
808A
808C
808E
8090
8092
8094
8096
8098
809A
809C
809E
80A0
80A2
80a4
80A6
80A8
B80AA
80AC
80AE
80B0
80B2
80B4
80B6
80B8
850BA
80BC
80BE
80C0
a80cz
80c4
80C6
80cs
B80CA
80CC
80CE
80D0
80D2
80D4
80D6
80D8
80DA
80DB
80DC
80DE
80EQ
B0E2
80E3
80E4
80E5
80E6
80E7
80E8
80E9
80EA

Gs4:

G55:

G56:

G87:

GS8:

=gei=f=f-fof-f=f-l=j-i-l-l~-f-R-i==-Rdop o e
5]
&

NOP

NOP
THINK: DW #3EAC
MESSAGE:DW #3EA2
CHECK1: DW
CHECK2: DB
SAVEB: DB
¥i DB
ke DB
XV: DB
TEMP: OB
XX: DB
MV DB
Qv: DB

o000 COoO0COo
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80EB MV: DB 0
80EC HV: DB 0
80ED RV: DB 0
80EE FV: DB 0
80EF Wv: OB O
80F0 sV: DB 0O
80F1 0S: DB 0O
80r2 xS: DB O
80F3 AV: DB 0
80F4 HS: DB 133
80F5 CS: DB 135
80F6 P6: DB 0
80F7 INCTHK: Dw O
80F9 THCOL: DW 0
80FB ZV: oW 0
80FD UV: oW 0
80FF EV: oo
8101 CODE: DB 0
8102 LETTER: DW 0
8104 STACK: DW 0

8106 MES1: DB "DO YOU WANT TO GO FIRST?",255
811F MES2: DB "PICK A NUMBER BEIWEEN 1 & 8",255
813B MES3: DB "ILLEGAI, INPUT !!",255

814C MES4: DB "SORRY! I'VE BEAT YOU",255

8161 MES5: DB "WELL DONE! YOU'VE BEAT ME !1",255
B17E MES6: DB 'DO YOU WANT ANOTHER GAME?",255
8198 MES7: DB " "

81A7 DB " ",255

B1B7 MES8: DB "'THINKING'",255

81C0 MES9: DB "I'M GOING IN COLUMN",255

81D4 MES10: DB "GOOD GAME,IT'S A DRAW!!",255
81EC START: RET

e w
HORSE i 7" /) X
RACE 4 ii{ i’ b woopcer Y,

o saal

=

I've published this game because I like it ! lhen the racing has been called off this is the program
to load into the computer.

Up to B people can play at the same time. A list of horses is shown with their odds, Obviously, the

horses with the lower odds stand a better chance of winning but not always so. The program is self
prompting so type it in and they're up and r nning !
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110

150

179

240

Vs 4 242
245
REM sokkokscks kY ART ABLE Gtk ks 250
DIMm M(8),P(B),CH(B),BE(B),u(8) 255
CTLSPR 6,3 260
CTLSPR 2,16 2E5
CTLSPR 5,0 270
REM **##DESTGN HORSES**+* 275
GENPAT 3,1,0,2,7,252,188,36,68,68 280
GENPAT 3,2,0,2,7,252,60,98,129,129 285
GENPAT 3,3,0,130,71,60,124,130,130,2 290
GENPAT 3,4,0,66,71,60,124,66,36,8 245
GENPAT 3,5,0,2,199,60,60,34,44,16 300
GENPAT 3,6,0,2,135,252,62,34,20,8 305
GENPAT 3,7,0,2,7,252,B0,36,77,129 310
REM ****DESIGN JOCKEY*®*** 315
GENPAT 3,8,8,16,28,16,8,16,0,0 320
REM **%+DESIGN VIRTUAL SCREENS®®¥* 400
CRYS 2,1,0,0,32,10,32 405
CRYS 3,1,0,14,32,10,32 410
CRYS 6,1,0,10,32,4,32 415
REM A*ﬁkt:&START GAME & &*%%
VS 2: PAPER 3: INK 15: CLS 55
VS 3: PAPER 11: INK 6: CLS ;
US B: PAPER 6: INK 14: CLS 429
US B: CLS 434
C5R 1,1 458
PRINT "How many wish to play?" 444
LET A=VAL(INKEYS) Tt
IF A<1 OR A>B THEN GDTO 154 450
VS 31 C5R 1,1 g5
PRINT "THERE ARE "3A;" PLAYERS." i
V5 B: CLS 505
REM *Mt##*GET NAMES* =k sk 510
DIM N$(A,1E) 315
PAUSE 1000: VS 3: CLS aol
FOR X=1 TO A n25
VS 6: CLS el
CSR 1,2 Ty
PRINT "Name of player ";Xs":"s 540
INPUT NS(X) 543
WS 3: CSR 1,X 550
PRINT "Player "gX;" is ";N$(X) :25
NEXT X 2
PAUSE 1000 gzg
nIm c(A) Ern
Us 3: CLS ke
FOR X=1 TO A 500
LET C(X)=100 WhE
NEXT X of
REM #x*#xDRAW COURSE**%% 5 S
VS 2: CLS &sh
FDR Y=B T0 72 STEP B 555
LINE D,Y,254,Y i
NEXT ¥ i

LINE 20,8,20,72
LINE 245,8,245,72

INK 1
FOR ¥=8 TO 1 STEP -1 BED
E - 655

660

£5R 0,9-Y
PRINT ¥

NEXT ¥

CSR 9,0: PRINT
¥5 3z ELES 3
V5.3
CSR
DIm
REM
LET
LET,
LET
LET
LET
LET
LET
LET
REM

"MTX Race Track"
Vs 6: CLS

1,0
H$(8,7),0(8)

FhkrEEFHORSE NAMES**dkkokadok
H$(1)="Pocklin"

Karlace"

Jenspen”

Suzidog"

Jubicat"
="Burrous"
EEFEELYORK OUT ODDGH*+++%
FOR X=1 70O B8

LET O(X)=INT{RND*20)+1

IF 0(X)>70 AND O(X)<16 THEN
GOTD 425

LET O(X)=15:

IF 0(X)>15 THEN
NEXT X

REM #*%2**DTSPLAY ODDG****++
VS 3: CLS
FOR Y=1 TO 8
CSR %
PRINT ¥3"
NEXT Y

REM #####0| ACE HORSES ON TRACK** %%+
SPRITE 1,8,20,124,0,0,15

SPRITE 2,1,20,124,0,0,1

SPRITE 3,8,20,132,0,0,4

SPRITE #4,1,20,132,0,0,1

SPRITE 5,8,20,140,0,0,6

SPRITE 0,140,0,0,1

SPRITE 7,8,20,148,0,0,7

SPRITE 8,1,20,148,0,0,1

SPRITE 9,8,20,156,0,0,10

SPRITE 10,1,20,156,0,0,1

SPRITE 11,8,20,164,0,0,12

SPRITE 12,1,20,164,0,0,1

SPRITE 13,8,20,172,0,0,13

SPRITE 14,1,20,172,0,0,1

SPRITE 15,8,20,180,0,0,14

SPRITE 16,1,20,180,0,0,1

REM #*#&kkkkxTAKE BETS®% ki

FOR X=1 TO A

Vs B: CLS

PRINT "WHICH HORSE PLAYER"3X:" ":
INPUT CH(X)

LET 0(x)=20

"AHS(Y) " "eo(y)s™a®

IF CH(X)<1 DR CH(X)>8 THEN GOTO B10D
VS 6: CLS
PRINT "HOW MUCH DO YOU BET";

INPUT BE(X)

IF BE(X)<D OR BE(X)>100 THEN
LET BE(X)=TNT(BE(X))

LET G(X)=C{X)-BE(X)

NEXT X: CLS

GDTO B3O
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B70 REM ews+skxgHOY BET TNGH*osdbs s+
675 V5 3: CLS

680 PRINT " PLAYER HORSE BET"
685 FOR X=1 70 A

690 CSR 0,X

695 PRINT XoHE(CH(X)) 3" "sCH(X),AE(X)
700 NEXT X

B00 REM **#%*5TART RACE=#*#+%

805 LET F=0

810 FOR TO 8: LET M(X)=20: NEXT X

820 FOR X=1 TO 8

B22? ADISPR O,%*2,INT{RND*6)+1

B25 LET P(X)=M(X)

830 LET M(X)=M(X)+INT(RND*3)+3

835 LET m(x)—m(x)—INl(D(x)/ﬂ)wINI(HND*5)+1
B40 IF M(X)>=245 AND P({X)<245 THEN GOSUR 900
B42 IF M(X)»>=255 THEN LET M{X)=246: GOTO 855
B43 RDJISPR 0,%*2,TNT(RND*6E)+1
845 ADISPR 2,X*2,M(X)

850 ADISPR 2,X*2-1,M(X%) Py
854 ADJISPR 0,X*2,TNT(RND*G)+1 Vs
855 NEXT X

860 GOTO 820

800 REM ****17S A FINISHER®##%

905 LET F=F+1: REM #+*ppSITION**#

906 IF F=8 THEN GOTOD 1000

910 ADJSPR 1,X*2,0

915 ADJISPR 1,X*2-1,0

920 LET mM(X)=245: LET P(X)=245: LET W{X)=F
925 RETURN

1000 ¥S 6: CLS : VS 3: CLS . )
1005 FOR X=1 T0 A LY

1010 CSR 1,X FRan, .
1015 PRINT "Player:":X:"Horse position:";uW(CH{X))

1020 NEXT X

1030 REM *****BOOKIE WORKINGS®#* s

1040 FOR X=1 TO A

1045 IF W(CH({X))>3 THEN GOTO 1aa0

1080 TF W(CH(X))=1 THEN LET BE(X)=BE(X)*0{CH(X))+BE(X)

2 THEW LET BE(X)=BE(X)*INT(O(CH(X))/2}+BE(X)

3 THEN LET BE(X)=BE(X)*INT(O(CH(X))/4)+BE(X)

1 AND n(cw(x) =1 THEN LET BE(X)=BE(X)+HE(X)+BE(X)
=2 AND O(CH(X))=1 THEN LET BE(X)=BE(X)+BE(X)
Y+BE(X)

1055 IF W(CH(X))=
1060 IF W(CH(X))=
1065 1F W(CH(X))=
1066 IF W(CH(X))=
1070 LET £{%)=C(X
1080 NEXT X

1090 PAUSE 2000

1100 REM **##=0ISPLAY CASH:*#&++
1110 VS 3: CLS

1115 FOR X=1 70 A

1120 CSR 1,X
1125 PRINT "Player:";X;" has #"3;C(X)
1130 NEXT X

1140 PALSE GOOO: GOTOD 400
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5 OFTW ARE @%%

ANY 00032 LITTLE DEVILS ARC  SYNT 4.95 I ANY -

00057 30 TACHYON FIGHTCR ARC CONT 6.95 I
00062 ADVEMTURE QUEST ADV  LWLS B.75 I ANY 00024  LORDS OF TIME ADV  LVL9 B.75 T ANY
00033 AGROVATOR ARC SYNT 5.85 I 512 0On14 M CODER UTIL PSS B.02 U ANY
00071 ALICC IN WONDER. NV CONT 6.02 I ANY 00035 M COMMAND & ARCAD. ARC SYNT 4,85 I ANY
00008 ASTROMILON ARC CONT 6.02 T AwY 00070 MAN FROM GRANNY  ADU SYNT 4.95 I 512
00047 ASTROPAC ARG CONT G.02 T ANY 00022 MATHS 1 EOUC CONT B.75 T ANY
00056 BACKGANMON BRD CONT 7.05 I ANY Qom3  MAXIMA ARC CONT 6.02 T ANY
00DA1 BASIC BUSINESS — BS  CONT 5.95 1 ANY 00087  MEMOCHEQUE UTIL SYNT 6,95 E ANY
00043 BLOBRD ARC CONT £.02 I AMY 00075 MEMOSKETCH UTIL SYNT 7.85 1 ANY
00073 BOUNCING BILL ARC SYNT 4.95 T Ay 00090 MINER DICK ARG KBV B.05 E ANY
00074 BRIDGE CARD CONT 6.85 T 512 0044 MISSION ALPHATRON ARG CONT 6.07 1 ANY
00077 CANVAS UTIL CONT 6.95 T ANY 00030 MISSION OMEGA ARC  SYNT 4.95 1 ANY
DO0BE  CAVES OF ORB ADV - SYNT 9.95 E ANY 00054 MURDER AT MANOR — ADV LUMP 6,02 T ANY
00078 CHAMBERDIDS ARC. [CONT 6.95 I ANY 0o MISTC PAD UTIL CONT 6.02 I ANY
0D0SS  CHESS BRD CONT 8.75 T ANY COL0E: M WG ENTS
000S3 - COBRA AR GEONT B.02 2 ANY 00045 OBLOTDS ARC CONT .02 T AWY
UODZ5 COLOSSAL ADVENTURE ADU LULO B.75 T ANY 0001 PAYROLL UTIL CONT 21295 1 £12
00ZR  COMPOSER UTIL XAV 13.00 T ANY A hes i TORE Sl
(0046 CONT RATDERS ARC CONT B.02 T ANY e Biavs €005 BENT b1
00050 DEN.GOES BANANAS ~ ARC SYNT 5.02 U ANY 00012 PONT & BLACKIACK  CARD CONT B.02 I ANY
00011 DENNIS & CHICKEN ARG CONT 6.02 U ANY o ro7 e e il = S o
UDOEE DOOOLEBUE ARG ST 4,85, (LAY 00040 PURCHASE LEDGER BN CONT 12.75 1 53
00056 DRAUGHTS BRD CONT 6.85 1 ANY i e i b e
DODB3  DUNGEON ADVENTURE ADV LULG 8.75 1 AWY 00075 Q0GD 2 it Sy
00057 EDASM UTIL SYNT 7.95 T 512 i o T e
00066". EMERALY. THE Al PUbg-ag>: Ay 00020 REVERST BRD CONT 7.95 1 ANY
00038 ESCAPE FROM ZARKOS ARG MEGA 6.85 1 ANY e g i ol e
DOfHe CXTLMOED BASTC:  5.H5-BENT 6.05 LAWY 00023 SALTY SAM ARC SYNT 4.95 T AWY
00083 FATHOMS DEEP ARC MEGA 6.95 T ANY i B R e R
' oooen - FIE FIRTH LG e L 512 00023 SNOURALL ADV LVLS B.75 T ANY
00055 FIREHOUSE FREDDIE ARC CONT 6.02 I ANY 2 el M M TR et
(O0E1 FIRST LETIERS 1 . EOUG.CONT 8,35 1 ANY D006 SPELL-COPTLR OV CONT 5.85 1 AWY
00037 FLUMMOX ARG ST 5.8 4 512 000R1  SPODLER UTEL MEM 4.95 T AnY
0052 - GAUNTLET ARC  CONT B.D2 U ANY 00017 STAR COMMAND ARC CONT B.95 I ANY
00031 GOLDMINE ARC  CONT B.02 L ANY 00085 SUPER BIKE NRC SYNT 4.85 T ANy
00068 GRAPHICS UTIL CONT 5.85 I ANY 00004 SUPER MINEFIELD ARG CONT 5.07 1 ANY
00088 H & L oump Ul PEN, 2.850 1 ANY 00033 TAPE TO DISC UTTL MEM 5.95 T ANY
00072 HAWKWARS ARE SYNT 4,05 T ANY 00007 TAPEWORM ARC CONT 6.02 I ANY
00DBS  HELI-MATHS EDUG CONT 5.95 T ANY AB0ED| TR S Wi S meee T ey
00034 HUNCHY 4RC SYNT 4.95 I ANY 00051 THE 700 GAVE ADY CONT B.DZ T ANY
onng4  TCEBERG ARC SYNT 4.95 E AY it Gy prag S
00015 JOHNNY REB WAR LOTH 6.02 1 ANY e P o
0016 KEY 10 TIME ADY LUMP B.02 T ANY G s e UTIE re 7w
00042 KILOREOE ARG . GONT bl T ANY 00027 UTILITIES 1 UTIL CONT £.95 I ANY
00019 KNUCKLES G LINEos Tl 00092 VERNOW & VAMPIRES AR SYNT 5.85 E ANY
00079 LES FLICS ARC RSN ERSS R AN 00050 WORD & PICTURE  EDUC CONT 8.75 T ANy

THE ABOVE SOFTWARE LTST IS PUBLISHED BY GENPAT AND THE PRICES QUOTED ARE
MEMBERSHIP PRICES . NON-MEMSERS ARE SUBJECT TO CORRECT PRICES AT DATE OF
OF PURCHASE .

KEY: STOCK NUMBER ¢ TITLE ¢ TYPE ¢ PUBLISHER : PRICE ¢ WHICH MACHINE
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WIEMORLD IS5U€ NUMBER 8

A R R

i COMPUTERS

% MIx 512 Cedneraia 264.00 MTE 500 =wtws .
RS i 372,96

[INCLUSIVE OF MEMBERSHIP]

DISC SYSTEMS

FDX TWIN DISC SYSTEM 762.52
FDX SINGLE DISC SYSTEM . . 354.96
FDX SILICON DISC SYSTEM 705.82

All require RS232 communications hoard

250K SINGLE DISC DRIVE COMPLETE WITH INTERFACE seeaidnnaes 249,00
UPGRADE PACKAGE 1 ....... 198.00
UPGRADE PACKAGE 2 ........ 223.39
RS232 COMMUNICATION BOARD .... 54.86 HIGH-SOFT PASCAL ...... 54.86
64K ADD ON MEMORY EXPANSION ...78.91 128K ADD ON MEMORY .... 144.13
NEWWORD ROM WORD PROCESSOR ....66.82
MTX DUST COVER ..auveus B 350 DMX PRINTER RIBEON ...... 8,50
CENTRONICS PRINTER CABLES 2 METRES ........ 0
FLOPPY DISCS [BOX OF 10] «..... 15:75
COSMOS 80 DOT MATRIX PRINTER ......Epson compat ..., Bt s e o 199.00
SEIKOSHA GP550A ...DOT MATRIX PRINTER .... . 205,00
RITEMAN PLUS DOT MATRIX PRINTER .....ic.ocvinn 215,00
DMX 80 AND CABLE [ MEMOTECH PRINTER ] 239.00
256K SILICON DISC EXPANSION svvueesa... 338.50
SPEECH SYNTHESISER BB i, .u. s R i 289.95
MTX -GRIB: CARD ... v R T i 2.16
THE MTX PROGRAM BOOK ...... PETER GOODE s 5425
HoReor 0 015 CASERITRE G i iies

ANTISTATIC SCREEN WIPES |l G o) RN e i (e
FLOPPIECLENE KIT [Keep your dirves clean].... 15.75
MICRORIT (K) (Advance cleaning disc kit) .... 19,50
SAFECLENE (B) (Tape head cleaning spray) ..... 4.25
ANTISTATIC COMPUTER MATS [2EEIE (E) ]uawsss 46250

bR LR

Ak
IMAGINE THAT YOU HAVE BEEN ASKED TD DESIGN A NEW COMPUTER. YOUR TASK 15 TO COME UP WITH AN EXPANDABLE
SYSTEM THAT UOULO NOT DATE, AND COULD BE ADDED TO AS MEW IDEAS ARE DEVELOPED.

SEND US YOUR IDEAS: UHAT YOU WOULD INCLUDE IN THE ROM & WHAT LANGUAGES WOULD YOU MAKE AVATLABLE ? WHAT
SORT OF GRAPHIC FACILITIES E.G. SPRITES, PIXEL RESOLUTION,COLOURS ETC. IUI\AT' LANGUAGES YOU WOULD INCLUDE
ETC. 1IN FACT, YOUR TASK IS TD DESIGN THE COMPUTER OF THE NINETIES AT TODAYS PRICES.

NOW THE CATCH ....... THE PRTCE MUST WDT EXCEED 399,00 RETATL WHICH CUTS THE FUNDS AVAILABLE FOR
BRODUCTNG THE MACHTNE.

2 PIECES OF SOFTWARE FOR THE MOST INGENTUS ENTRY ..... SEND ALL ENTRIES TO GENPAT @Y THE 15T OF JUNE. 33
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ISSUE NUMBER 8 OAEORAD

TAPE OF THE MAG: APRIL
UTILITIES : LIGHT LINES : TEASER : HORSE RACE ,......... 2.50p
* Utilities will have to be installed on the MTX 500 by entering the assembler

to relocate the code for the 500.

FACT SHEETS:

RST" 10°GALLS: o4 v étviiins 50p
SYSTEM VARLABLES .....,50p
USING INTERRUPTS ...... 50p

NOTE: DUE TO THE SHORTAGE OF SPACE THE ANSWER TO THE STRUCTURED PROGRAMMING
TEST WILL APPEAR IN THE NEXT ISSUE.

Wy, UNDER 9'S COLOURTNG COMPETITION

= { ‘hih-“ :

3(‘ VBT I MEMBERSHIP? NUMBER A/B/C/D
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