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A program listing facility for those with no printer. Just send
in your program on tape (or 5.25" disc) with a pre-paid envelope
addressed to yourselves and the club will do the listing for you.

=== Names and Telephone NMumbers. -——-—

e Faul  Wood  for 303" disc copying, general info and  Comms
speci fic info.

Tel 0305 24260

ii. Alan Dobson for help with the following adventuress
Alicey, The ZOO and Man From Granny
Tel O61-980-6288

If anyone has any good graphics designs for a front cover then we
wollld Tove to see them! !
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This magazine see's the end of the clubs third year, an
initial fook at the accounts shows that we are still
viable, but that the percentage of funds left over after
all normal costs is shrinking due to infiation. Roughiy
vorking it out, the £7.00 membership shouid be £8.10
taking into account three years of inflation. Although the
club is not broke’, I think to ensure that we are ok at
the end of next year, membership should be increased to
£8.00 to cover costs. I hope everyone thinks this to be
fair. T will publish the year end accounts in the next
issue, :

Secondly, I think it fair to update everyone on the state
of affairs concerning the new pro-activity I mentioned in
the last magazine.

Alan Hamilton started a fiood of enquires by getting our
name in Popular Computing Weekly, this is boosting
nembership a bit at present; which is very good news.

We are in the throvs of getting Alan started as Program
Library administrator, he will hopefully be up and running
next month. ...Look out for some special offers a bit
nearer Christmas'!.

This month we have 2 iot more space taken up with Hardware
and Software reviews, I hope to continue this to some
degree; ensuring that we get one review every month as a
sinisum. We are also about to put together a booklet of
reviews of soffware published so far.

I have had quite a few contibrutions for the magazine, in
ane forw or another. & hearty thanks to everyone who has
wade the effort - Thanks Very Much'!, Please keep this
going, it's nice to have to much to put in a magazine,

The winner of this months competition is Arthur Hills, see
the Prograe Library next month; for his programs it is too
tong for the magazine, but weli worth sending in for.
Arthur will be receiving a copy of The Hall for his
efforts, very shortly.

I can read/urite only disc's in 5.25" format and up to
300K, 1if anyone with 2.5° systems would like something
from the club or has something to offer on 3.5 format
please send to Paul Wood, his address is listed opposite,

As T am more often than not out playing squash on Mondays
between € and 7 pmy I feel it would be best to move the
Hotline to after 7.40pm. I hope this is ok for everyone,
The number to phone now is (0703) 585106, ask for Phil.
However, feel free to phone any evening after Epm.

If anyone would like back issues they are available for
the small remittance of 80p each. At present there are 27
back 1issues; 10 for volume 1, 10 for volume 2 and 7 for
volume 3.

It should be noted that all articles are the copyright of
the sender and M.0.C.; anyone vishing to have articles
published elzewhers should inform us first.

ooo 0-0-0 ooo
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Software prices for the best and most popular software:-

Iarkos £7.00 Chaaberoids £7.00
Hogo2 £7.00 26%26 SpreadSht £8.50
Karate King £7.00 Son Of Pete £7.00
5.H.6 £7.00 T.5nooker £8.005120nty
Dood ! ebugs £6.00 Super Bike £6.00
J.J.Flash £6.00 Ed/Asa £8.50
Cee-§ £7.00 HTY Asm Lang Csef10.00

Highway Encounter £8.50

Some late news, Ron Gladwin of Uk Home Computers has
reported to me that, he has heard that some people are
seiling MTY500's bosed and badged as 512's. This is
obviously a serious problem, so be careful to check
properly when you buy,

Ron has some 32K upgrade boards available at good prices,
to anyone vishing to extend their machine a hit.

Ron's number is 0793 693024,
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FaRT 1T
By Brian Clarke

Those of you who have been patient encugh to type in
and play the game will, by now; have found out that the
veakest part of he programme (apart from the lack of
speed) is the joystick input, lines 100-190

Try typing in the following :-
L OUT (5),223:LET AA=INP(5):C5R 10,10:PRINT AA:80TD i

If you RUN this programee you will see 255 in the
middie of your screen. If you press the (HOME} key, this
will change fo 127, It sometimes flashes back to 255. This
is due to the Systew Interrupts, and need not concern us
at the wmoment. If you now press the {A) key, the value
changes te 234. Pressing both (A} and {HOME} gives the
vaalue 126,

Working in binary, for an OUT (5) of 222, the INP(S)
can be represented as :-

G 3 o2
L o]
LI o I
=

[=r]

In the HEMOTECH system, the status of a hit for
keyboard input is a 1 if the key ic NOT pressed; and 2 0
if the it is. In MEMOTECH basic, a BODLEAN comparison
gives a 0 for false; or a ~1 for true.

From the above fable, if no key is pressed, all the
bit's have the vajue 1, and the byte value is 255,
Pressing <HOME> makes bit 7=0, the byte is 01111111 = 127
(233 - ‘'key val'y i.e, 255 - 128 = 127). Siailarly,
pressing <A> = 735 - 1 = 254, Both {HOME) and (A} = 255 -
128 - 1 = 126,
Thus; where line 110 of he BASIC programme states
LET RF=-{A&=127)

If AA = 127 (i.e. right fire key pressed)
(AA=127) results in -1 (boniean true’
-(AA=127} gives -{-{}, i.e. |

and if AA is not 127, RF = -{0) = ¢,

Thus RF is used as a toggle flagy to fell us if the
'Right Fire' key has been pressed.

To  convert the keyboard input section of  the
programme into machine code; we will need to reserve 10
bytes for these keboard input flags. The sequence of the
machine code will be:

t/ Jump the flags.

2/ Set all flags to 0, by first foading register a
vith 0 then load each flag in turn with register
a.

3/ Dissable interrupts, send a value out of port 5,
and read in valuss from ports 5 & 6. Enable
interrupts.

4/ Check input for required value. If it matches, set
respective flag to 1.

3/ Create an interface for the BASIC programme to
read the reserved 10 keyboard input fiags.

If you now reload the BASIC programme, if it is not
already in, and type in the foliowing programme lines, you
should find that the programme is a little more reliable.
The speed will not have increased yet, as we have not
taken out wuch basic. Note that the programme is assembled
using an MTX 500 lookalike: for MTYS12's, the code lines
vill be assembled to 4010 to 40D3 instead of 8010 to 80D3,
and the PEEK command need to be changed from 32788 - 32797
to 16404 - 16413 respectively.

The principle behind the BASIC part of this
ammendment is that RF is cet to the value of the keyboard
input flag, as is LF. The X value is calculated as ¥ +
(move right} - (move feft).

Next wmonth; T shall be looking at the graphics in
wachine code, using the RST 10 commands. The folioving is
from an early copy of the MOC mag., and is the ‘BIT
FORMAT® for RST 10 COMMAND byte:-

T6543210¢=8IT
1 8¢ {---n---3 = STATUS

Explanation :-

Bit 7 must be set to 1, bit 6 must be sef to 0

Bit 5 (c) is the continue flag, i.e. are there to be
further graphics commands following the present one. If

5oy this Bit needs to be set to i, if not, set this bit to
.

Bits 4 to 0 contain the nusber of bytes in the
conmand string.

Continued Overleaf
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Continued From Fage 2

The byte above is the COMHAND byte, and is the first
data byte after the RST 10 comeand. The following data
byte is the ASCII OPERATION byte, followed by the
INFORMATION data byteis}.

AN EXAMPLE (or twol,

BASIC command PLOT x,y.

ASCIT code for PLOT is 1.

Lets make x=25, y=108.

COMMAND string: Assume this is the final graphic
command, hence bit 5=0. Bits 4-0 depend on the number of
ASCIT OPERATION bytes (in this case 1 byte long) and the
rnunber of INFORMATION bytes (in this case 2, x and y).
Hence n =1 + 2 =5,

Thus the COMMAND byte is 1000011 =128 (bit 7 & €) +
bit 5 =0 + 3 (string length) = 131
The wachine code for this operation is then

RST 10

DB 131,1,25,108 (COMMAND, OPERATION and INFORMATION)
RET

A slightly more complex example, CRVS nytsx,y,9shys.
lise n=41 t=t ¥ X=5'y=0' U=221h=24y 5=32.

ASCIT OPERATION for CRVS = 27,89,
OPERATION string = 2 bytes,
INFORMATION string = 7 bytes, total = 9 bytes.

Assume this is not the last RST 10 command, hence Bit
3 of comwand byte = 1. The vaiue of the command byte is
128 + 32 + 9 = 169, Placing this in our previous example
(PLOT %yy}; ve now have

RST 10

DB 169,27,89,4,1,5,0,22,24,32
DB 131,1,25,108

RET

RST 10 GRAPHIC COMMANDS

BASIC COMHAND A5CII THFORBATION
(final} (continus)

PLOT 131 163 1 K1y

LIKE 133 163 2 xleylyn2yy2

C5R 13 163 2 1Y

CLS/HORE 129 161 12 T

CTLSPR 131 163 14 pr¥

BENPAT 139 171 15 pangd0,di;d2,d3,
d4,d5,d6,d7

COLOUR 131 163 16 P

ADJSPR 132 164 17 Prityv

SPRITE 138 170 {8 nypyup(2 bytes),

ypi2 bytes), xs,ys,col

MOVSPR 132 164 19 prngd

VIEW 131 163 20 dir,dis
ATTR 132 164 27463 prstate
GR$ 133 185 27,67 5y:b

CRYS 136 168 27,89 neks¥swshys
Vs 131 163 27,90 n

An alternative for accessing and clearing VS's is
based on the following BIT format

6543
It

B o

R ]

7 1
0 -n-

Where © = continue; X clears the screen and n is

screen number. ¥ does not matter.

Thus the instruction is &4 + (32 to continue) + (B to
cls) + {scresn no.l,

That’s all for now. Have fun,

Listing for FLITTER on Page 4

’\:'\J’\l"—c'\c'\n‘\a"\l'\:’\:'\a'\l’\l’\l’\u’\:"‘;'\:’\u‘\:'\:-“.l“\.r'\.r"\:"\:"\l’\l'\:'\:N'\:’\IN’\I'\J'\:’V'\:"J’\I’\:'\"\:'\:N’\I’\IN’\I’\o'\:*\u‘\l’\:’\:'\l’\t'\o'\l'\l'\l'\l‘\l’\l

IMTERF SCDIMG PROJEC TS

Why not make a break which will lead you into the exciting world of micro
electronics. Infact what better way to start than with an MOC D.I.Y. kit. Everything
you need is supplied, except a soldering iron, wire cutters and of course a few hours
of your time!!. So why not order now.

Interface price list
A full set of components and instructions for the LED kit. —=0£6.95
A full set of components and instructions for the Speech Synthasiser kit——>18,00
Connecting cable for the internal port (needed for projects) -—x£4, 50
All prices are fully inclusive. Please allow 14 days for and make
cheques payable to MDD,

delivery

L3




19 6070 900
20 CODE
4010

4013 TEMP:
4014 LL:
4015 LR:
4016 LU:
4017 LD:
4018 LF:
4019 RL:
4014 RR:
4018 RU:
401C RD:
401D RF:
401E KEYS:
4020

4023

4026

4029

4020

402F

4032

4033

4038

4038

403E

4040

4041

4043

4043

4048

4044

4048

4040

4050

4052

4035 TRYLL:
4038

405A

4030

405F

4062

4065 TRYLR:
4067

4064

4060

406F

4072 TRYLU:
4074

4077

JP KEYS
DB 0
0B 0
DB ¢
DB 0
DB 0
b8 0
bg ¢
DB 0
DB §
BB ¢
0B 0
LD 40
LD (LL};A
LD (LR),;4
LD (LU3;A
LD (D)4
LD (LF),A
LD (RL},4
LD (RR);4
LD (RUY, 4
LD (RD3,A
LD (RF1,A
LD A,127
DI
ouT (53,4
IN A,(3)
LD (TEMP}, A
IN A; (B}
El
BIT 0,4
JP NI, TRYLL
LD Al
LD (LF},A
LD A, (TENP)
BIT 0,4
JP NI, TRYLR
LD 4,1
LD {LL),A
LD A, (TEMP)
BIT 1,A
IP NI;TRYLY
LD A1
LD (LR),A
LD A, {TENP)
BIT 2,4
JP NI, TRYLD
LD A1

4079

LD (L),A

FLITTER - The Listing

407C LD A, (TEHP)
407F TRYLD: BIT 3,4
4081 JP NI,RIGHT
4084 Lh A1

4086 LD (LB ;A
4089 RIGHT: LD 4,223
4088 CALL SCaN
408E JP NI, TRYRL
4091 LD At

4093 LD (RF), A
4036 TRYRL: LD A,247
4098 CALL SCAN
4098 JP NI;TRYRR
409E LD Al

4040 LD (RL);A
40A3 TRYRR: LD 4,239
4043 CALL SCAN
4048 JP NI, TRYRU
40AR LD 41

40AD LD (RR}),A
40B0 TRYRU: LD 4,251
4082 CALL SCAM
40B3 JP NI, TRYRD
4088 LD Al

40BA LD (RN, A
40BD TRYRD: LD A, 191
40BF CALL SCAM
40C2 JP NI ENDKEY
40C3 LD A1

40C7 LD (RD), A

40CA ENDKEY: RET
40CB SCAN: DI

40CC ouT (31,4
40CE IN A ()
4000 EI

4001 op 127
4003 RET

30 RETURN

100 REM KEYS

110 GOSUR 20

120 LET RF=PEEK(32797): REM MTXS12 LET RF=PEEK(1£413)
130 LET RX=RX+PEEK(32794)-PEEK(32793): REW MTX51Z LET
RY=RY+PEEK(1£410)-PEEK (17403}

140 LET RY=RY+PEEK(32795)-PEEK(32796): REM MTX512 LET
RY=RY+PEEK(16411)-PEEK(16412)

150 LET LF=PEEK(32792): REM MTXS12 LET LF=PEEK(16408)
160 LET LX=LX+PEEK(32789)-PEEK(32788): REM MTXS12 LET
LX=LX+PEEK(16403)-PEEK (1R404)

170 LET LY=LY+PEEK(32790)-PEEK(32791): REM MTYS12 LET
LY=LY+PEEK (16406} -PEEK (15407}

180 REM




ASSEMBLY LANGUAGE FROGRAMMINGWITH OF/M
FaRT Il
By Dave Dulson

Before we can start writing a program we first have
to know a little about CP/M,

The CP/H system has four functional modules, they are
called CCP console command processor. Primarily a command
interpreter, the intelligent part of the operating system.

Next is fthe BIOS basic input cutput system, this is
in charge of communicating with various devices connected
to the systenm.

Next is the BDOS basic disc operating system,this is
in charge of managing the disc files.

Finally their is the TPA the fransient program area,
this holds programs that are loaded from the disc under
the command of the CCP,

FUNCTION HE X
NUMEBER NUMEBER
1 Gl
“ 8374
3 o3
2} e
9 05
& OF
/4 o7
& 5
o) 0
10 Oy
1 O
; (30 o0
= oD
1 OE
15 (o
1& 1
7 i1
18 12
19 13
20 i4
21 s b
22 1&
23 17
e 18
29 19
26 14
27 1B
2 ) i
25 in
S0 1E
3 1F
P S0
23 “l
a5 25
& el

The available mewory is also divided into zonesy the
top of memory is reserved for the CCP,BDOS and BIOS, the
first 236 bytes of memory are reserved for the bootstrap
loader and the systes and between memory location 100 hex
and the bottom of the CCP is where the TPA can be found.
All execulable programs must start at address 100 hey,
also another useful address when program writing is 0005
hex this is an entry point address to the BDOS, and 50 is
a gateway to the operating systes.

The cal! to the operating system must be accompanied
by a parameber held as a function number in the C register
of the I80.

There are 3t codes for CP/H 2.2 to access various I/0
devices and the disc files and these are listed below.

FUMCTION
MéME

Console Inpub

Comsol e oubpul

Feader Input

Funoch Output

List Output

Dirvect Consale 170

Get I/70 Btatus

Seb I/0 Status

Frint Buffer

Fead Consols Buffer
Intervrogate Console Status
Lift Disc Head

Feset Disc Sysbem

Select Disc

Open File

Close File

Search for Fils

Search for next Ooocurrence
Deletbe File

Fead Sequentially

Write Sequentially

Create New File

Fename File

Feturn fog-in Veotbor
Feturn currvent Disc

Set DMA address

Get allocation Veotor address
Write protect Disc

Get read only Vector

Get File Attributes

Get Disc Param—block address
Get or Set User Code

Fead Random!y

Write randomly

Compute File Size

Set Random Record Fosition

i
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FRICE LIST

This month we have a special new offer, your favourite
tape games; ...available on disc, compatible with all 500K
CPH systems.

Disc One contains:- Disc Two contains:-

oBLOIDS MISSION ALPHATRON
BUASAR ASTROPAC

TOADD STAR COWMAND
KNUCKLES 30 TACH FIBHTER
TURBO NEMD

Bisc Three contains:-
STAR COMMANDER

Disc Four contains:-
3D TACH FIGHTER

FACHAN RISSILE COMMAND
HINEFIELD TIHE BANDITS
POTHOLE PETE BACKBANNDN
PHAID ARCAZIONS
CHAMBEROIDS

Disc’s are available in 5.25" 500K format for only £8.00,
or 3.5" 1Meg format for only £13.00.

e can offer DMX 80 printer ribbons for only £7.00 each,
5o why not order one today and be prepared for the day
your ribbon finally ‘hbiftes the dust?!'!!

The HTX FIG-FORTH requires an WTYS12 or expanded 500, the
dictionary associated with Forth is held as part of the
Raw-Disc vhich can be saved separately, fairly quickly.
The Ram-Disc ailows for 24 Tedit’ screens to be created
and in memory simultanecusly. A tuborial will be necessary
for the beginner; for this the club has obtained a
quantity of the publication Fundamental Forth (This may
vary according to availability).

Fig-Forth Frogram £6.00
Tech Data Sheets £2.00
Tutorial Book £7.50 (240 pages)

Cheques payable to HOC please, orders from stock normally
despatched by return, else, please ailov 2 working veeks.

Ron Gladwin of UK Home Computers, (Tel 0793 £95024) has on
offer a Spectrum Loader that will convert your 512 inte a
40K Spectrum; this will allov you to type in Spectrum
programs, it is also said o load some Specirum software.
At £2.93 you may find it worth a try.

Ron also has some FDX Silicon disc’s on offer, he has both
236K and 1Meg boards. The | Meg boards are only £100 and
are available from us. Just think, you could be rusning
your Supercalc or Newword at 3 to 4 times the speed yau
are used to. Two other goodies on offer from Uk Home
Computers are MTY 512's for £43 and RSI28's for £68.
Please contact Ron directiy.

All 'SUPER CHEAPIES' will be despatched by return of pest.

SISO T ol e o 1 R
(DMLY FROW STOCK)

DESC 8TY PRICE  DESC 81y PRICE

{Each) {Each}

THE 200 3 £4.50

RETURN TO EDEN 1 £7.00  COBRA 1 £4.50
EHERALD ISLE 1 £7.00

ELOBED 5 £4.50  MINER DICK i £4.50
KILOPEDE 3 £4.50

REVERSI 1 £4,50  HELI-MATHS 2 14,00
MINEFIELD 3 £4.50
FIRE HOUSE FREDD 2  £4.00
TOADD 4 £3.30

NEMD 1 £4.50  PONTOON &B’JACK 3 £4.50
SNAPPD 3 £4.50
PAYROLL 1 £10.00
PURCHASE LEDBER { £7.00
PHYSICS 1 3 £3.50

HATHS 1 1 £5.50  TAPEHORM 1 £4.50

Software prices for the best and most popular softvare:-

larkes £7.00 Chamberoids £7.00
Bogo £7.00 26%26 SpreadSht  £8.50
Karate King £7.00 Son Of Pete £7.00
5.H.B £7.00 T.Snooker £8.00 512 Only
Boodi ebugs £6.00 Super Biks £6.00
I.J.Flash £6.00 Ed/Ass £8.50
Cee-3 £7.00 HT3 Ase Lang Cse £7.00

Highway Encounter £8.30

Remember PRINTER RIBBONS are only £7.00
REVEAL is only £6.00

SHE II iz only £6.00

PUC-HAN is oniy £3.00

The club has a special purchase offer, on The MTX
ASSEMBLER LANGUAGE COURSE by John Brayson. We can supply
thiz program at the NEW incredibly low price of nly
£7.00.

Don't forget to order your copy of Fruit Machine from
Braysoft today!'!! '




Continued From FPage 5

The best way to demonstrate the writing of assembly
prograss with CP/M, is o write a program as a text file
using Newvord and then asseable it, as every one has a
8080 assembler I shall use B0B0 mnemonics in  the
demonstration program. The progras is a simple delay
program that prints on the screen when it start and again
when it ends,

As it is a BOBO file it will require a file
extension of ASM, if we were to use a 780 assembler we
would require a file extension of ISM, It is imporfant as
the assembler can recognize the file type. When using
Newword to produce the assembler program text file use the
N option from the main menu this is the MNone Document
type. If the D option is used or a Word Processor other
than Newword fhen you will reguirae the PIP command to
reset the Parity flag set by the Hord Processor. The
program is called DELAY.ASM, and by using Newword in the
None document mode create the file listed below.

PR R

i ¥
;% 10 Sec DELAY ROUTINE %
1 ¥
RESF233 50208300480 0008 308444491
LF EQU OAH
R ESU OLH
BDOS EQU 5
RG 100H

LEI D, TEXTY  ;print text routine

WI C,3 juses CP/M BDOS call
PUSH B ;at address 00035

CALL BDOS

POP B ;preserves function reg

DELAY LXI H,3000H
HVI B,0
LY DCR B
INI DLY
DCY H
MOV AH
ORA L
JNI DLY

;10 second delay

LiT D, TEXTZ  ;print text for
CALL BDOS jtime out message
JHP sreturn to OP/H

TEXTI DB 1AH,"5TART OF DELAY ROUTINE %'
TEXTZ DB CR,LF,LF,TIMED OUT ¢
This process will produce twe files.

DELAY.ASH and DELAY.BAK (80BO0)

The start address of the program must be 100 hex and
must be specified at the beginning of the program with an
ORG statement. Due to the naturs of Newword and other Hord
Processors other than in None Document mode will set a
parity flag when compiling their files and so thiz parity
flag has fo be set to zero before the program cam be
assenbled.

The best way to do this is to use PIF.COM as FIP vont
write a file of the sawe name to the same drive, you can
either write to a different drive or do has I do and add 2
I to the end of the filename. To get PIP to reset the
Parity flag you must use a letter I in brackets at the
end.

PIP A:DELAY!.ASM=A:DELAY.ASHII]

The next step is to assemble the program this will
check for syntay errors only and does not mean necessarily
that the program will run. The process of assembly will
produce fwo more files these will be

DELAY.HEX and DELAY.PRN .

The HEY file when combined with the Loader program
LOAD.COM once all the errors have been erased will produce
a CDM file, The PRN file is a combination of the files
DELAY.ASH and DELAY.HEX, there by showing the anemonic's
and there relative addresses with the relevant object
codesy as can he seen belov.

sRER R e

1% ¥
¥ 10 Sec DELAY ROUTINE H
4 ¥
PR R e e
0004 = LF EQU OAH
0000 = LR EQl ODH
0005 = BOOS EQU 3
0100 ORB 100H
0100 112201 LYI D, TEXTT  print fext routine
0103 OE09 MVI C,9 juses CP/M BDOS cal
0103 €35 PUSH B ;at address 0003
4106 CDOSO0 CALL BDOS
0109 Tt POP B ipreserves function reg
0104 210030 DELAY LXI H,3000H ;10 second delay
0100 0600 RVI B0
010F 03 OLY  DCR B
0110 C20F01 JNI DLY
0113 2B DCE H
0114 7€ MOV A H
0115 BS ORA L
0116 C20F01 JNZ DLY
0119 113B01 LXT I, TEETZ  ;print text for
011C CDOS00 CALL BDOS jtime out message

011F C30000 JHP § jreturn to CP/M
0122 1A33544152 TEXTL DB 1AM,'START OF DELAY ROUTINE ¢’
013B 0D0OAOAS449  TEXTZ DB CR,LF,LF,?TIMED DUT §

CONCLUDING ARTICLE MEXT MONTH
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Buestions

i) Alan Crawford, Laceby, Nr Brimshy

['ve just bought an WTY 512 from UK Home Computers. When
I'm in 32 colusn mode (V5 4) I lcose a column off the edge
of the TV screen. Also, when [ display large blocks of
colour in the centre of the screen; the entire screen
seehs to 'kink’ in the middle. Sound effects, such as the
page key 'ping’ cause sound bars all over the screen. Are
these common problems or should I complain fo UK Homs
Computers and try to get a replacement?

Ed-> The problem with loosing a character off the left
hand edge of a graphics screen is common to all HT¥'s,
it's just one of those inherent bugs. However you should
not loose a character when you are in text mede. If you
doy then you will need to alter the horizontal hold on the
TV, Your problem with blocks of colour kinking’, could b
related to the Video Processor Chip. This chip is only
able to display colours in blocks 1 pixel deep by B wide
{(4hen using Basic); within this box you can have one
background colour and one foreground colowr. This all
fooks ok until you try and use two or more foreground
coloursy then things become unpredictable. You would alse
appear to have some interference betwsen your  main
computer board and the board on which the YOP is mounted.
It is a good idea to shield this board from both the wmain
PCE and the keyboard. You can do this by carefully opening
the case (take care not fo strain the cable that connects
the keyboard fo the wmain board) and inserting paper or
insulating tape befween the boards.

1) I'm trying to convert a program that I wrote on wmy
Atari 130XE fo the MTY. I have a problem in that the Atari
accessed the data directly each time it was required by
using something like RESTORE BASE+10%INDEY. This doesn’t
appear possible on the MTX, can anyone offer a way round
this?,

iii) Does anyone knov where I can obfain a cariridge port
cover? I didn't get one when [ bought my HTY.

iv} Does anybody have any ideas ahout how I can get my NTX
talking to my Atari 130¥E? The Atari has a non-standard
serial port; an expansion bus and two joystick ports. Any
suggestions?

Ed-> I see no reason why you can not comnect the two
machines, probably the best method would be to join the
serial ports, wiring things up initially can be a problem,
elecironics magazines or 2 paperback book on serial
interfacing is probably the best place to start. If you do
not have the serial ports connected to the HTY then you
may be able fo do it using the internal port conmector. 4
iead to bring this pori outside of the BTY is availabie
from us and perhaps fo get some ideas as to how to program
ity it would be worth having a go at the LED interfacing
kit!.
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Hints & Tips

i.Arthur Wingrove Bosport, Hampshire,

In issue 8 and 9 I vas interested in your articles on
sorting, [ have enclosed a simple program on Tandem
sorting which may be of further interest. {Listing printed
below). Howsver - in running the first program (issue 8} I
noticed a repetition of the test numbers and also that you
had used a positive seed RAND 1000, This led to 2 doodling
with random nusbers. [ had realised these were only pseude
randoi numbers but I had never previously observed that
the use of a positive RAND value gave an exact number
repetition each time the program was run. I wrote a short
deno program:-

10 C5R 5,2

20 DIN A(S0)

30 LET N=10

40 RAND 1000

a0 PRINT

60 FOR I=1 TO N

70 LET ACIY=INT((ABS(RND¥S0): PRINT A(I);

80 HEXT I

90 CER 5,7

100 INPUT “RUM ABAIN -- NOTE NUMBERS --- PRESS Y

THEN RET °;C%

110 IF C$="Y" THEM RUN

Every fime the program is run it produces a screen display
g

2039 24 10 34 11 B 4B 39 24

I would be inferested to hear if other machines produce
the same numbers. Using a negative value E.B. -1000 does
produce a different set of nusbers each time. The obvious
lesson is o use negative values.

This led to a doodling with random numbers, I reset by
using the pair of Black reset kesys, the same table of
values were produced starting :-

1} £.25610352 E-04

23 0.919647217

3) 0.9623B7085

4} (.747253418

I went on fo list a tabie of 30 valuss, If a2 newly
syitched on machine used a program having say 10 random
nusbers the first ten in the table would be used. If a new
prograg was then run having say 13 randow numbers the
values from eleven through to 25 would be used. It appears
as if the BND values are in the form of a Look-up table,
Does anyone know the inner workings of the RND system?. As
a party piece I wrote:-

10 LET N=0

20 PRINT RND

30 CLS

40 LET N=N+1

30 IF M=39 THEN B0TO &0 ELSE 5OTD 20

63 PRINT RND

70 BOTO 70

&s long as it is a newly switched on machine, the number
0.379038672 is alvays printed.
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DTS BEsAMS T O

e EER X

by Geoff Gardiner

The FDX has DISC BASIC and as discs are so much easier to
use than cassettes FDY owners will want to use it. It is a
bit of a disappointment to find therefore that some of the
glories of the MTY BASIC are missing from my FDX version.
The particular characteristic that is missing is the
ability the MTX has to make use of up to 512K of memory. I
have the RS1Z8 which has 128K of memory fitted.

Curiosity about the differences between WIX BASIC and DISC
BASIC led me to acquive a copy of the MTY ROM listing and
compare it with sections of DISC BASIC which I looked at
with the Panel disassembler. When one is using HTX BASIC
the first thing that happens at startup is a jump to 0194H
of mewory vhere there is a routine to count the number of
32K pages of msmory that have been instalied at location
4000h and keep a record of the result, plus one, because
the program assumes that there will be a half page
commencing at B0OOh on the memory page after the last page
commencing at 4000k,

I presume that DISC BASIC for the FDX does not have this
page counting routine because it cam use only 64K of
memory. A glance at the memory map leads one to guess why.
When the system is ROM based the bottom 2000h of memory is
common to the first B pages of memory and the routines
located in it are available therefore to 8 pages of
meaory. But when the system is not ROM but RAM based the
bottom 2000h of each page is separate. I suppose this
could be overcome by having the bottom 2000h of basic
repeated on each page; or by putting the routines in high
memory, above 0CO00h; which is common fo all 16 possible
pages of memory. A further problem with RAM based wmemory
#ay be that it is probably not possibie to split a page at
4000hy as happens with ROM based memory, although I was
curious at seeing that the memory configuration when using
PANEL is "90", not “80" which gives the impression
(probably wrongly) that page one of fow memory is being
cobined vith page 0 of memory above 4000h.

PANEL in RDH is on page 1 between 2000h and 4000k for MTY
basic uses Z pages of ROM between 2000h and 4000h. As DISC
BASIC uses only one £4K page of RAM memory it has to have
the Panel and Assembler routines on page 0. In addition
there are the disc handling routines o be provided for,
and the B0 column screen driver. These routines occupy
locations 4000h to BOOOh of RAM and that sxplains why an
FDX system using DISC BASIC uses from location BOOOh as
temporary programming area (TPA) vhereas the HWTY 512
starts from 4000h. FDX BASIC has no more TPA tham a an HTX
a0,

The illustration in the manual of the ROM based memory map
shovs DISC on pages 4 and 3 of the memory, CART, whatever
that may be, on page 7. I assume that the plan vas to have
a ROH based system providing for disc and 512K of memory
as standard; all the routines being in ROM. Is that what
the SDX system provides? I have not seen the SDX ROM
listing but perhaps someone else can answer this question.
If the answer is “yes"; it would be worth while for FDX
users who are basic enthusiasts to have an SDY as well.
These are tantalising possibilities. But is there any
reason why FDX owners who have extra memory should not
have a disc based BASIC for loading into RAM which wouid
make use of all the memory available? Is it just a
question of finding someons o write it or does it exist?

Another enhancement that would be nice for FDY owners now
that wmemory chips are cheap is an improvesnet of the 80
colusn dispiay. The 80 column board uses the Motorola 6843
CRTC but makes only limited use of that chip's graphics
potential. The chip can handle 18K of wmemory for the
visual display but the FDX is equipped with only 4K. The
FOX's display capability is limited to what the two
character generators can do as there seems to be no way of
bypassing them. A browse through the data sheet for the
6845 chip makes clear that it can do far more, as any BBC,
Amstrad, or IBM PC owner can confirm. Obviously as the MTY
has excellent graphics capability, but uses a different
chipy 1t was doubless originally regarded as an
unnecessary and expensive duplication to provide full
graphics on the 80 column board.
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Feviews. .. Fevisws... Feviews.,..
Title: SUPER BIKE
Hachine: HTY 500 or 5i2
Publishar: Oriaon

Price: Around ££.00

By Jim Thoms

Review By James Townlay

Super Bike is an arcade fype game which has been about for
quite some time. It takes nearly 3 minutes to {oad, but
guch of this time is taken up with the lcading screen and
the game screen, both of which are Hemosketch designs.
Anybody with HMemosketch will immediately recognise the
superb loading screen as one of the sample dravings.

The game is played on an everlasting road, with a few
sountains on the horizon. The screen itself is quite good,
but only a static display; the oniy signs of movement are
the white lines in the middle of the road. The motorhike
can be controlled either by joystick or cursor keys - I
found 2 combination of both most effective as it allows
better speed control as well as steering.

There are three hazards to contend vith; road signs,
motorcyclists and helicopters. The road signs are easy
enough to avoid. The maniacs who come at you ars a [ittls
more difficult as they aren’t as random as they first
seem! The helicopters drop vhat looks like a pot of
custard from the skies. This can be quite annoying as the
custard stays on  the road much longer than the ofher
obstacfes and causes many an accident. The only other
factor is the counfdown. This seess to be roughly finked
to fuel consumption and stops you geing at 2Ke/h' The idea
is to go as far as possible down the road.

I found the game rather boring after a while, so I wouid
only recommend it fo occasional games players or people
who like seeing how long they can kesp deing the same
thing! I can’t see any end fo the road, but if anyone out
there has found one, please write in and tell us all about
it

Braphics: 8

Sound: &

Instructions: 4
Addictive Bualities: 5

Hote...Note.. . Note,. Hote...Note...Note...Note...Note...

Rememher to send in your high scores for the High-Scores
tabie. If has heen some wonths since it has been printed,
so why not send them in and give others a new score to
beat for next month!!!

Feviaws. .. Reviews... FeviewS...
Titla: The Hall
Hachine: WTY 5iZ
Publisher: Orion

Price: Around £6.00

By Fredrik Lundkuist

Review By Jawes Townley

The Hall is very much an arcade game and comes from 2
Swedish HTX owner. It takes about 2.5 minutes to load. If
you like the little fune it plays (or you can’t find how
to stop it!) and vait to the end you will discover a quide
to the various baddies you are about to encounter.

After selecting game or practice mode you can begin. The
Hall is basically 'Breakout’, with lots of added features.
The wall is made up of six rows of bricks, grouped into
three colour bands, The idea is to break through, then
send your ball through the exit. Once this is done your
bat will fly up and must be steered through the exit,
alloving you to go on to the next fevel. If this iz not
done you have to start the wall again. Neediess to say
this can be very frustrating!

There are three main enemies: Iipper, Bulpers and Spiders.
Iipper causes havoc by sending your ball in random
directions vhenever you hit it. GBulpers are extremely
nasty and climh up and down the side walls, caling yow
ball whenever you bounce it on them. Spiders are the wost
interesting of all the baddies; first a large spider
scuttles across making 2 horizontal web, them hordes of
baby spiders descend from the main web to make vertical
webs, These hinder you as you fry to keep the ball in
play, but you can always kill thes and get a fev points.

Another wall resident is the yellow bird. You can get 2
bonus from killing the poor fellow (if you're that sort of
person} but I tended to [ose control of the ball if I
purposely went for it. The final point of iaterest is the
'soft’ blue ball vhich becomes semi-hard if released and
can be used to cause a bit more damage to the wall,
Unfortunately it can’t be used fo break out.

On the whole T found the game very enjoyable to play. The
graphics are colourful and the ball can he sade to do some
amazing things. There is a fair amount of skill needed to
keep the ball under control as different parts of the bat
wake different angles. I would recommend it to  anyone,
especially those vho are tempted to write it off as a
breakout clons.

Braphics: 8

Sound: §

Instructions: 4
Addictive Bualities: 9

10




Title:  TOURNAMENT SNOOKER
Hachine: HTY 512

From: MAGNIFICENT 7 SOFTHARE
Price: £B8.00

AUTHOR:

Review by James Townley

Tournament Snooker is a two person simulation using a
bird's eye view of a snooker table. As well as the table
there is a large cue ball and a superb scrolling message
box on the screen. After first choosing from 3 ianguages
the message box tells you that the program was written by
bodvin Graham - who for some reason is known as the
'Beezer’ - and is published by Magnificent 7 software.

The basic way of potting a ball is to revolve the cue
around the vhite ball, using '@' and fine '8, until it
points in the desired direction. The appropriate key is
then pressed twice to decide the pover of the shot. The
balls then rebound around the table and hopefully the
chosen ball disappears into the chosen pocket!

One of the program’s clever, and extremely useful features
is the large cue ball. This shows hov the white will
strike the target ball if the curvent cue direction is
folloved. It also indicates vhere the cue will strike the
cue bali. By moving this it is possible to impart various
types of spin.

I found the program extremely realistic in all respects.
The balls moved with correct speed and the use of spin vas
accurately taken into account. The sound affects are
winimal, but quite realistic. Try as [ might I couldn't
find any sloppy programming or niggling faults. The game
tan be saved to tape in seconds and the wide range of
features such as practice mode, instant replay and setting
up the table are all explained in the excellent
instructions.

On the vhole I would strongly recommend the game to
anyone, not just snooker fans, as it really shows off some
of the Hemotech's capabilities,

Braphics: 10 Sound: 7 Instructions: 10
Value For Honey: 8/9 Overall Playability: 10
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e :Cassette £13.99
iCassette £4.30
tCassette £4.30
:Cassette £18.99
lassette £16.50

" MTX FRUIT MACHINE

" 3D SFACE LINES

AL three programs

" AD.GEAFPH.DES + one game
“ FRUIT M/C + 2D SP.LINES

" Cambalt, Fotters Heron Lane,

:Cassette £6.99

Cheques payable ONLY to
Ampfield,

Software available only from BRAYsoft
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" ADVANCED GRAFPHIC DESIGNER. Create graphic screens % scale drawings

BDX 5.23" disk £15.85
DX 5.25" disk £5.30
SDX 5.25" disk £5.30
SDX 5.25" disk £22.99
8SDX S5.28" disk £19.30
SDX 5.25" disk £8.99
JOHN GRAYSON please.
Eomsey, Hampshire. S051 9BW
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For anyone that does not have a spare disc or tway, or does not have the facility to
easily send the club a disc, The club will supply 5.23" S0O0K disc's for library use
at a standard fee of £1 per disc. This may well also prove to be the best method of
obtaining program library information for those with 1Meg 5.25" disc drives, as I
have great difficulty in reading 500K disc’s formatted on a iMeg machine. (I think
the machine formats the wrong half of the disc!''y,

Alan Hamilton is in the process of setting up the library at his end, hopeful ly

taking it over in the near future. He intends to hoost it up a bit, by supplying more
in the way of CP/M disc’s, and better quality documentation.
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Supplier: Texas Price: £18.00 - £20,00
Dimensions: 31.73" % 19" % 32.25°
Construction: .75" Contiboard look-alike
Finish: Teak effact or white with rod trim

The unit is sold as a flat pack for home assembly bhut,
since all screw holes are pre-drilied, this is a simple
task. In view of the price I vas pleasantly surprised at
the quality: it was adequately packed; all screw holes
lined up; exposed screy heads were capped and all fshow
wood’ was neatly finished with edging tape.

When assembled; there are two vorking surfaces; the main
one being 30.25" ¥ 15.25" and the top shelf 30.25" %
8.23". The latter easily takes my Brother HRS printer and
Philips 7502 monitor... I had some doubts about this but
an inspection (before I bought the kit!) revealed four
rubber feet underneath with a footprint of 16* % 7.

The main surface is more than adequate for the computer
and 3.3° drive vith plenty of room behind for both pover
packs. It would also take the printer ftransformer hut,
unfortunately this vould mean that the computer to printer
cable would be routed over a power pack which didn’t seem
ideal for good data transmission; so it had to go
elsavnere,

The desk is haif-backed, presumably to give structural
rigidity, but it does offer two further advantages:

1. It gives a raised edge at the rear of the main shelf
which prevents papers (and hardware!) being pushed onto
the floor,

2. It is recessed enough for one or more mulfi-socket
strips {o be permanently fixed and there is room for all
surplus cabling to be neatly clipped to give a tidy layout.

o
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CONTINUED FROM FAGE 12

I have a few minor criticisms:

1. The height of the main working surface is just adequate
but 2° more would have been such better.

2. The castors, presumably intended for moving the unit
vhen cieaning, are simply screved into the bottom edge of
each side. So those vho intend to trundle the assesbly
from bedroom to sitting room will have to take care to put
no sidevays load on it and it vould be wise to screw
strengthening strips along the bottom edges.

3. The top shelf is unsupported and, over a period of
time, will probably bov from the veight of the monitor.

S0 I intend to make a few modifications using two pieces
of Contiboard, 6" and 9" vide I bought with the kit.
Firstly 1 shall put a 6" wide shelf along the back
underneath the main surface to take the printer
transformer and other odds and ends. The second was
originally to put a 6" wide central support under the top
surface (useful stuff this Contiboard!) but then I decided
also to add a 9" shelf about 1,5* below the top one to
house the computer and CP/M manuals., Neither vill tax the
ability of even an incompetent DIYer like me since only
butt joints need be used.

Hint

When writing a program it is sometimes nice to know how
much memory you've used, at the end of your program add a
CODE line (Using ASSEM instruction), there is no need to
type in any code just enter the assembler then exit again,
when you list your program the iast line will read like
this:-

LINE NUMBER CODE ----- 160 CODE
HEX ADDRESS RET ----- 440F RET

Then by subiracting 4000H (BOOOH for HMTXS00) from the
above address you obtain the program length in HEX.

Basic Screen Dump Routine

3999 REM DUNP ROUTINE

G00G VS 4: LPRINT CHR$(27);"3";CHR$(12);

6001 FOR Y=191 TO 0 STEP -B:LPRINT CHR$(27);"K";
CHR$(255) ; CHR$(0);

6002 FOR X=0 TO 253 : LET A$=GR$(X,Y,8)

6003 LPRINT A$;:NEXT:LPRINT:NEXT

This vorks for the DNY 80 and other Epson compatible

printers.

Soy for a couple of hours work, I shall have a compact
work station and can say good-bye to the fag of assembling
all the bits and pieces every time [ want to play.
Hovever, like most of us, I cannot resist the temptation
to "improve’... so vhen I saw some A4 size office trays on
special offer in our local stationers, I thought how
useful they’d be for printer paper and now I'm trying to
think of how I can quickly clip them on the side when
needed. Also I fancied a pullout flap at each end of the
main wvork surface for note books etc. The flaps are no
probles..good old 9* Contiboard again' But the runmers are
another matter since the right hand one will have to bear
a bit of pressure vhen I'w writing. I think the answer
will be to make a sort of open-ended box from some scrap
wood in the garage and screw and glue these to shelf and
sides. This would have the added advantage of providing
extra support for the main surface which can't be bad...
Fortunately the last two mods. can be done with the desk
in use othervise [ can see me still pondering the matter
in six months time...and the desk not in use’

Jack Penley-Martin.

BAF FILLERS...GAF FILLERS...GAP FILLERS...

GAP FILLERS. ..

A simple vay to convert your MTY 521 to a 500 is:-

1) POKE 0 into location £FA7A (Dec 46122)

2) Type NEW and press the return key

You nov have a 500, I have found that it was safer to
switch the wmachine off and on again before setting the
machine to a WTX 500 as this cleared out the memory. I vas
caught out on several occasions when I thought my program
was working on a 500 but in fact it vas calling routines
that were sfill in memory between £4000 and £7FFF.

Next Month...

Sorting it Out - Part III
We have three more sort routines for you to try out'!!




