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Using the the demo programs

The following instructions will allow you to run the demo programs
without having to read the whole instruction manual. By running the programs
you will gain an appreciation of the various capabilities provided by the
graphics support package. This will provide you with a frame of reference
when reading the manual. Several functions in these programs assume that
there is a joystick connected to A-to-D channels 0 and 1. If you do not have
a joystick simply roll a finger over the joystick connector pins on the
graphics board. Your body resistance will cause minor changes in the digital
values read by the program. Since the A-to-D circuits are low voltage ( 10
volt ) dividers you should not experience any sensations in your finger.

When working with the H89 graphics board it is recommended that you at least
connect one of the flat ribbon cables to the top most connector (blue stripe
up) and then roll your finger over the free end of the cable. This will
allow you to do the tests and still keep your hand out of the H89 terminal. u
1f you have any reservations about performing the tests, using your finger as:
described above, the general idea and capabilities of the graphics boards can '
be gained without them. ¢

Running the SOUND demo
Load SOUND8 or SOUNDBY and follow the next steps.

Select option 1 and depress (CR). The message on the 25th line will
describe the type of noise which will be generated when you press the (CR)
again. You will depress the (CR) four times while executing the different
sounds demonstrated in option 1.

Select option 2 and depress (CR). The prompt on the 25th line will
indicate which hardware controlled amplitude shape will be demonstrated when
you next press the (CR).

Select option 3 and depress (CR). This will demonstrate a sweep of the
tones from S0HZ to 8000HZ.

Select option 4 and depress (CR). This demonstrates sweeping the tone
period values from 50 to 8000.

If you have a joystick connected to A-to-D channels 0 and 1 select
option 5 and depress (CR). The initial tone produced will be 1000HZ. As
this demo runs it will display the joystick ‘Y’ value and frequency on the
25th line. If ‘Y’ is less than 100 the tone will go down in frequency and if
‘Y’ is greater than 140 the tone frequency will increase. When the joystick
is about in the center postition (Y between 100 and 140) the tone frequency
will remain constant. The lowest frequency which will be produced is SOHZ
and the highest has been limited to 8000HZ. Depress the joystick switch to
stop this portion of the demo

Select one of the previous options or ‘0’ to end the program.

Running the the TEST program

Load the TEST8 or TEST89 program as appropriate. Although the functions
in TEST can be selected randomly without crashing the program, compatable
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functions should be selected if reasonable displays are to be obtained. For
example, the VDP must be initialized in the G2 mode (G_INIT) before you can
expect the high resolution line and circle drawing routines to produce lines
and circles. The following steps will demonstrate some of the capabilities
of the VDP and graphics support package. If you have not read the manuals
some of the following terminology may seem confusing but you will still be
able to gain a visual understanding of your hardware and this support
package. Column one below indicates the selection which is to be made and
column two discribes the result which should take place.

SELECTION ACTION
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1 Initialize in the multi color mode
2 Draw multi color lines
3 Draw multicolor circles. =
11 Define four 8x8 sprites.
29 Change the sprites to a 2X magnification.
18 Change the color of the lower three sprites.
1 Reinitialize in the 62 mode (192 x 256).
11 Define four sprites (8x8).
29 Change sprites to 2X magnification.
22 Attach sprite 3 (blue) to the joystick on channels 0 and 1.

Move the joystick around and notice how the blue sprite will
slide over the yellow sprite (4) which is of a lower priority.
The X-Y coordinates will be dynamically displayed on the 25th
line of the H89/H19 CRT until the joystick switch is depressed
If the motion of the sprite seems jumpy it is due to the time it
takes to write to the H89/H19 screen.

2 Draw G2 mode lines.

23 Fill a subarea of the display.

24 Change the on/off colors to white/magenta

3 Draw G2 mode circles.

25 Clear the GZ mode screen. Notice that the sprites not cleared

as they are not part of the pattern plane on which lines and
circles are drawn

19 Turn the VDP off.
20 Turn the VDP on.
H Put the 62 mode line and circle drawing routines in the toggle

mode. Nothing visiable will happen
2 Toggle lines on.

3 Toggle circles on.



3 Toggle circles off.
23 Fill the subarea again.

27 Test for screen pixels being turned on. The upper left corner
of the red sprite is used as the reference point for locating the
sprite. Use the joystick to move the sprite around the screen.
As the upper left corner of the sprite goes over a pixel which is
turned on the color of the sprite in the center of the screen
will change. Depress the joystick switch to end this function.

17 Turn on the ‘early bit’ for sprites one thru three. This moves
the sprites 32 pixels to the left.

31 Reset the ‘early bits’.

16 Move the first three sprites such that one half of them is off
the screen

1 Reinitialize in the G2 mode for 8x8 sprites.

11 Define four sprites.

29 Make them 2X in size.

13 Define three more sprite patterns not attached to attributes

and thus they will not be seen on the screen.

15 Assign the new patterns to the attributes originally used by
by sprites 1 thru 3.

26 Initialize in G2 mode for 16x16 sprites with magnification set
for 2X.

12 Define four 16x16 sprites at a magnification of 2X

28 Put sprites back to 1X magnification.

14 Define three new 16x16 sprite patterns. You should not see any

change to the screen.

15 Assign the new patterns to sprites 1 thru 3.

21 Draw a fan of lines using MOVE and DRAW rather than PLOT and DRAW
commands .

30 Initialize in the pattern mode

2 Draw G2 mode lines. This is an incompatable operation and

results in a messed up screen but does not crash the program or
harm the hardware.

3 Draw G2 mode circles. Again, this is incompatable and further
messes up the screen

Now you are on your own to experiment with the functions in any order
you like or you may stop the program by entering a selection of ‘0°.



ACIRC and CCIRC programs

The ACIRC and CCIRC programs are provided in the languages you ordered
The comments in these programs should assist you in understanding how the the
graphics calls work and provide you with a foundation upon which you can
write vour own programs.

When run, the CCIRC program draws concentric circles and generates tones
proportional to the radius of the circles. To stop the program depress any
joystick switch which in connected to the ‘A’ input/output port on the
graphics board. Hold the switch down until the circles are all erased. If
you do not yet have a joystick then vou will have to do a hard reset or ‘Z°'Z
under HDOS to stop the program.

ACIRC draws circles and a ‘rubber band’ line using the toggle mode of
line drawing. 1In the toggle mode the lines and circles are rapidly drawn and
erased such that figures can be dynamically moved around the screen. In
ACIRC, the color of the lines and 8x8 pixel sprite change each time the
joystick switch is depressed. The radius of the circle is proportional to
the Y coordinate of the sprite. One end of the ‘rubber band’ linme is
connected to the center of the display area and the other is connected to the
X-Y coordinates read from the joystick position. To stop the program move
the sprite off of the screen or use ‘Z°Z under HDOS or a hard reset under
CP/M

NOTE: Due to the size fo the executable load modules, support programs
and data sets for COBOL and MBASIC only the source code for ACIRC is included
for these languages. Thus, users of COBOL will have to compile and link the
ACIRC.COB file. MBASIC users will use the ACIRC.DAT file as input to BASLOAD
to generate the ACIRC.MEM file and first part of the MBASIC program. Follow
the instructions in the language supplement. Also, be sure that you do do
this with data sets copied from the distribution disks. You will also have
to generate an I0H8 REL or I0OH89.REL file as described in Appendix A of the
user manual This will give you practice generating graphics programs as you
will be starting with correct source code.






