CONTROL SIMULATION FOR TEPE-DECK

Screen # ©

@ The follawing screesens show & =imple way to contral a =sterec-
1 tapedeck or something like thi Im spring "34 1 fized an
2 avto-repeat-cantral inta  an e]@LtFOHIC tapedeck and wrate the
3 program in assembler becauze ! had no Target—-compiler in FORTH.
4 But this yvear I got One and to check cut the differencies of
9 the two approachesz it was new stiled in FORTH. '
&

7 First I had to build & mew z=tructure because the assembler-
8 version had no, The next difference iz that the asm-code is
9 very short hut if I wish to change or to add something - & bad
19 job. On the cother hand, i¥ an application like thisz is devel aped
11 to contral &« machine in industry - asm-code needs only & ZKby te
12 EPROM and no RAaM. So I found out that these screens are mores &
13 lesson than useful in practice but it was furn to conetruct the
14 “virtual tapedeck’ for to run the FORTH-version. & lesson first
15 in factoring and second in simulating & process. ul]
Screen # 1

B \N Load-Screen cassette-control —program LRy 24, 16,25

1 B
2 2 LOAD  wariablese etc.,

3 2 LOAD W check Key—code  ?xxxx

4 4 Loab S LOAD W Wplaces: .xxxx

3 & LOAD ¥ LOAD Noxxxx—on—oft x-blink s

&8 Loab S oonSofd? exit?
-7 % LOAD “~ .mend  .mode

g 18 LOoaD “ =z=tart

Y 11 LOAD  play-rewind
te 12 LOsD “oCazcon-main
11
12 :
13 TURWKEY CaZCONS  CaECS
14
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Screen # 2

\ cascon vars at hom dkey? set reset reset?

VARIABLE COUNT VARIABLE VALUE VARIABLE SWITCH VARIABLE (KEY)

: AT

: N

: HOM

s DKEY?

: SET

LRA 24.18.85

(=) GOTOXY ; : CLS (=) CLEARSCREEN ;
(=) -ISWP'; s OFF (-) QP! ;
(=) 1147 ;
(=)
FTERMINAL IF KEY CKEY) ! THEN |
(-)

COUNT @ WALUE !

¢ CHECK-RESET ( -)

: RESET?

Screen 8
\ cascon hardware simulation

KUELE]
(=)
(KEY) @ ASCIIR=IF

4

XXXXXX~boxes

VALUE ! ;

(KEY) QFF CHECK-RESET THEN

LRA 20.83.85

+ REPEAT-BX (-) 8 3 AT ." Repeat----*

8 JAT " —emmeeeee Yy
¢ REWD-REL-BX ( -) 8 8 AT .* Rewind-Rel®

3 18 AT " ——mmeeeee -
+ JPLAY-REL-BX ( - 8 13 AT " Play-Rel--*

8 1S AT " ——moeme v
: LED-BX (-) 355 3AT .* -—-LED----*

B S AT . e Yy
: .CHECK-BX (-) 35 8AT ." Countcheck®

39 18 AT " —mmeemeeee g
1 JCOUNT-BX (-) 55 13AT.* Countepr---*

33 1S AT ¢ =omemeeeee ‘

C
C

\

reen
ascon hardware simulation xxxx-on/off

&

#

LRA 24.10.85

( words for to display the status of tape-deck and control )

¢ STARS-ON (=)
: STARS-OFF €-)
¢ LED-ON (=)
: LED-OFF (=)
¢ PLAY-REL-(N (-)
: PLAY-REL-OFF (=)
¢ REWD-REL-ON (=)
: REWD-REL-OFF (=)
: REPEAT-DISP-ON (-)
: REPEAT-DISP-OFF (=)

Laboratory Microszvstem

188 DO 42 EMIT LOOP HGM
18 SPACES HCH

.LED
JLED

STARS-ON
STARS-OFF

PLAY-REL
PLAY-REL

STARS-ON 3
STARS-OFF 3

.REWD-REL
REWD-REL

STARS-ON  ;
STARS-OFF

.REPEAT
REPEAT

STARS-ON
STARS-OFF ;

Screen # 2
\ cascon hardware simulation ?xxxxxx LRA 20.83.385
¢ START (- §)

(KEY) 8 ASCII T =1F (KEY) OFF -1 ELSE 8 THEN ;
:2STR (- ¢)

(KEY) @ ASCII P = IF (KEY) OFF -1 ELSE 8 THEN
v 7SET (-1£)

(KEY) @ ASCII §=IF (KEY) OFF SET -1 ELSE @ THEN ;
: PREPEAT ( - £)

SWITCH @ 8= NOT
P = (-¢)
CONT @ VALUE® = ;
s PCOUNTO ( - §)
; CONT @ 8= ;
Screen -8 S
\ cascon hardware simulation .xxxxxxx LRA 20.03.85
: .BOXES { =) .REPEAT-BX .LED-BX
.REWD-REL-BX .CHECK-BX |
PLAY-REL-BX .COUNT-BX  HOM ; \

¢ .REPEAT { =) 3 4AT \ point into boxes
¢ REWD-REL (-) 3 9AT ; \
+ JPLAY-REL (- 8 14AT \
: WLED {-) 953 447 ; \
+ L CHECK-JAL {-) 55 94T ; \
1 JCOUNT-VAL (-) 33 HAT ; \
¢ JMODE (=) 33 4AT ; \ pointer for text
: CHECKER (- VALUE @  .CHECK-VAL 9 .R HM
: LCOUNTER (- CONT @ .COINT-UAL 9 .R HM
Screen # 7

\ cascon hardware simulation

.
y

.
'

: MSEC

: COUNT-RESET
: DEC-COUNTER
: INC-COUNTER

: STBY-BLINK
+ PLAY-BLINK
: REWD-BLINK

: PLAY-ON (
(

count.x blinkx LRA 24.18.35

{ the word ‘msec’ provides a wait-loop in milliseconds - the )
( inner value is dependend on the CPU-timing - here éMHz 239 )

{(n-)
{-)
(=)

( -

(=)
(-)
(=)

REWD-OM

800 36800 LOOP LOOP ;
COUNT OFF ;
-1 COUNT +!
1 CONT +!

LED-ON 8@8 MSEC ' LED-OFF 888 MSEC ;
LED-ON 400 MSEC LED-OFF 468 MSEC i
LED-ON 58 MSEC LED-OFF 58 M3EC

PLAY-REL-ON 5088 MSEC PLAY-REL-OFF ;
REWD-REL-ON 3588 MSEC REWD-REL-OFF ;

N

S .0

ar

o



Screen # 8 Screen # %
\ cascon hardware simulation on/off? exit? LRA 24.18.85 \ cascon hardware simulation .menu .x-modes  LRA 24.18.35
{ on/off checks and toggles the simulated switch ) : WMENU € =)
: ON/OFF? ( =) 3 9 AT ." 0 = Repeat ON/OFF*
(KEY) @ ASCII 0= 38 11 AT .° T = Start Tape®
IF (KEY) OFF GWITCH & 8= 38 12 AT .* P = Stop Tape"
38 14 AT .* S = Set Checker"
IF SWITCH ON  REPEAT-DISP-OW 38 15 AT ." R = Reset Checker"
ELSE SWITCH OFF REPEAT-DISP-OFF 68 18 AT ." X = Exit to CP/M'
THEN 25 4 AT ." mode :*
THEN 5 28 AT ." FORTH-Demo Tape-Deck Control-Program with hardwai
Cuith x* to cp/m) e-simufation®
: EXIT? (-) 25 22 AT .* for function ‘Auto-Repeat’* ;
(KEY) @ ASCII X = IF BYE THEN ;
: JSTBY-MODE  ( -)  .MODE .*: STAND-BY*
: RESTART? {-) SWITCHE o= \ Repeat off : JPLAY-MODE  (-) .MODE .*  PLAY * ;
‘ IF ABORT THEN 4 N exit curr. def. ¢ JREWD-MODE  (-) ,MODE .* REMWIND * ;
Screen # 1@ Screen # 11
\ cascon hard sim stby LRA 24.18.83 \ cascon hard sim play LRA 24,18.35
: STBY ( -) : PLAY-REWIND ( -)
BOXES  MENU  ,COUNTER  .CHECKER  .STBY-MODE LCOUNTER  .PLAY-MODE
CHECK-RESET ~ COUNT-RESET BEGIN  INC-COUNTER  PLAY-BLINK ,COUNTER
‘BEGIN  STBY-BLINK JKEY? \ if key then store in var
EX17? \ to cp/m
JKEY? \ if key then store in var ON/OFF? \ check if Repeat is still on
EX1T7? \ to cp/m RESET? \ checker = high-value
ON/QFF? \ check if Repeat is still on RESTART? \ abort to restart
7REPEAT 7= ?5TOP OR ?SET (R
7START  AND .CHECKER
UNTIL UNTIL
'l'i ==
Screen # 12 Screen #H 13
\ cascon hard sim rewind LRA 24.18.85 \ cascon hard sim  CASCONS main LRA 24.18.85
REWD-ON  ,REMD-MODE : CASCONS (L3 5TBY
BEGIN  PLAY-REWIND
BEGIN  REWD-BLINK DEC-COUNTER .COUNTER AGAIN
;S
$
JREY? \ if Key then store in var { The application has to be compiled as a Turnkey-Program, so )
EXIT? \ to cp/m { that Key ‘0’ [=repeat-off) leads to ABORT . and this leads )
ON/OFF? \ check if Repeat is still on ( the interpreter to execute the application again and again. )
RESET? \ checker = high-value
RESTART? \ abort to restart ( 75TART has Tape started ? )
( 25T0P has Tape stopped ? )
2COUNT8  ?STOP OR ( 2SET was SET-Key pressed ? C
UNTIL (  7REPEAT is Repeat-function still selected ? )
PLAY-ON (. 2= is Counter equals {or greater] than Checker ? !
( 2CONTe is Counter already decremented to Zera ? )

‘Laboratory Microsysetems Z2-58 FORTH cicaz.scr
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Screen # ©
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The follawing screens show a simple way to contral a cterec-—
tapedeck or something like this. In spring "84 1 +fixed an
avto-repest-control into an electromic tapedeck and wrote the
program in aszsembler becauze I had ne Target-compiler in FORTH.
But this vear I got One and to check cut the differencies of
the twe approaches it was new stiled in FORTH.

First I had to build & new structure because the assembler-
version had nc. The next difference is that the asm-code is
very short but if I wish to change or to add something - & bad
Job. On the other hand, if an application like thiz is devel aped

ta contral & machine in industry - asm-code rneeds anly & 2Kbyte
EPROM and no RaM., Zo I fournd ocut that thesze screens are more a
lesson than useful in practice but it was furn to conetruct the

‘virtual tapedeck’ for to run the FORTH-version. & lesson first
in factoring and second in simulating & process, ok

Screen # 1

(C]

SN O3 N O BN -

. pea pea
| YN

13
14
15

N Load-Zcreen caszette-control-program LRy 24, 18,23
2 Loab  wariables etc.,

2 LOAD  checl Key-code Pxxxx
4 Lol S LOAD N .places: .xxxx

é LoaD 7 LoD W orxxs—on-off x-blink‘s
& LOab  ansSoffT exit?

¢ LowD W ameny .mode

18 LoAaD  =z=tart

11 LOAD W play-rewind

12 LOosD oCascon-main

TURMWEEY  CAaZICOMNS CAascs




