" DELTA 14/B BANDSET SYSTEM
msfrnunfms FOR USE

vl _!

Your DELTA 14b handset ig guarantepd for a yeat against faul?y
workmanship or componenks. As with anything with moving parts ir is
possible to wear parts of it out inside that time 1f you use 1t an

i abnormal amount., An occasianal wipe of the ball and socket joint

" with a clean duster is all that is required. The joint should not be
lubricated nor shouldi:: it be necessary to copen the handset. If the
handset is faulty, please return it to VOLTMACE Ltd., Park Drive,
Baldock, stating the date and place of purchase and 1f possible your
receipt if the item is less than a year old.

The OELTA 14b can bel used at various levels from a single joystick
up te two Joysticks -complete with keypads and software which
integrates it into the operating system of the BRC micro. It
requires a Model B, or a Mcdel A with analogue and ussr ports
fitted,
These instructions are not intended to teach vyeou to program, nor to
explain how the conversion from keyboard to joystick 1is performed,
as on the driver cassette, which is sold separately. The intention
is to provide the necessgary information for pecople to

a) Use the handsets on programs which were written for joysticks,
(b] Test the handset by typing in the demonstration programs

cj Prrovide the information negcessary to write a program which uses
thL ]OystlLkS and keypads.

some software is written with the joystick oneratlng very near it's
edges which makes it logk insengitive. This gquick test wiil show vou
how sensitive the joystick is.

1@ MODEZ:CLS:REPEAT
2@ X=ADVAL]1/50:X=1280~-X:¥=ADVALZ/5@
10 DRAW X, Y:UNTIL FALSE

1.USING A DELTA l14b ON. SOFTWARE WRITTEN FOR ORDINARY JOYSTICKS.

{la) A single joystick in the analogue port will run any program
written for a single joystieck In an ACORHNSOFT compatible way. The
top 5 buttons all act as one fire button and the 3 buttcns below
them work as the fire button on a second joystick; such as on
systems which have two: joysticks wired to the same plug. The bottom
£ buttons will have: no effact, NO PROGRAMMING OF THE JOYSTICK 15
NECESSARY, Run the program and select the joystick option.

(1b} A single joystick plugged into the adaptor box. 1t is obviouzsly
inconvenient and undesirable to keep plugging in and unplugging the
adaptor box.

IF  THE ADAPTOR BOX IS LEFT PLUGGED IN AND ¥YOU WISH TO RUN A PROGRAM
WRITTEN FOR A SINGLE JG?STICK THEN THE DELTA 148 SHOULD NORMALLY BE
PLUGGED INTO THE REAR SOCKET OF THE ADAPTGR BOX.

After switching on fthe computer or after running a program that
used the adaptor box ty@e in the following commands to ground the
user port lines or the! '"FIRE' button will not work.

For 0.8 1.8 or laterz-: . : :
*FA151, 98n13 (RETURN) *FX151,96,0 (RETURN)

For O0.5.8.1:~ 2EFEB2= 49p {(RETURN} PEPFEBA= [(RETUIN)
piternatively thess commands can be put onto cone of tha red function
keys. (See page 141 of the user guide)
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1 ) Software writtem) qng WO ordlnary joysticks.
‘Plug a joystick 1nto.éach otket of the adaptor box and type in the
‘same commands as in (b rabave if it has not already been typed in.

2 A

b. HOW TO PROGRAM A SiNGLE'HﬁHDSET IN THE ANALQOGUE SQCEET.
i R -
H

The most simple set , up is one DELTA 14b plugged into the
analegue port. The Joyetick will be read into channels ¢ and 1 of
ithe A/D converter. The,buttons 9,18 & 11 and the ¢two common fire
futtons (see diagram! on page 14) will be connected to Ted and the
buttons 6,7 and 8 to Igl, The co-ordinates of the joystick are read
in BASIC by the cowman&s X = ADVALl & ¥ = ADVALZ2. The buttons can be
read by B = ADVALA AND!? which will give an answer of 6 if no button
is pushed, 1 for one of:the tep 5 buttons, 2 for one of the next row
dewn and 3 1if a button in each of the top two rows of three are
pressed together. Here'is a demonstration program for a single
joystick in the analogue socket. Called "SIMPLE PAINTER", it allows
you to draw plctures.u51ng the joystick. ¥You can move the flashing
creoss around the screen with the joystick. By pressing one of tha
‘kop 5 buttons the Joysfick will draw a line. Next you can draw
triangles. Move the cross Ho a point and press one of the second row
of 3 buttons (i.e 6,7 or 8 isee plan page 1d). A number 1 will appear
at the bottom of the screen, Now move to the next point and press
the same button again. The number 1 will change to a 2. Move to the
last point of the triangle and press the button again and the 2 will
change to a 3 and a tr angle will be drawn between the I points
that you have platted. IFlnqlly you can change the colour by pressing
one bhutton of the |he| 9,1¢,]11 at the same time as cne of line
'6,7,8. Bach time you press'the Huttons the colour will change and at
the bottom of the screem will appear "COLOUR ( No.)" in the selected
colour, Be careful to presd down the top row button first and to
change the c¢olours ﬁslnq the second row button whilst keeping the
top one pressed or you W111 enter a triangle point.

SIMPLE PAINTER PROGRAM: FOR'ONE DELTA 14b JOYSTICK 1IN THE ANALOGUE

PORT . L fI

1% MODEZ2:D%=7:C%=1 l :

26 VDU 23; 32@2 0;0;0

4 GCOL®, 3 |

56 MOVE @, 85 o

66 VDU 25,5,9;1@23;3%,5,/1279;1023;25,5,1279;85;25, 5, 8; 85; ~

79 vDU28,0, 31,19, 30, 24 iﬂ '9p:1270;:1610;

3¢ REPEAT

g vpuS "ﬂ |. :

108 X= ADVAL1/55529*14¢G ﬂF X>1280 THEN X=1280

116 X%=1288-X

120 Y i= qDVALZfssszﬁ*llﬁg IF Y3>1623 THEN Y$=1023

138 GCOL &, D%

142 A%=ADVALOAND3 :

15@ IF A%=3 THEN pancon GOTO 210

160 E=0

172 IF A%=1 THEN PROCDRAW:GOTO 210

180 IF A%=2 THEN PROCPOINT:GOTO 210

158 B=0

200 IF A%=0 THEN PROQMI:OVE

210 UNTIL FALSE ¥

228 DEFPROCMOVE :
[ !

(2)



GCOL 4,D%:MOVE X%,7Y%: PRINT"+“
243 FOR T=9 TO 208:NEXT,; . |
253 CCOL 4, D%:IMOVE X%, Y% PRINT“
260 FNDPROC o
2780 DEFPROCDRAW P
280 IF B=1 THEN 388 '@ .
293 MOVE X%, Y%:B=l -
-1 306@ DRAW X%, Y%
. 31d¥ ENDPROC
328 DEFPROCPOINT
331@ vDU4:COLOUR?Y
34 TF B=1 THEN 414
359 ON C% GOTQ 36@, 37¢,38¢
160 X1=X%:Y1=Y$%:C%=2:PRINT;C%-1:GOTO 404
370 X2=X%:Y2=Y%:C%=3:PRINT;C%-1:G0OTO 400
380 X3=X%:¥3=¥%:PRINT;C3$:Ch=1
399 MOVE X1, Y1:MOVE xz 22 PLOTE5, £3, Y3
403 B=1
413 RNDPROC
428 DEFPROCCOL
43¢ TFE=1 THEN 488 2
440 D3=D%+1:IFD%>7 THEN D&=0
45P@ E=1:VDU 4:COLOUR D¥
469 IF D¥=0 THEN CQLOQUR 7
47¢ PRINTTAB(1U, E];“CGLOUR "%
487 ENDPROC

NOTES ON "SIMPLE PAINTER" PROGRAM

The horizontal co-ordinate X% has to be inverted becawnse to make the
joystick ACORN compatible a decreas1ng A/D value is reguired for an
increasing screen co-ordlnate.

Variables used in the SIMPLE PAINTER program:-
%= the value of the.-"fire" buttons 6,7,8 and 9,1@,11.

X% = The horizontal co-ordinate.
Yt = The vertical co-ordinate,
1% = The current selectedicolour,

B & E are flags set when 4 button is pressed and cleared when it
returns to the main program,
C% = The triangle peint: number counter.

Lines 18 to 78 turn off the cursor - set some of the variables -
draw the border and set up the text and graphics windows.

Lines 32 to 218 is the main program which reads the Jjoystick and
push huttons and calls the varicus PROCedures according to the value
of the pushbuttons held in A%,

Lines 226 to 268 - If nc,button is pressed moves the
$:‘.‘."EEE‘E"|

Lines 27¢ to 317 Draws a line wherever the joystick moves if one of
the top S buttons is pressed.

Lines 328 to 418 draw the triangle by entering three points if one
af the second row buttopgiis pressed. Note that having entered a
peint, B is set to 1 which prevents any further action until the
button is released and the program can run through line 180 to clear
B in line 194, '

Lines 428 to 488 change the colour if A%=3. Note that E performs a
similar flag functicn to B in that it only allows one colour change
per press of the button, f

"¢" around the
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3. HOW TO PROGRAM THE ARDAPTOR BOX AND 1 OR 2 HANDSETS
. To make full use of Ethe ' handset buttons an adaptor box is
required, The adaptor box plugs into the analogue port and a ribben
gdable connects it to the user port. If the plug on the ribbon cable
has no polarising projection, then the small arrew on the plug
snould line up with the arrow on the case next to the words "user
port”. The analogue port gives the joysticks acgess to the &/D
converters and the user port is needed to strobe and decnde all of
the handset buttons. The user port plug is removed by applying
gutwards pressure to the two small levers on the ends of the socket.

The joystick wvalues are read in BASIC by the command ADVAL.

ADVAL 1 = horizontal value from the rear socket,
ADVAL 2 = vertical value from rear socket.

LOWAL 3 = horizontal valuge from side socket,
ADVAL 4 = vertical value from side socket.

The keypads are read in register B of the user port 6522 VvIA ( See
pages 435 - 43B of the user guide ). The handset buttons are
arranged as a 3 x 4 matrix. This means that there are 3 wvertical
columns aof 4 buttons  commoned together and 4 horizontal ows of
common buttons. The columns are strched: l.e, each celumn is
grounded in turn by a continuously running preogram. After each
column is grounded the 4 rows are read as a number. Normally the 4
rows would be §-1's; but if a button is pressed in a coelumn that is
grounded then that row will give a @ instead .of a 1. Thus by
checking the npumber returned by ¢the row every time a column is
grounded then we know which butten(s) is pressed.

The first step is to set the Data Direction Register (DDR) of
port B of the user port, because we are going to write to columns
{cutput} and read from rows (input)., We also want line PB7 to be an
autput as we use that to select which handset socket we are reading
from. Thus writing 24¢ te the DDR { binary 11114008 } will set PR7Y
to PB4 as output and PB3 to PBP as input. This is done with the
command *FX151, 98, 248 ( Write 249 to SHEILA +98 ) or 7?&FEG2 = aF{
{For ©.5. 6.1). :

, Having set the DDR we can now write to the ocutput register {(ORB)
the wvalue for the column that we want to ground. PB?7 selects which
handset will be read. Set to @, it will read from the rear socket or
to 1, from the side socket. Lines PB6, PB5 and ™84 are connected to
the columns which are common t¢o both handsets. The following table
shows the numbers needed to be written to ORB to read each column.

o

NUMBER P PRE PB5S PB4 COLUMN TESTED

224 (&F@) 1 1 1 @ d,3,6,9% SIDE SCCKET
208 (&D@) 1 1 ko) 1 1,4,7,18 SIDE SOCKET
176 (&B@) 1 P 1 a 2,5,8,11 SIDE SQCKET
98 (&64) a L 1 g 9,3,6,2 REAR SOCEKET
B@ (&56) ) -1 9 1 1,4,7,10 REAR SOCKET
43 (&30) 9 a 1 1 2,%,8,1 REAR SOQCKET

To use 1 column only you can write the number to ORB using the
command *FX151,96,( value ) or for ©0.5. #.1 ?&FEEE = { value Y. 1f,
as 1s more likely you need to scan the columns to read all of the
buttons then it is best to make the column number a variable and go
through a PROCedure for each value. We cannot use a variahle with a



' %i 18 RESTORE 3G:FOR N=@ TO 5

FPY ~all so0 we must sqbatltute thies for a BASIC CALL to the OSBYTE
routlne at &FFFr4.(See Qage 44% of the user guide) This takes the
form of: || ﬁ-

20 B%=897: X%=6&6F:READ ¥%: CALL &R FFF4
i@ DATA EEW,EDO,5BY, 560, &SG &34

49 BE=8&9G: X %¥=&LOF:R~= USR («FFE4}

5@ NEXT N

Each timz the colums aré.strubed with a different value from line 38

‘B wvalue for R will bhe read from line 48. From R we can axtract the

numher required by dividing by &18dd3. The following table gives the
values of R obtained for each row of buottons,

B/416806 PB3 PR2 PR1 PB@ BUTTON PRESSED
15 1 1 1 1 NONE
14 1 1 L 5] 3,10 or 11
13 1 1 o] 1 6,7, or 8
11 1 g ] 1 1,4, or 5
7 g i 1. 1 #,1, or 2

Il
fherefore, as we know which column was grounded before we read R we
can say exactly which button is pressed. More than 1 butten in the
same ~olumn, pressed at the same time can be detected from the value
of R, but two buttons pressed in separate columns at the same time

will require storing of the values or the program will react to the
"first column in which 1+ finds a buttaon pressed.

OTHER USES OF THE SIDE SOCKET ON THE ADAPTOR BOX

apart from a second handset the side socket of the adaptor box
aan be used for other devices. From the circuit diagram you will see
that the following is available from this socket,

(a) ADVAL3 and ADVAL4 analogue inputs

(b} I1/0 lines PB4,PBS5 & PB6 are available as inputs or cutputs,

{c} PB@ to PB3 are available as inputs only as they are passed

through the select chip

{d} PB7 which switches the 1nput from one socket to the other

can be used as ‘a sigmal to tell an external device that data

from it is valid pn that socket at that time.

(e) The light pen strobe line is taken to this socket so a light

pa2n can be plugged in here without discennecting a joystick in

the other socket,

This second demonstration preogram is written for two players using
ONE handset plugged into the REAR socket cf the ADAPTOR BRBOX. The
game 1s based on a gimplified version of "Crown Green RBowling",

" with the winner being the person who has his ball closest to the
"~ irandomly wplaced dJack ball.. The game 1is played by pointing the

Joystick in the directioh that you want the ball to travel from the

" man  in the centre ofi the: green. The strength of the bowl is

determined by which buttbn is pressed freom ne's 1 to 11, Rutton 1

-WlLl bowl a short ball, up to button 11 which will just go off the

ngp of the green, After you have each bowled 4 halls; press the

Eiﬂire button to  be told who was closest then press the fire bhutton

again to start another game,
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{NG FOR TWE FPLAYERS USIN@ ONE DELTA 14EB HANDSET IN THE HEAR
gY oor i

& 14B/1 INTERFAGE F

DIM X(11),Y (11D, NEAR, ) -
REX1S1, 98, 260
BEX=1%00/65520: SFY= 130&1&5520
HODE )
UDLRE, 224, &0, 60, 60, au 24, 12&,18? 169,

5,22& 1H? =0, 102, 1u£.10£ 102 162, 104,

WPl ;?.2:5 &Ou &F0, 579, &?E &?B;&Sﬁ LD, ROO

Dol L =0 WIN= 9?99999 Fl.AY=11 UDUq

GO0, O, 1530 5E00 0,41 {LS

MOVE &40, 85121v0U FRA:MOVE &40, 480: VDU LE4

X lmiND (1200) 1Y L=RND{1000)

GCOOL O, 7sMOVE X1,Y1:VvDU 225

REFPEGAT: BalL=BALL+1

FPROGCF R .

FROCVAL ; .

GLOL X, Z:MOVE 200, 10 :PRINT"PLQYER v INT L (PLAY+1) /72 s FUR

Ts 1 T 200 NEXT

3e0
170
1ea

150
$O0
P10
220

e

e

T
..?"J'ﬁ'

GOOL %, 2:MOVE 200, 1u¢ PRINT“PLQYER YR IRT ((FLAYH+1) £
Da=1:05=1:D3=] i S

Di1=X7-640: DO=YL-512 &

IF [ri<0 THEM D4=—1 t

IF D2 THEN DS=-3%1

IF AES (D1 <250 ﬁND ABS (D2} <250 THEN 1320

IF RZA=0 THEN 130

DR=D3E+1: Da= Di*((19G+ﬂ3)flﬂ0)*D4:D?=D2*tE10ﬂ+D3)I100)*D5
IF D&<&40 AND D7CB120 THEN 230

CrF Ss 1 T 112X (5 =640 +(Dé*b4*5*h?}fl£l, Yi%) 512

NS

(DT RDSRGHEL) /121 MAVE X (8), Y (5) : BCOL S,L.UDU e

2o
7
e
250
B0
L1

.320

[R50

SB40

B

oo

Mmoo

cisle
PR
S A
@10

H20

SARTEO Y
R40

B 50
B60

A70
|00
7 R-Ty

‘Fqu"

1500

TG0

SOUND @, 10,2, 1
FOR T= ) T0 2005 NEXT1GCOL. 3, 26 MOVE X (5) , Y (5) 1 VDU 220 NEXT
GLOL O, PLAY: MGVE %4113 ,¥(11):VDU 225
MERR (BALL Y =ABS (X1-X{11) L 24+ARB (Yi-Y (11)) "
IF NEAR(BALL) <WIN THEN WINSNEAR (BALL) : WBALL=EALL
IF FlLAY=1 THEN FLAY=3 ELSE FLAY=1
UNTIL BALL=8 £
FROCPE: IF E%=10 THEN PROCWIN ELSE &30
NEFFROCHINI CLS : :
TF WEELL /2=INT (WEALLZ®R) THEN f=2 ELSE w=1 .
MOVE 200, 600 GOOL - ¢, FLAY: PHlNT“PLAYnH “sFp " WING®
MOVE 200, 4003 PHINT“N&TH BALL "B INT ¢ (WEALL+1) /2)
FROCHE: IF E%=10 THEN. 70 ELSE 380
EHDPROG
DEFPROCVAL
XY= (ADVAL } >*an IF xx;1280 THEN X¥%=1280
F!#iHB“"
(ﬁDUAi”)*&FY IF v¥>1024 THEN Y#=1024
IF Y%<0 THEN Y= -

ENDFROC :ﬂ

DEFPROCFH R
Ku=0: RESTURE 5%0 | . §
me CoLx=1 7O % -

5,971 Xi=%Aa0: READ Y%s CALL
Qﬂ—uQﬁ X%=i bt REUEH (XFFF &)
GUTTON ={(RrR AND LFOQOG) /&10000
TFOBUTTON = 15 THEN B?D

G20 K%R=COLY
30

IF BUTTON =18 Ki= KE+E‘GG¥D S7Q

6
ﬁs )
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540 IF BUTTON =13 K%$ %H

nie '
550 IF BUTTON =11 HK$=H¥+2aieh 570
568 I¥ BUTTON =7 K%é_%;i; 574

578 NEXT : f*
580 ENDPROC : w .
596 DATA 96,80, 4B e

BRIEFrﬂﬁﬁEE OH "BOWLING" PROGRAM
i - |l 'i'E'}
jﬁLlne 20 sets up the uSﬂt port DDR for the adaptor box
"rine 3@ defines the 'scale factors' which ensure that the jDYSthk
f;covers the corners of the screen. The joystick reaches it's max, and
min. values before it raabﬁesfthe limits of it's trawvel, theough it
E may still net reach a qu' oxi min value in the corners of the screen
ibecause the Jjoystick mqveuent is' circular and the screen oblong. Tt
ﬂ'1s undesirable to compréss the pctentlometers any further as this
means that they w111':rqach their max. and min values a long way
short of the ends of trével, ‘giving poorer resolution. It is Thetter
to expand the scale in: aoftware by use of the scale factor to ensure
‘that the corners are redched.
Iines 58 and 6@ define ﬁhe shapes of the man and the balls.
'L1nes 99 & 1G@ prlnts the ‘man and puts the jack ball at random on
‘the screen. i
Lines 120 to 328 are the main sectlon of the program, calling three
I PROCadures.

Lines 230 & 240 effectively take the joystick readings as a triangle

and then multiplies ¢them out, wmaking larger and larger similar

“triangles until one side rzaches the edge of the screen,

y Line 250 takes the provlsldnallfinal position of the bowl, divides
it by 11, then mulﬁiplles by the -button number that has been

- pressed. It then plots the! proqress of the ball across the screen.

~ Lines 240 to 390 DEFine PHOCWIN. This waits for key 14 to be
pressed before printing the winner on the screen. Then it waits
agaln for button 1€ to :bhe pressed before starting a new game.

‘rines 408 to 454 DEFlnea PROCVAT; which reads the joystick from A/D
. channels @ and 1, then multiplies them by the scale factor, Line 420
lnverts the X valuef ‘bedause to be ACORN compatible an increasing
i analogue value must give a decreasing screen cc-ordinate value.

' Lines 46{f to 5%¢ DEFine PROCPB which reads the keypad. Line 43¢
.reads the data from line 5390 and uses it to ground each column in
‘i turn. After it writes to each column it reads back the 7rows with
R=USR({&FFF4) to dget &; value for BUTTON which it then converts into
an actual number in lings 528 to 576.

IR

L USING THE DELTA DRIN JPRDGRAMS TO CONVERT HON-JOYSTICK PROGRAMS
2O RUN ON THE JOYSTICK hpDAOR KEYPAD OR TO SET UP THE KEYPAD,

' il

The OELTA DRIVER, &n ddssette or disc, consists of two programs

wrztten for VOLTMACE by:C.V.P.

It must be appreciated that ‘the joystick system was designed first
U and the software came-along later, which has caused some confusion
J;as to why certain necesgary " differences ocdcur between using the

"jJoystick with programf written for DELTA 14b Jjoysticks; with

hprmgrams written for or@lnar? joysticks and with conversions for
making programs, not written for joysticks, appear on the joystick
< and keypads. :

S Ei—aerodmsoape o

'The instructions to use ithe prégzam will be displayed on-screen.
Tﬁe JOYSTICK program w111 anvert programs that were not written for

i SN Ik - == - N D : : =
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ijoysticks to run on jOYStlckst providing they were written using
NKEY (-ve) commands, or it's machine code equivalent, to test if a
barticular key has been pressed. JOYSTICK will compile a wmachine
_ pode driver, according to the instructions that you give it; i.e,
'|'. which keys to replace; and h* driver will bhe placed into the
EIpperatlng system memory arég|at &AQE to &AFF. If a program does not
| y13e the INKEY(-ve) commgnd ?n if the program encrcaches upon the
EZQpFratlng system memory. nrq&n hen the driver will not work.

“'\_In.

‘if{4a.) One DELTAl4b in the apalogue socket will allow you to change 6
;Wheys from the keyboard q! the joystick. These will be 4 joystick
;;Hﬂ1rect1ons and two buttun functions shown on the driver program as
-'hfla flb,f2a and £2b. Note that it allows you to define two keys onto
|Mpach button., This does mean that you can make fla and flb different
qkeys but when any of tha tap 5§ buttons is pressed then the effect
iiwill be the same as pushing both keyboard keys together and they
hFannot be geparated. The same is true of the other fire button row
|p51ng f2a and £2b. - s
SBEYPAD driver cannot be nsed without an adaptor box fitted.

ue to some programs nsing the user port tlmer, which affects the

11ne used to switch between the :two handsets, it is necessary for =a
single DELTA 14b in 'the adaptor box, when wused with JOYSTICK
rogram, to be PLUGGED INTO THE SIDE SOCKET OF THE ADAPTOR BOX.

i As with a single joystick the 'FIRE' buttons which are the three
=-;F9d buttons and are always commoned tcgether, can, if required, be
i made to act as if two buttcns. had been pushed together, though 1if

he functions .are raquired separately as well, then you wowld need
. to program some other buttons to take on the functions individually.

_(4c} TWO JOYSTICKS AND AN ADAPTOR BOX

.1f you select two joysticks apd an adaptor box in the JOYSTICK
program then vou are given khe option to define both Joysticks and
keypads., Normally of course thess will be the same for bkaoth plavers
jblthoagh one will be ru nlng off of ADVAL's 1 & 2 and the other off
”nf ADVAL's 3 & 4. It may b pﬂsslble tc take the keyboard version of
il two Jjoyatick game andn,p veft it to run on one joystick.

Mhe KEYPAD driver will get fap| one or both keypads as duplicates of
yhlchever keyboard Xeiis. qu. Belect. This program works in the

[ |
o {4b } & SINGLE JOYSTICK'WITH [N ADAPTOR BOX.

pperating system so the'keypa 8 wﬁll work whilst writing proegrams.
lso socme BASIC prcgrahs Wl 1 work with these keypads set up, such
s the INKEYS({time) command. When defining the keys in XEYPAD, the
pads are distinguished by the words REAR or SIDE above the picture
Pf the kxeys on the screen,. If the flashing number does not change to
nother key when a keypad Key is pressed it is because you are in
! he wrong socket and yop shquld either plug into the cther socket or
ﬁo a CTRL A to select the . other kaypad.

ONVERTING THE DRIVER CHSSBTTE TC PISC

1though protectloni iﬁ irfjcorporated in the "DELTA DRIVER" program,
fhere is nothing to preyeni ypu from transferring the software to
§ﬂ15c if you upqgrade mour ajpt m. Follow this procedure for each side
+pf the cassette. [ :
CTRL BREAK i ;;; ,
FTAPE I
@EOPTl,z | v
Loap "7 1990 !
jh; Screen displays fihe HAHE, LEMGTH, START & EXECUTION ADDRESS'S)
! . PDISC o

(8
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*C"RAYR  NEWNAME STARS

ngi 14

- 'USING THE DRIVERS coﬁpi e

BNGTH EXECUPION ADDRESS

N ':1::'
ke TH'E CASSETTE PROGRAMS

“'ﬁthat you want to be converted to the
gB&zam has compiled a machine code driver
his hachine code driver as instructed on
# weing these drivers is to save them on a
I'lcassette along with the|!fBfdgram that yop will be using it with.
| iFirst save a small basig prddram to run both programs , so that a
l'single command will runip- fpdverted program. First save this program
“on tape or disc : JE{ S '

| ‘iwhen you have defined
||"ihandset, the DELTA DRIN
|"ifor you, You can now save
1"lthe screen. The best ‘way o

i gt
T g o 1 h
il@ *LOAD "(Driver Nﬂﬂﬂ}‘, J;;"JL
120 CALL 5A00 i;;.*,!g:@;:
|30 CHAIN "(Program namg*-: FE., .
| Now compile and *sSA ﬁff%%;wﬁar program . Now save the program that
you want to run. A gingle ETHAIN"" command will now load and run the
(icanversion then automatipally load and run the main program. Note
iithat line 3¢ may be *Rugiﬁ'f¥;risome programs. It will tell you this
ion the cassette or dﬂa&;; R '

oy

'PROBLEMS WITH SOME DISC BASED SOFTWARE

“Some disc based software resets the 0.8 vectors on starting up the
~disc. This cancels out the joystick and keypad conversion if you
“have run it already. This procedure should get around that problem,
Firstly run the JOYSTICK or. RE¥YPAD program and *Sﬁgﬁ,{nriver name )
A0S +1@8 . B A v LT
Make a formatted disd a
TROPT 4,3 '
*PUILD !BOQT
CALL & A3d Do o
TIME = P:REPEAT UNTIL TIME>1000
*RUN ! BOOT - | |
NOW *RUN (Driver name) THEN DO A CTRL BREAK. Put the disc with the
- pew IBOOT file, inte the drive and dc a SHIFT BREAK. The disc should
l¥un and then stop for: 19 seconds, AS scon as the disc has stopped
- yemove the disc from the drive amd put in the disc that you want to
i¥un. The disc should then restart without resetting the vectors . -

'?c#éhiﬁ*ﬁhis.fifé bﬁiﬁé&"ihdﬁ%‘ﬁsquliows:—

T il

;gHOTE 1l The *RUN commapd ont 0.5.l1.2 can cause error megsages to be
Erprinted on the screen. If you *RUN a driver that you have saved and
j-one of these error wessagps;occur then in all cases that we have
| experienced if the error me #39¢ is: 1gnored then the program is
\.found to be running aﬁtig ti To avoid the spuriocus messages, *LOAD
i the program and then CALEL &AOF to run it,

[ [ :

. A .
: NOTE 2: Some programs, where they have run out of normal memory in
| which teo store and rup the program, may use &Af0 to &AFF in which
| wase the program will crpsh if a driver has been lcaded first.

o -:: ' .

1INOTE 3 Some plug in ROMS. are known Lo cause problems with the driver

ircutines. In particular with the Reypad Driver beware of graphics

;ﬁgom's disabling the screen refresh interrupt.

IE.!.;
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The puttons ¢f the handset can, of
~course be programmed to do what you
:1ilke. This is the notation used in

"@$4 .- ;these instructions. to refer to xhe

' buttons. Note that the buttons marked
“1l@ are always commen and cannot be
separated,

; KEYPAD OVERLAYS.

! . The cream overlays supplisd with the

X handset are blank to allow the user to

= ‘write on their own legend. Additinal
joverlays can either be bought from

% !your stockist or they can be obtained

¥ ‘direct from VOLTMACE at 35p per pair,

i? plua 35p per order for postage and
packing

462 894418

L.

:WOLTMACE LTD., PARK DRIVE , BALDOCK, HERTS.
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