Project Five
RPG Parameter Entry


Project Description
Redefine NUMCOUNT as a one-byte, two=s-complement number, where A0@ is coded as H00, A+1" is coded as H01, A-1" is coded as HFF, etc.  For each CW RPG interrupt, increment NUMCOUNT.  For each CCW RPG interrupt, decrement NUMCOUNT.  

Within the mainline subroutine RPG_Count, first test NUMCOUNT for zero and do nothing if it is zero.  Otherwise, check the most-significant bit and either increment or decrement NUMCOUNT appropriately, then decrement or increment the ASCII string in RPGSTR appropriately.  However, do not change beyond the range from 1 to 999.

Change the display to the following format:

xxx0 Hz

(where the xxx is constrained to the range from 1 to 999), with leading zeros blanked, giving a frequency range of 10 Hz to 9990 Hz for the entry of a frequency parameter (which will be used to generate a squarewave output with this frequency on the next project).   Blanking leading zeros means that instead of displaying 

0240 Hz

display instead

  240 Hz

To position this seven-character string at the right end of the display, you need to know Hitachi=s Acursor-positioning codes@ for this one-line, 16-character display.  They are the same as the codes for the first sixteen characters on the top row of the 20x4 character display described in Figure 7-8.  Thus, the string should begin with the cursor-positioning code, H89.

Note that the ASCII code for a blank character is H20.  Also note that if the output is 10 Hz, then a CCW increment of the RPG should produce no change.  Likewise, if the output it 9990 Hz, then a CW increment of the RPG should produce no change.



Initialize the display to A1000 Hz@. 
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