90 POKEDATREG=1:REM TURN ON

100 FORI=1TOSPEED:NEXT:REM DELAY2
110 IFAS="D"THENSPEED=SPEED-5

120 IFAS="Z"THENSPEED=SPEED+5

130 IFAS << >"“X"THENG0

140 POKEDATREG,0:REM TURN OFF

In this program the variable SPEED. is used to
determine the length of each delay loop. The loop
code is such that as one delay increases, the other
decreases and vice-versa. DELAY 1 determines the
period when the motor is off and DELAY 2 the
period when the motor is on. For large values of
SPEED, the first delay is short and the second is
long, making the motor turn more quickly.
Smaller values of SPEED will produce longer
periods when the motor is off during each cycle,
making the motor appear to turn more slowly.
The pulsing effect that the program has can be
observed in the flicker of line 1's LED.

So Far, So Good

Driving wire guided toy cars
around on the floor may not
seem an enormous return on the
effort and capital invested, but
building and programming even
these simple artefacts has
introduced us to the reality of
electronic and electromechanical
construction, and demonstrated
some of the problems and
opportunities involved in making
software interact with the real
world
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