
EXTERNAL INPUT UNIT FOR SYNTHESISERS 

The unit shown will allow external in¬ 
puts such as guitars, microphones etc. 

to be processed by the circuits within the 
synthesiser. 

IC1 is an ampliHer and VR1 should be 
adjusted to give 2V r.m.s. at A with the 
output of the input source at maximum 
amplitude. This will give about 400mV 
r.m.s. at the “signal output” which is ade¬ 
quate enough for most synthesisers. 

IC 1 also feeds a comparator IC2 whose 
reference level is variable and thus the 
length of time between the first and last 
positive pulses that will appear at the out¬ 
put is variable due to the nature of sound 
envelopes. 

IC2 feeds another comparator IC3. The 
components Dl, R7 and C3 make sure 
IC3 receives constant positive input level 
when a signal is inputted into the circuit. 
The time constant of R7 and C3 is about 
lOOms which is more than adequate to 
cope with the negative half of each cycle of 

the input frequency but is not too large as 
to impair performance if two notes are 
played very quickly one after another. 

Thus with no input signal the output of 
IC3 will be sitting at positive saturation 
but when an input signal is applied the out¬ 
put of IC3 will go to negative saturation 
for a length of time determined by the 
duration of the input signal and the setting 
of VR3 and will then go back into positive 
saturation. 

If a synthesiser system is being used 
where a positive going trigger voltage is re¬ 
quired for the envelope shapers the follow¬ 
ing changes should be made; R4 and R7 to 
-f 9V instead of —9V. R9 to —9V instead of 
-(-9V and Dl should be reversed. If the 
trigger output is to go from OV to —8V or 
from OV to -h8V then diodes can be put on 
the output as required. 

With a normal electric guitar envelope 
VR3 can adjust the trigger pulse length 
from about 10ms to about 3s. 

Many interesting effects can be obtained 
using an electric guitar with the unit from 
envelope reshaping to triggered “Wah” 
and triggered “Phase” if the synthesiser 
has a voltage controlled phaser. Also white 
noise can be triggered and mixed to create 
strange rushing sounds with each note 

The unit should work well with both the 
P.E. Sound Synthesiser and the Minisonic 
/and//. 

P. G. Ludgate, 
Wycombe Marsh, 

Bucks. 

THE FIRST BOOK OF KIM-I 
Edited by J. Butterfield, S. Ockers and E. Rehnke 
Published in Europe by Humen Electron GmbH 
Aveileble from Memec Ltd., The Firs, Whitchurch, 
Nr. Aylesbury, Bucks. 
210 X 145mm. Price £7-50 

This is a book “Dedicated to the person who has just purchased a 
KIM-1 microprocessor system and doesn’t know what to do with 

it” and as such, it undoubtedly fills a very large void! The KIM-1 
system itself is a microprocessor board based on the 6502 chip. It 
features a hexadecimal keyboard, a cassette interface, a full IK of 
program ram and a high standard of documentation. (A full review of 
KIM-1 was published in the Feb ’78 issue.) 

This new book makes the KIM-1 an even more attractive 
proposition because it takes the beginner by the hand with a chapter 
entitled “A beginner’s guide to KIM programming” and then goes on to 

discuss and document no fewer than twenty-nine different programs for 
“Games and diversions” and another thirteen “Utility” programs 
designed to expand KIM capabilities and aid system testing. After the 
programming section come further chapters on “Expanding your 
KIM”, “Connecting to the world” and “Pot Pourri” which is a 
collection of useful information and tips. 

The book is well written in an easy going style which does not 
assume that all readers already sport a degree or two in computer 
science and electronics, as do so many other microprocessor broks! 
Despite its low-key approach and its accent on games and diversions 
though, this book is a mine of valuable knowledge which should prove 
both instructive and useful to all present or prospective KIM owners 
whether software or hardware orientated. 

I feel that I can even recommend this book to readers who do not 
actually intend the purchase of a KIM system, but who thirst after this 
kind of knowledge for its own sake. All the programs in the book 
include a brief .description and a full hexadecimal/mnemonic listing so 
that they can be easily understood and/or entered into a KIM system 
when required. Examples of the games programs listed are: Asteroid, 
Bandit, Black Jack, Clock, Farmer Brown, Lunar Lander, and Music 
Box. Utilities include: Directory, Hypertape, Relocate, Sort, and Verify 
Tape. Readers with a different microprocessor system should find these 
programs a source of inspiration and may even find it possible to 
convert some of them to run on a different system, with a little effort. 

My last word comes from the Pot Pourri section of the book. 
Remember: Computers are dumber than humans but smarter than 
programmers! r.c. 
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