Mpxr_demo.ntl

Purpose

· This program is designed to demonstrate the use of a Multiplexer module by cycling through three different letters and colors
.

· By turning on the Button module
, the program will cycle through 3 letters and colors simultaneously.

· Use of an Accumulator module and Remain (division remainder) module allows the program to keep track of which letter and color should be displayed.

How the Program Works  

· Connect a link 
from the left side output of the Switch

 module to the enable port on the top side of the Accumulator module.

· Take a link from the left side output of the Button module and connect it to the right side clock port on the Accumulator module. Turning on this Button allows the colors and letters to change simultaneously. The Accumulator module keeps track of an integer every time an input is received (or the Button is turned on). It increments its value by one.

· The Accumulator module has three different outputs 
that each link into a different input.  Link the top output to the right side input of the Remain module. The Remain module works by dividing the output of the Accumulator module by three (which is simply a value set in an Integer module) and returns the remainder of that division
.

· Connect the output of the Remain module to the input of an Integer module. The value in the Integer module will change as the Button module is turned on.

· The middle and bottom output from the Accumulator module should each link into the top right select input on separate Multiplexer

 modules.

· Connect the top left N[2-512] port on both of the Multiplexers module to the left output of the another Integer module (whose value should also be 3). N[2-512] simply means that the value coming in to this port must be between 2 and 512. The Multiplexer module will need to be set to the same value as both of the pre-set Integer modules. This is done by going into the Multiplexer module’s properties and changing the value under N[2-512].

· Because the value under N[2-512] is set to three
, there will be three different input ports on the Multiplexer module. For the letters, link three different Label modules into each of the different input ports. The letters on each Label module can be altered by going into 
the module’s properties and changing the letter under Label.

· From the Multiplexer module, connect the left side output to the right side input of another Label module. However, leave this label blank. It will change letters as the Button module is turned on.

· The other Multiplexer module also has 3 inputs. Link 3 different Color modules from the bottom color output to the three different right 
side inputs on the Multiplexer module.

· Link the left 
side output of the Mulitplexer 
module to the right 
side input of another Color module. The color of this module will change as the Button module is turned on
.

1 This Switch module must be on in order for the program to run.


� A multiplexer determines the position of the switch which routes one of the data inputs to the output. So by turning on the Button module, the Multiplexer module determines which letter or color will be displayed.  








�PAGE \# "'Page: '#'�'"  ��Use a descriptive title and give the (obscure) file name in parentheses. See comment below about avoiding carriage returns in favor of (paragraph and heading) styles. 


�PAGE \# "'Page: '#'�'"  ��letters and three colors


�PAGE \# "'Page: '#'�'"  ��Repeated pressing of the Button module causes the program to cycle through the three letters (A, B, C) and colors (red, green, blue) concurrently.


�PAGE \# "'Page: '#'�'"  ��Don’t leave so much blank space between headings. I recommend using no “carriage returns” at all; rather make this part of the heading style (I can show you how next week). 


�PAGE \# "'Page: '#'�'"  ��We should reconsider this instruction manual style, given that the program already exists. Maybe make it more of a description of “how the program works” rather than a step by step manual on how to create it (much of which is evident or obvious). 


�PAGE \# "'Page: '#'�'"  ��This need not be a footnote. Better to make it an explicit bullet. 


�PAGE \# "'Page: '#'�'"  ��This is ambiguous. It sounds like there are three output zones (ports), whereas there is only one that has three output links connected to it. 


�PAGE \# "'Page: '#'�'"  ��This could be confusing to some readers. So give an example and state explicitly that this cycles through 0,1,2,0,1,2…


�PAGE \# "'Page: '#'�'"  ��Again, I would not recommend footnote here. Rather explain inline what a multiplexer does (many-to-one selection); there will be a glossary too; Peter has started that. 


�PAGE \# "'Page: '#'�'"  ��3


�PAGE \# "'Page: '#'�'"  ��accessing (by right click)


�PAGE \# "'Page: '#'�'"  ��left


�PAGE \# "'Page: '#'�'"  ��right


�PAGE \# "'Page: '#'�'"  ��spelling


�PAGE \# "'Page: '#'�'"  ��left


�PAGE \# "'Page: '#'�'"  ��pressed (you “turn on” a switch, not a momentary pushbutton)





