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The Advanced OCP Art Studio

BEFORE YOU DO ANYTHING make a backup copy ol the Advanced An
Studio. Keep the original as a securily copy, and alwâys use the backup.

To copy the Advanced Arl Studio, use your CPIM program DISCKIÏ as per
usual.

WARRANTY (what to do if it doesn't work!)

lf this program is laully ol fâils lo load, please relurn it (withoul lhe
packaging, but ensure it won't get damaged in the post) to the address
below and it will be replaced free ol charge. This olfer does not allect your
statutory consumer rights.

WAFNING
Copyright subsists in all Rainbird Software documentation and anwork. All
rights reserved. No part of this software may be copied or transmitted in any
lorm or by any means. This software is sold on the condition that it shall not
be hired out without the express permission ol the publisher.

E.E.C. Ltd licenses you to make copies of the ADVANCED ART STUDIO for
your personal use only, subject to the lollowing conditions: (1) that you
destroy or erase copies before parting with the original, (2) thât yoÛ neither
supply or lend copies to another person. Legal action will be taken against
anyone failing to observe these condations.
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Advanced Art Studio features
' Windows - icons - pull down menus - pointing devices' Operates in screen modes 0,1 and 2, with intelligent picture convert

between modes
' All inlormation on screen - no need to repeatedly switch between the

orclure ano a menu screen
' Compatible with keyboard, joystick, AMX and Kempston mice' Continuous display of cursor coordinates
' 25 sizes of grey-scale screen and window dumps to bit-image Epson and

Amstrad compatible printefs. and includes user-defined prinler driver
option

' Save. load and merge pictures lo and lronidrsc' Extensive colour conlrol, including colour cycling lor animatron. ând
colour priority enabling powerful manipulation of all colours, such as
drawing 'behind'areas of the screen, and ignoring any colours during cut
and paste operations and masking areas of the screen' Solidand multicoloured patterned fillswith over-lill oplion. 12
useÊdelinable palterns from 1x1 up to 16x16, can be saved to ând
loaded lrom disc. Comprehensive pattern edit lacility' 1 6 drawing pens, 8 random spray cans with three spfay speeds, 1 5
useÊdelinable multicoloured brushes

''Undo' lacilitylor last operation
' Text 9 character sizes, 2 directions, bold and italic with variable sDacinc' Ninety-six user-delinable font characters with comprehensive editôr.

Fonts may be saved to and loaded komdisc
' User-defined windows may be cleâred, copied, moved, squashed,

stretched, flipped or rotated
' Windows may be saved to disc, enâbling libraries of picture elements to

be compiled, and called up onto the screen at any time lor rapid picture
crealron

' 3levels of magnification with pan and zoom, pixelplot, cycle and view' Points, lines, triangles. rectangles, circles. lilled circles, rays, ellipses and
ftlled ellipses, all wrth elastic lacility

' The entire program may be re-saved to disc, so user prelerences mav
customized

' Cursor may rellecl currenl operational mode, or may be shown as a
cross-hair to aid alionment
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HOW tO IOAd ADVANCED ART STUDIO

Reset your CPC6128 by pressing the CONTROL, SHIFT and ESC keys
together. Insen the Advanced An Studio disc into the drive (side A of the
disc) and enter the command RUN "STUDIO"

How to use this manual

Before using ADVANCED ART STUo|O, it is suggested lhat you read the
Introduction immediately below, r,vhich explains the basics of the program
and how lo control it. This will prepare you enough to enabte you lo 6egin
using your copy ol ADVANCEO ABI STUDIO. Explore the program at yôur
own pace, aiming to get a'feel'for its structure and workings. Don't be
alraid to exfieriment. Read the rest of this manual to clear up specilic points
and tor reterence. You are not expected to read the manual all the wa,
through before using the program for the first time.



Introduction

ADVANCED ART STUDIO is bult upon the wndows - rcons-mouse
poinling device concepts as pioneered by Xerox at Palo Allo and
popularised by Apple wilh the Lisa and i,4acintosh compulers. The gurding
philosophy behlnd these developments is that a program should be easy for
the firstlime user to operate, wlth all relevanl inforrnation 'on screen, and
no complicated keyboard sequences to learn. Instead, commands are
g ven by simply 'pointing' at options in screen menus.

When you lirst run ADVANCED ART STUDIO, you will be presented with a
clear screen with a blue and white'menu bar'at the toD and a small black
arrow in the cenlre. The arrow (known as the pointer' or 'cursoa) is lhe key
to the program. ll is controlled by the arrow (cursod keys, pressing the left
arrow key moves it to the lelt, pressing lhe up arrow moves it up, and so on.
It is also possible to control the pointer using a joystick or mouse, but this wi
be covered later. The motion of the cursor is'intelligent', in the sense that it
speeds up the longer a key is held down.

The menu bar at the top ol the screen contains a number ol individual boxes
with headings in them. Moving the cursor to within one ofthese boxes and
pressing the space bar (from now on known as the 'select' button) causes a
subsiduary menu to be drawn on the screen partly overlaying the main
menu bar. This process is called'pulling down'a menu. The subsiduary
menu will contain a number of entries or'options', which may lead to lurther
sub menus, or cause certain actions or commands to be oerformed. An
option is chosen by moving the cursor over it (it will 'hrghlighti it it's avarlable)
and pressing the select button. This process is known as clickina'an optiorl
ll the option is a command, lhen what usually happens is that thé pull-àown



menu disappears and the arrow cursor changes into a small icon whicn
bears some relation to the command selected. For example, a paint brush
when painting on the screen. The icon here is acting as a reminder ot the
current 'mode'. This new cursor can then be moved àbout the screen usinq
the same controls as lhe arrow cursor. The action of the selæt butto;
depends.on the parlicular icon. For example, wilh the brush icon, pressing
select paints pixels on lhe screen.

ll lhe icon cursor is moved into the menu bar at the top ol the screen, il
reverts to its arrow lorm. However if it is moved back out again, lhen il
returns lo its icon form (unless another command has been selected in the
meantime). The program will conlinue to stay in the current mode (wilh the
current icon) untal another mode is selected.

As mentioned above, il an option in a pull-down menu is hightighted as the
cursor rs moved over it then that option is âvailable. Options in some menus
will only be highlighted if certain conditions have been met. For exampre,
lhe option in the Prinl menu to print out part of the screen on a dot màtrix
printer. This will only be highlighted if a window has been detined belore the
Hnnl menu rs pulled down.

Some menus contain options which are neither commands nor lead lo
sub menus. These are known as llags or'swilches'- devices whjch can be
In one ol two states, on or oll. These switches generally modily the
behaviour of olher options in the same menu. For example, there is a
switch in lhe Text menu which conlrols whelher characters are printed
sideways or not The on state is represented by a tick, and the off ltate ts
represented by a cross. The state ol a switch can be changed (.toggled.) by
movang the cursor to it and pressing select

Olten a menu presents lwo or lhree ways oJ perlorming an operalion. For
example. there are lhree sizes in which characters can be Drinted, either
'Normal heighl , 'Double height, or 'Treble height'. These are shown as
lhree separate options in the Texl menu, only one ol which is marked wilh a
tack, the others being unmarked The tick indicates which height curren y
applies The height can be changed by moving the cursor tô one ol the
unmarked options and pressing select

A lull CPC6128 screen rs 25 'lines , but lhe menu bar permanen y occupres
3 ol these lines You may think then that you are limited to-desig;in9
pictures lhat lil in the remaining 22 lines However, this is not lhe case The
lwo boxes in lhe menu bar with arrows in them allow you to'scroll'the visible
parl ol the screen over the lull 25 lines Clicking one ol the arrow boxes
scrolls the screen by one line, clicking il three times scrolls it by the lutl
amount. The small white bar immedialely lo the lelt ol lhe arrow bores
shows which part ol lhe whole screen is currenlly being displayed.

To remove or collapse a menu pulled down by mistake, lust move the
cursor away lrom it and press select



ADVANCED ART STUOIO suoDorts all three screen modes available on the
CPC6128. The number of inks and the number of pixels are ditlerent in
each of the three modes (a'pixel' is a single dot on the screen, the smallest
picture element). In mode 0, sixteen colours are available at a resolulion ol
160 horizontal by 200 vertical pixels. In mode 1 , four colours are available
at a resolution of 320 horizontal by 200 vertical pixels. In mode 2, two
colours are available at a resolution of 640 horizontal by 200 vertical pixels.
ln mode 1 the pixels are square, in mode 0 they are double-width, and in
mode 2 they are half-width. Note that the sHIFT key can be used in
conjunction with the direction keys (cursor keys) to move the cursor a single
pixel at a time.

The rest of this manual is divided into sections, each seclion covering one ol
the options in the main menu. The sections logically follow the same order
âs this menu, reading lrom left to right, then lop to bottom.



PRINT

Thrs menu allows you lo take a hard copy, or 'dump as tl ts called. ol your
Iinished picture (either the whole screen or lust a part ol it) on a dot matrLÀ
pnnler capable ol ort rmage graphics Various sizes of prinlout are available
via independenlly adjustable horizontal and verlicat scaling lactors The
honzontal or X scale corresponds Io the number ol dots across lhe p nter
paper to one pixel on the screen, and the ventcal or Y scale corresponds to
lhe number ol dots down the paper to one pixel on the screen For
example, il the X-scale was set to 2 and Y-scale to 4, then each pixel on lhe
screen would be represented by a block ol 2 by 4 dots on the paper Note
that the actual physical dimensions ol the printed dots vary trom printer to
prinler. Some experimenting will be necessary to get the besi 'aspect ralio
lor a parlicular prinler, so lhat crrcles on lhe screen appear as circles on the
0nnt0ut and nol as ellioses

The whole screen is prnted by selectrng the Dump screen opton oraparl
ol the screen prinled by selecting the'Dump window oplion The lalter
requires that a window be delined belore the Prinl menu is pulled down (see
the section on Windows below)

Nol all ol the s zes ol printout wtll necessarjty be possibte wrlh lhe partrcutar
prinler you are using rt depends on the tolal number ot dots lhe plnter rs
capable ol resolving across a page. lf a panicular sized dump is available.
lhe Dump Screen or 'Dump window optron in the Print menu will be
highlighted as lhe cursor;s moved over t ll it isnt hrghlighted, then you
must try a smaller X-scale lactor. or turn the Sideways' swltch on (see
below). Note lhal a mode 2 screen dump needs at least 640 dots across the
page il not in sideways mode.

ADVANCED ART STUDIO uses stipples arrangements ol dots ol varyrng



densily to represent the different colours on the CPC6128's screen. Wilh
the smaller dumps, the stipples lor some of the colours will, unavoidably, be
duplicated. In general, therefore, you should aim for as large a dump as
possible on your printer to get lhe best dillerenliation between the various
colours. lf lhis is not leasible you should choose your colours from the
palette to be far apart from each other.

As each pixel is sent to the printer, it is echoed to the screen. A dump can be
aborted at any lime by pressing the ESC key. Note that your printer ma,
need resetting ûust turn it off and then back on again) if you stop it while it's
in the middle of printing a line.

Most dot matrix printers capablq of bit image graphics can operate in two
different graphics modes known as single density and double density. The
resolution in lhe latter mode is generally greater than that in the lormer, i.e.
more dots can be printed across the page. You can switch between these
two modes from the Prinl menu. Some of the dump sizes not available in
single density mode may become available in double densily mode as a
conseouence ol the increased resolution.

ll is possible to print a picture sideways, lrom left to right, rather than from
top to bottom. Because the CPC6128 screen has a smaller height than
width (in screen modes 1 and 2), it may be possible to make a larger dump
in sideways mode than would otherwise be available.

The three options 'Lefl justify', 'Centre', and 'Right justily' determine
whereabouts across the page a dump is situated, either hard against the
left-hand edge, in the centre with equally spaced margins, or hard âgainsl
the right-hand edge. The tick indicates which option applies.

ll your printer automatically generates a line teed alter receiving a carriage
return, then you must ensure that the'Line feed'switch near the bottom ol
the menu is turned off (otherwise you will find your printoul consists ol
alternate lines of dots and spaces). ll it doesn't. then leave the swilch
turned on.

The final option in the Print menu pulls down a menu listrng the prrnters
supported directly by ADVANCED ARï STUDIO. Click the enlry lor the
pflnter you are usrng.

ll is possible to extend the system to support a printer not included in this
menu, lhe'User-defined'printer. On loading, ADVANCED ART STUDIO
looks for a printer definition lile on the disc and loads il if one is found. This
file contains lhe necessary codes to control the printer. Consult Appendix 1

to learn how to construct such a file.



FILE

ADVANCED ART STUDIO fully suppons discs for the storage and retrieval
of piclures (known as'files'). lt has the abilily to maintain a RAM-based
catâlogue, that is a catalogue that is stored permanently in memory and
can be displayed and accessed wilhout the need lo actually read the disc.
each time. To generate the catalogue for a disc, move the cursor to lhe box
alongside 'Catalogue disc' and press select. The drive motor will start, and
after a few seconds the large white box on the lelt-hand side of the screen
will lill with inlormalion. At the top ol lhe box is the lree space on the disc In
kilobytes, and below that a list of lilenames (assuming that you have a disc
with some Dicture files on it).

You may notice thal only certain liles on a drsc àre displayed rn the RAIV1
catalogue - specifically only those files lhat have the filelype extension
.SCR (for screen) to their filenames (allhough this extension is not actuafiy
displayed on screen in the File menu). These files can be highlighted by
pointing the cursor at their lilenames and pressing select. A highlighled tile
can lhen be saved, loaded, merged or erased by moving lhe cursor to the
box alongside the desired operation, anC pressing selecl again. This is a
considerably more convenienl and elegant meâns ol file handling than the
typing ot commands and lilenames in al the keyboard.

The lotal capa;ity of the RAM catalogue is 56 entries. although only 1O can
be displayed at any one time. The up-arrow and down-arrow boxes,
however, allow you to scroll lhrough the whole catalogue to find a particular
entry. The box with the linked squares symbol (the 'home' symbot) moves
you back lo the start of the catalogue, and the bar belween the two arrow
boxes shows which part ol the whole catalogue is currently being disptayed.



A filename can be entered at the keyboard when a lile is being saved for the
first time (and hence doesn't appear in the RAM catalogue) by moving the
cursor to the box marked 'Enter filename' and pressing select. A prompt will
appear requesting a filename. Type in the lilename (up to I characters) and
then press ËNTER (pressing ENTER on a empty line aborts the
operation). You do not need to actually type in the file-type extension when
saving a file, it will be appended automatically (although the delault can be
overridden if required). lf a drive is not specified (A or B), the current drive
will be used (highlighted at the top ol the File menu). lt is possible to load
files which do not appear in the RAM catalogue, because they don't have
the right filelype, by entering the lilenames manually.

A lile can be'merged'with the currenl screen contents, a process in which
pairs of pixels are combined to produce a composite picture. The merging
is on the sâme basis as the pasting ol a window, i.e. taking account ol
excluded and protecled inks and the current paste mode - refer to the
Windows menu. Note that palettes ara not merged (see below).

A file can be erased lrom a disc by highlighting it in the RAM catalogue or
entering its filename manually, and then clicking the box by the'Erase file'
option. Contirmâtion is sought belore proceeding. The disc is automaticalty
re'catalogued afterwards so thât the free space value will be accurate.

Nole that liles can be saved or loaded by lirst clicking the save or load boxes
and then highlighting the lilename. This is the recommended sequence as it
removes the possibility of saving a file when loading was intended, and vice
versa. A filename can be un-highlighted by selecting il lor a second time.

To keep a complete record ol a finished picture, it is necessary to save the
current palette alongside the actual screen contents (see the sectjon
covering the Paletle menu lor a description of what the palette is). To do
this, simply set the'Palette'switch at the top right ol the File menu to'on'
beiore saving a screen. The pâlette will then be saved as a separate file
with the same lirst name pat as the screen file, but with the lile type
exlension .PAL. For example, if you saved a screen with the palette switch
on, using the name MYPIC, then your disc would contain the files
MYPIC.SCR and MYPIC.PAL.

The current screen mode is also saved in the palette file, and when a screen
and its palete are loaded back into ADVANoED ART sTUDlo, the program
will automatically put itselt into the correct mode. Loading a lile with the
palette swrtch olf wi I not change the screen mode, nor will it change the
current paleite. Erasing a screen lile with the pale e switch on also erases
the associated palette file (il it exists).

Pictures can be compressed when they are saved, using a technique known
as'run-length compression. A compressed lile will typically be one third
smaller (it depends on the amount of detail in the picture), giving 40olo to
507" more pictures on a.disc. To compress a picture, set the'Compress'



switch at the top right of lhe File menu to on before saving it. Note that yo-
don't have to set the switch when loading back a compressed picture, since
the file will have been specially 'watermarked' to enabte it to be recognised.

ADVANCEO ART STUDIO supports the additional FD1 disc drive thar can
be connected to the CPC6128. To catalogue a disc in the second drive,
click the'B'box at the top of lhe File menu, then click the Catatogue disc
box. The free space on the disc in ddve B will be displayed below thàt tor the
disc in drive A. The BAM catalogue will contain files from both discs, the
driva number preceeding the actual filename. When a hightighted lile is
saved or loaded therefore, ADVANCED ART STUDIO knows which drive to
use.

Note thal ADVANCED ART STUDIO will only load files of lhe binary type,
and will not load a screen file il its length is greater than 16384 (4000 hex)
bytes. Some sample pictures are included on the supplied disc. ll you load
a screen into ADVANCÊD ART STUDIO that has been creared under
another art package or from BASIC, then it must have a zero olfset, i.e. lhe
screen must not have been hardware rolled.

Filelypes.SRN and .PlC are also recognised by ADVANCED ART STUDTO
and .|^/ill appear in the RAM catalogue. Only fjles in USER 0 are displayed,
but liles can be saved and loaded to other user areas by including a user
number in a manually entered tilename.

Because the CPC6128 disc operating system automatically maintains a
one-level backup for tiles (wilh filetype exlension .BAK), when overwriting a
lile lo a nearly lull disc, it may be necessary to erase the previous version
belore saving lhe new version. Beware that if you erase an old .BAK
version ol a screen file, AOVANCÊD ART STUDIO will also erase the
associated palette file if the oalette switch has been left on.

Similar File menus are used to load and save charâcter lonts, oatterns and
windows (see below). In those menus, naturatly. only lont, pattern and
window llles respectively are displayed in the RAM catalogue. Note that you
do not have to catalogue a disc separately in each File menu. catalogue in
one and the others are updated automatically (since only one RAM
catalogue is aclually used internally). The current palette cân be saved with
paitern and window liles, but not with font files. Window liles can also be
comOressed, but Oattern and font liles cannot be.

Pictures you have created using ADVANCED ABT STUDIO (they must not
have been compressed) can be loaded back lrom BASIC with the
commands:-

MODE 0: LOAO "picture.scr",&C000 lor mode 0 screens or
MODE 1: LOAD "picture.scr",&Cooo lor mode 1 screens or
MODE 2: LOAD "pictutê.scr",&C000 lor mode 2 screens.



PALETTE
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ilTril tllttt
The palette is one ol the most interesting features of the Amstrad CPC6128.
A total of 27 physical colours can be displayed by the video circuitry in the
machine, but not all of these colours cân be on the screen at the same time
(in lacl a maximum of sixteen colours in mode 0, four colours in mode 1, and
two colours in mode 2). So, instead of referring direclly lo colours when
working on the screen, we deal with'inks'. Thesè are 'logical' rather than
physical colours. Each ink is linked to one ot the available colouls (at any
one time), but the links âre not permanent. Changing the links will actuall,
change the colours that appear on the screen. The Colour Palette men-
allows you to set up these links to the colours you want.

ïhe menu contains a number of vertical 'scroll bars', each with graduations
representing lhe 27 colours available on the CPC6128. The indicator in
each scroll bar shows which is the chosen colour for that bar. The indicators
can be moved up and down lhe scroll bars (and the colours changed) b,
clicking the arrow boxes at their ends.

Twelve colours (hence lwelve scroll bars) are associated with each of lhe
sixteen inks, and ADVANCED ART STU0IO sequences through lhe sets of
twelve colours at a specified rate. Recall that BASIC allows two colours to
be âssociated with an ink, and that the CPC6128 operating system flashes
between the two colours. The ADVANCED ART STUOIO svstem is an
exlension ol this, to enable more complicated oalette animatiôn dlects to
be realised.

The choice of twelve colours per ink is not an arbilrary one. lt readily altows
2-part, 3-part, 4-parl, 6-part, and 12-part animation sequences to be sel up
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(since all these numbers are factors ol 12).

The scroll bar at the tar letl ol the screen sets the lirst colour lor an ink, the
scroll bar to ils right sets lhe second colour, and so on up to lhe bar at the lar
righl ol the screen which sets the twelfth colour. Note that allthe bars to the
right of a given bar will automatically track its indicator. Therefore, il vou
don't want palette animation. just use lhe leftmosl scroll bar to set vour
colours. Olherwise set your colours one at a time working from lelt lo;ight
across the bars.

In addition lo clicking the arrow boxes to change an ink, you can also click
on the scroll bars themselves. lf the cursor is moved up or down a scroll bar
while the select bulton is held down, the indicator will move with it.

The twelve vertical scroll bars give the set ol twelve colours lor the current
rnk, which is the ink oullined at the lop of the screen. The currenl ink is
changed by clicking one of the sixteen ink boxes. As a convenrence lor
keyboard users, the current ink can also be changed by pressing lunction
key 0 or the second dot key (lhe keys immedrately above lhe lett and riqhl
arrow keys). The l0 key scrolls the current ink to the lelt, the dot key scro s it
to the right.

The horizonlal scroll bar near the lop ol lhe screen sets the speed ol the
palelte animation. The lastest speed is obtained by moving its indicator to
lhe lar left, and the slowest speed by moving it to the far righi

The border colour can also be changed trom lhe Patette menu by clicking
the box marked'Bordea. Again lwelve colours can be set, sequenced at the
same speed as the inks.

The 'Cycle'switch at the top left ol the Palette menu allows the palette
animation to be suspended, in which case only the lirst colour lor each ink rs
significant. The 'Rotate' option is used in conjunction with lhis swilch, and
rotates the sel of colours lor each ink by one position to the lell. As an
alternative to a single animated palette, you can elect to have twelve
stationary paleltes, and use the 'Rotate' oplion to swap between.them. Note
that rt the 'Cycle' swrtch rs oll, scroll bar indicators do not track one another.

ïhe set ol colours tor one ink can be copied lo another ink. To do this, lirst
select the ink to be copied from, click the'Copy'option, then select the ink to
be copied lo.

'Stândard'sets the palelte back to its delault or initial state. Pressing the
ESC key also restores the pale e to its standard state. This key is usetulto
remember if you accidenlally set two inks to the same physical colour and
rose srgnt ot lne cursor!

The'Undo'oplion cancels any changes made to the palelte since the
currenl ink was selected by clicking one ol tho sixteen ink boxes. ll the
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current ink was selected by using the l0 and dot keys, the 'Undo'will cancel
all changes since the beginning ol the palette change operation, or since
the last ink was selected by clicking an ink box.

The elfects of any palette changes to the picture being worked upon can be
checked by moving lhe cursor to the'View'box and holding down the select
button.

The'Menu'option is the exit from the Colour Palette menu, and confirms the
new choice ol palette.

When a palette is saved to disc (see File above). allthe relevant inlormation
about it is recorded, i.e. the ink and border colours, the animation speed,
excluded and protected inks, and the state ol the cycle switch.

In screen modes 1 and 2, it is perhaps best to design your pictures using the
standard colours, and then adjust the palette at the end just before saving
the screen. This will ensure that all the pull-down menus are legible, since,
with some ârrangements of colours, they would not be.



INKS

For the sake ot convenience, the Inks menu can be reached trom mosl ol
the main pull-down menus via the'Set inks'option. The menu allows two
inks to be delined, a loreground ink and a background ink. Each ink can be
set to one of sixteen colours or to transparent. The outlines around the
boxes indicale which inks are current. Note that the same Inks menu is
used in all three screen modes, where the number ol inks actually available
changes. In modes 1 and 2, therelore, some ol the ink boxes are repeateo.
however the duplicates give the same results il used.

The loreground ink is used to specily an ink tor most ol the drawing that is
done on ths screen. For example, all shapes are drawn in the current
loreground ink, and all pens paint in the currenl foreground ink. The
background ink is used, for example, to specily an ink when clearing a
window, or lo specify the background ot characters prjnted on the screen.

The lnks menu is also used to specity inks where lhe terms foreground and
background don't have any literâl meaning. For example, when swapping
two inks within a window on the screen, the inks are delined via lhis menu.

A 'transDarent' ink is one which leaves lhe screen unchanoed when
anything is drawn. For example, printing text with a transparenl bâckground
ink allows ths existing pixels between the characters to show lhrough.

Note that you can pull down the Inks menu lo change lhe loreground and
background inks lvithout losing the'mode'you are in, in other words the
cursor icon doesn't change.

13



PAINT

This menu controls some ol the main lacilities lor drawing on the screen. lt
provides access to three diflerent 'tools' - a pen, a spray can and a brush. In
addition, it allows brushes to be re-designed lo suit individual requirements.



Srxteen Dens of various shapes and slzes are avarlable To use a pen

move thè cursor down the Paint menu until the'Pen'option is highlighted'
oress select to Dull down a menu containing the dilferent pens, choose one

bv oointinq al i[with the cursor, then press selecl again The arrow cursor
w-ill be reàlaced bv a representation of a ôen. This cursor can then be

moved adout the écreen and pixels painted with it by pressing select ll
paints in lhe current loreground ink. lf the selecl button is held down as the

cursor is moved, continuous lines can be painted

A oen will not chanqe anv pixel wilh a protecled tnk (see Miscellaneousl
This enables vou toiet uô lpecial purpose pens For example' set all the

inks except grêen to be protected and set the foreground ink to yellow - you

now have a-pen which just turns green pixels into yellow pixels, and has no

ellect on any other Pixels.

Pens can also be used as erâsers, there belng no real dislinction between
the two. For example. suppose you were constructlng a dlagram In reo alle'
havino cleared the screen to blue To draw the elements of your diagram'

vou doulO use one ol the pens wrlh the loreground ink sel to red Now

ôuooose vou made a mistake and wlshed lo remove part ol your drawrng

You woulô simply change the loreground ink to blue and continue using the

same pen to draw over the mistâke

Erqht soray cans with a range ol dlameters are available' each of which

soiavs â rinOom pattern ol dôts on the screen in the current toreground ink

Vou'can demonstrate this random nature by choosing one of the larger

soravs. and holdrnq down the select bulton whrle keeping the spray can rr

one ôtace. Eventuàlly a solrd drsc will be drawn. The spray may ol course
be moved as rt is paintrng to produce gratliti-like effects A spray will not

aflect Dixels with protected inks
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The llow rale lorthe sprays is adjustable. Three rates are avai able.
namely'Fast', Medium' and 'Slow'. The llow rate can be changed by clicking
one of the boxes in the Sorav menu.

The Brush option in the Paint menu pulls down a menu containing lifteen
patterns which can be painted with as brushes. Io use a brush, click one ol
the pallerns lrom this menu. The arrow cursor will be replaced by a
.eprese^tat o- of a orLsh. w^ich can ttsen be rroved about t'te scree^ d^o



pixsls painted by pressing s€lect. A brush will not aftect pixets with
prolected inks. Brushes can be in one or two colours or they can be
multi-coloured. A wide range ol brushes is provided on the supplied disc_

The lasl option in the Paint menu invokes a Pattern Editor. This enables you
to edit each ol lhe fitteen brushes to tit your parlicular requirements, oi to
load some of ths ore-delined brushes.

PATTERN EDITOR

This menu enables you to edit the litteen patterns used for textured lills and
as paint brushes. The sam€ set ot patterns is shared by the fill and brush
options, and they both use the saine Pattern Editor. Îhe editor can be
reached trom the Fill menu or thg Paint menu. lf entered via the former.
thon the patterns are 'tessellated' in thê menu boxes (so an idea ol how they
lit together can be obtained). ll entered via the latter. single examptes ot the
patterns are displayed in the centres of lhe menu boxes.

The Pattern Editor contains a large scale repr€sêntation of the current
panern and an example ot th€ pattern at normal size. The individual pixels
in the enlârged pattern can b€ altered with the arrow cursor. Positioning the
cursor ovêr a pixel and pressing selsct will change ths pixel to the cuirenr
ink, which is shown outlined at the top of the display. The curr€nt ink is
changed by clicking one of the bottom row of sixteen ink boxes. As â
conveni€nc€ lor keyboard users, the current ink can also be changed by
pressing lunclion key 0 or the second dot key (the keys immediatety above
the left and right arrow keys). The l0 key scrolls the current ink to the lelt,
the dot key scrolls it to the right.
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The patterns are really made up of pixels with'pseudo-inks', where each
pseudo-ink is linked to one ol the real inks. Changing the links changes the
colour ol the pixels in the patterns. The top row ol sixteen ink boxes
represents the colours set from the Palelt€ menu (the real inks). The
botlom row represents the sixteen pseudo-inks. Clicking on one ol the
boxes from th€ top row changes the physical ink of the current pseudo-ink
(the one marked with an outline) in the bottom row.

The last lhre€ pseudo-inks are different. 'F' and 'B' are the current
foreground and background inks, set lrom the Inks menu. These
pseudo-inks are used lor developing two-colour patterns. 'T'stands for
transparent, and lhis pseudo-ink is used tor masking out ir.egularly shaped
brushes, or lor designing overlaying tills. Note thal the links for these three
pseudo-inks cannot be changed.

This may all sound complicated (and indeed it is complicated), but a little
practice will hopefully clarify things.

The size ol the currenl pattern can be altered by clicking one of the lour
arrow boxss at the right-hand side of the display. The size is adjustable
trom 1 by I up to 16 by 16 pixels, in steps of a single pixel. The box between
the arrows sets th€ pattern to the maximum sizê. Note that a pattern used
as a fill t€xturs is tessellated to fit exactly within the example box whatever
its size.

The current pattern can be changed by pulling down the 'Select' menu, and
clicking one ol the filteen palterns. The current pattern is marked with an
outlrne.
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There are a numb€r ol operations that c:ln be pertomed upon lh€ currenr
paltern by pulling down the menu from the 'pattern, box. ,Cieaf sets all the
pixels in lhe currsnt panern to the current ink (which could be transDarenr
lor example). 'Flip hrz.'and 'Flip vft.' fljp the current pattern abôul its
horizontal or verlical axis respectively. ,Rotate .t/4' roiates the currenr
p^atlern by 90 degrees clockwise. 'Scroll lett', 'Scroll right,, ,scroll up'and
ùcrofl oown sc,o the current pattern by one pixel left, righl, up or down
respecnvory. A panern can be fotaled by more than g0 degrees by selectjng
the rotat-s option two or thres limes, or scrolled by more ihan orie pixet by
repeatedly seleciing the last four options.

One pattern cân bê copied to anothef. To do lhis, first select the pattern to
be copied from, click the 'Copy' swilch, then select the pattern to Ëe cooied
to.

The'Capture option is onty hightighted il a window has previoustv been
delined (see lhe seclion coverrng lhe Wrndows menu below). lts lunêtion is
to copy pixels from the defined windorv into the current pattefn. in other
words it grabsa pattern trom the screen. The resulting pâttern wi be the
same size as the window. unless it is larger than 16 bt i6 prxets. In whrch
câse it will be clipped lrom its bottom right-hand corner.

An 'Undo'facility is availabl€ within ths panern Editor. This cancets arrv
changes made lo lhe current patlorn, up until th€ poinl another pattern rs
solected. or an option in the 'Pattern' menu is used. For exati]Dle, if a
panern was clear€d by mistake, then cticking the,Undo,box immediatety
atteMards would reslore it.

Clicking the example box al the bottom right-hand corner ot the display
allor,vs a newly edaled paitern to be used as a lill texture or as a oarnt biush
(depending on whether the Pattern Editor was entered via the Ëi or parnr
menus respeclively). The'Menu option is an exit from the pattern Editor
wilhout filling or painting.

Palterns can be saved to and loaded trom disc by pulting down the men-
from lhe'File'box. This is very similar to lhe lite ôpiionsin the main men_
(s€6 above) except that merge is not avâilable, and, of course. ônlv the
pattern liles on a disc ar€ disptayed (those with the .pAT filetype). it the
palette switch is set, th€ current patette will be saved or loadeij aionqside
tha patterns. Pattern liles cannot be compressed.

A number ol sample pattern files are provided on the supplied disc, some
multi-colour as well as some two-colour lill and brush tiies. Studv ol the
laller will show how lhe 'F . 'B' and 'T' inks can be effectivetv used. '



MISCELLANEOUS

The first option in this menu, 'Redo, is the complement ol tne undo
lunction (see berow). ii swaps the mâir'r screen with rls back-up store (as
opposed to replacing it wilh), and thus allows ân Undo'to be previewed
Selecting'Redo a second tirne car,cels the ellects ol a first'Redo'

The second option in this menu removes the menu bar from the lop ol lhe
scrcen and allows you to view the enlire 25 lines ol your picture Press lhe
select butlon lo return to the menu. Note that'Undo'does not function alter
viewino the screen, but remember that you can alwâys scroll a picture by
clickrng the up-arrow an0 down-arrow boxes to see the extra three lines and
still relain the'Undo' facility

Tne thrrd optron clears the whole screen (including pixels with protected
inks) to the current background ink. 'Undo is available il you clear the
screen by mistake To clear the screen, but leave protecled inks on the
screen, selE.: Whole screen in lhe 'Windows' menu and then 'Clear

The nexl three oolions allow vou to switch belween the ditlerent screen
modes ol the CPC6128. (To recap, rnode 0 olfers a resolution ol 160 by 200
pixels in sixteen colours. mode 1 ollers a resolution ol 320 by 200 pixels in
lour colours, anC mode 2 ollers a resolulion of 640 by 200 pixels in two
colours). Your picture is nol lost when changing mode, it is converted to the
new format. Obvioesly some compromises have to be made In dc)ng lhis
ln going to a higher resolution mode, for example lrom mode 1 10 mode 2
some oJ the colours in a picture are lost (with the standard palene, while and
black are unchanged, red rs changed to white, and blue is changed to



black). In going to a lower resolution mode, for examgle lrom mode I lo
mode 0, no colours are lost, but some of the line detail in a picture mav be.
Note lhat you can always undo a mode change by cticking tÉe.Undo,bôx in
lhe marn menu bar. ll a fresh stan is required in the new mode. the screen
can be cleared after the mode has been chanoed.

Ink protection is a powerlul lacility which specifies which inks have a hioher
priority over others. Pixels with protected inks are not obscured w-hen
anything is drawn over them. Ink prolection applies to just about any
drawing done on lhe screen, it applies to shapes, text. windows, pens.
sprays, brushes, and to fills.

The prolection ol an ink can be sel or reset by clicking its assocaated box In
the Protected Inks menu - an outline around the bôx siqnilyinq lhat rt rs
protected. The option to protect'All'the inks woutd. at tirstéigÉt. seem to be
ol limited value, but is uselulwhen protecting all but one of thè inks The box
marked None'sets no ink lo be protected. The,Undo'option cancels any
cfianges made since the ink protection menu was last pulied down, and the
'O.K.' option exits from the menu conlirminq the ink protection settinos
Protecled ink settings are saved with lhe palette lile.

A gnd lock is availablê in AOVANCED ART STUo|O, which tocks the cursor
to an rmaginary grid on the screen. The qfld is usetul In alionino the
components ol a drawing. The tock can be sel independen y i-n th; two
axes, and at a number of graduations. For exâmple, itthe X-lockwassetro
4 and lhe Y-lock to 8, lhen lhe cursor would be restricted to everv 4th oixel
horizontally and 8th pixel verlica y. tf a shape was being drawn ai the ijme,
then the vertices ol lhe shape would be locked to those particular oixels.
Note thal the grid lock also applies to painting, windowing, ând text.
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The next optaon pulls down a menu which controls lhe lnput devices. ïhis
menu is dealt with in lhe section below.

Ihe option 'Save new copy'saves a personalised copy ol ADVANCED ART
STIJDIO to the disc in drive A. The copy will be personalised in the sense or
berng saved with the state of the menu switches, the screen mode, the
current palette, the current set ol pâtterns. the RAM calalogue, and the
currenl lont all intact. Consequently, when the copy is ioaded back, the
system will be already set up lor individual requirements. Make sure you
have a lormatted disc in drive A when selecting thrs option (Do nal use the
masler disc supplied with ADVANCED ART STUDIO). Copies ol
ADVANCED ART SïUDIO are loaded in the same way as the original. r.e
reset vour CPC6128. lhen enter the command RUN 'STUDIO'

The linal option in the Miscellaneous menu displays a copyright message
and the release number ol the particular versron ot ADVANCÊO ART
STUDIO you are uslng.



INPUT DEVICES

This menu enables you to specify the Input devrce for your coov ol
ADVANCEO ART STUDIO, i.€. what actualty moves the pointer arourid the
screen. ln lacl, ADVANCED ART STUDIO allows more lhan one Inour
devics to be'active'at the same lime, lwo devices can act In 'tandem. For
example, a joystick mighl be used for most of the movement around the
screen, and lhen the keyboard brought in lor very fine pixel work. The
prognm is initially set up lo use the cursor (arrow) keys to move the pornler
and th€ space bar to select options. in tandem wilh a joystjck 0oystick #O or
#1, either'fire' button).

You can configufe the program to use your own choice ol live kevs on the
keyboard (four direction keys and setect). The tinaloption in this rienu (see
below) allows this. Once delined, the new arranoement ol kevs can be
brought into play by clicking the User-delined keya option. No[e.that rhe
user keys are inilially set to cursor keys and ÊNTER.

AOVANCED ART STUDIO also supporrs AMX and Kempston mice. A
mouse is a far more sophisticated input device than a joystick or ihe
keyboard, and allows much greater control over lhe moiément ol the
cursor. Note thal any ot the selecl buttons on a mouse can be used to
control the program.

Two cursor speeds are available, whether the pornter rs berne moved bv the
keyboard/joystick or by a mouse. The inrl,al setting ts the slower speed To
engage the fasler speed. simply set the'Fast cursor'switch lo on.

To can elect to use a cross-hair cursor instead ol the icon cursors (exceol



the window and texl cursors) by setting the'Cross-hair curso/ switch to on.
lcons are useful reminders ol the'mode'you are in, but experienced users
may preler the less cluttered cross-hair cursor. lt is also easier to gauge the
aclual poinl ol application of lhe latler.

The coordinates of the cursor can be continuously displayed in the top
left-hand corner of the screen by turning the'Display coords'switch on (the
coords are only actually displayed when the cursor is not in a menu). These
coordinates uniquely identify êvêry pixel on the screen, and so are uselul in
positioning the cursor accurately. The origin of the coordinate system is the
bottom leffhand corner of the scrêen (when fully scrolled up). The X-coord
runs from 0 to 639 (in increments of lour in screen mode 0, increments or
two in mode 1, and increments ol one in mode 2), and the Y-coord runs
trom 0 to 398 (i;r increments of two in all three modes). This is the same
coordinate system as is used by BASIC. Recall that the SHIFT key in
conjunction with the direction keys can be used to move the cursor a single
pixel at a time.

The linal option in the Inpul devices menu allows the useÊdelined keys to
be reconfigured. Click this option and you will be asked to specify lhè live
keys, in the order corresponding to'left', 'right', 'up', 'down', and'select'. For
each, press your choice of key. You should only use letter, number and
punctuation keys, not CAPS LOCK, SHIFT etc. as these have olher
meanrngs.



UNDO

This is one of the most useful lacilities in ADVANCED ART STUDIO as it
undoes the elfects of the last command or operation.

When a command such as'fill' is selected, the main screen is automatically
copied to a special back-up store. The fill operation is then performed on
the main screen. lf lhe result is not what's required, then clicking lhe 'Undo'
box causes the back-up store to be r€stored to the main screen.

Note that this lacility only works immediately alter any change to the screen.

Undo will not change the current mode ol operation, in other words the
current icon is nol lost. ll a window outline is on screen when undo is
selected. then it will be relained.

To avoid disappointment, it is imponant to appreciate êxactly when the
screen is'backed up'. As a rule, the screen is copied to its back-up slore
when a command in a pull-down menu that flashes is selected (delining
windows is an exception to this), or, for example, lhe Font Editor is entered.
ll is not backed-up when a menu switch is changed, or when a new ink is
selected. lf in doubt, remember that you can always force a back-up by
re-selecting the command.



WINDOWS

A window is a rectangular section ol the screen, markeo by a dotted ou ine,
which cân be acted upon as a whole. Windows can be cleared, moved
copied, smeared, re-scaled, flipped, rotated, and saved to or loaded from
disc. 'Undo'can be used after a window has been processed to reverse any
elfects.

A window can be defined by pulling down the menu from the 'Windows' box,
moving the cursor to the'Ostins window' option, and pressing selecl. The
arrow cursor will be replaced byasmall box cursor. Th is cursor can then be
moved about the screen and the select button Dressed twice to define two
opposite corners of a window. Thê outline ol the window will be marked on
lhe screen with a dotted line, and the cursor will turn back into an arrow.
The Windows menu can then be pulled down for a second time and one ot
the window processing commands selected. Note that at any time while the
window is being defined, you may abort lhe definition by pressing the ESC

A window that is larger than the 22 visible lines of the screen can be defined
by clicking the first corner, clicking one df the arrow boxes to scroll the
screen, lhsn clicking the second corner. The opiion 'Whole screen'defines
the whole screen as a window The option 'Last window' re-defines the last
used window.

Clicking the option 'Clear window' clears lhe pixels in a window to lhe
cuffenl background ink, set lrom the Inks menu. Pixels with protected inks
(see Misc. above) are not cleared.

As explained above, a window can b€ cleafed by first defining it using the



'Definê window'option, then pulling down the Windows menu a second time
and selecting lhe'Clear window ottion But an easier and lasler method is
lo select the Clear window optiôn direcly. which allows a window lo be
delined and lhen immediately clears it. The rest ol the window processing
commands in lhis menu work in the same way, they can De selected
directly, or selected aller a window has been detined. You shoutd use the
separate'Detine window option however in the tollowino situalionsr- lor
capturing pixels lrom a wtndow into a pattern or lont. lor piinting a windo,,!.
or lor saving a window to disc.

The'Multiplê' switch allows multiple windows lo be cteared. or muttiple
windows to be pasted. re-scaled, flipped, rotâted etc. Set the switch to on
betora selecting a window processing command to use this facility.

A window can be copied ro ânother point on the screen by clicking the Cul &
paste window' option. Once lhe window has been delined. â second
window outline appears which moves as a whole with the cursor, and when
lhe select button is pressed, the original window is copied lo the new
window. Nole that the second window is moved via the lirst corner detined
in lhe original window. lf lhe 'Multiple' swjlch is on. as many copies ot the
window can be made as required.

The oplion 'Cul, clear and paste' is similar to the above with the addition ot
cleâring the originalwindow (to lhe current background ink) when copying il,
i.e. it effectivelv moves a wini, .r.

The sub-menu'Paste mode'conlains a number of switches whrch alfecl the
pasling ot windows.

Normally a window ov€rwrites the screen when il is pasted. lt can, however,
be @mbined or merged with the existing screen by selecting one of the
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'Merge'options. Il'Merge OR'is set, pixels are combined on an OR basis. tf
'Merge XOB' is set pixels are combined on an XOR basis. Finally, if 'Merge
AND' is set, pixels are combined on an AND basis. To turn off merging.
re-selecl lhe'Overlay' option.

'Smear' is essenlially an auto-repeal on the select bunon when pasting, and
allows a window to be used like a paint brush. lt is best in coniunction with
small windows.

lnk exclusion is a powertul leature that allows panicular inks to be excluded
when a window is pasled, in other words lh€ inks are left behind. ll is uselul
to exclude the background ol an object being pasted. so as not to obscure
the object's new surroundings.

The exclusion ol an ink can be set or reset by clicking its associated box in
the Êxcluded Inks menu - an outlinê around the box signitying that i{ is
excluded. The option to exclude'All'the inks would, at first sight, seem to be
ot lrmited value, but is useful when excluding all but one of the inks. The box
marked 'None' sets no ink to be excluded. The'Undo'option cancels any
changes made since lhe ink exclusion menu was last pulled down, and the
'O K. optron exits trom the menu conlirming the ink exclusion settinos
Excluded ink settings are saved along with the colour palette

Ink protection also applies lo lhe pasting ol wtndows, any pixel,rflith a
protected ink will show through when pasted over This enables windows to
be pasted behind other objects, typically to preserve the foreground ot a
picture.

A window can be enlarged, reduced, squashed, or stretched actions
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collectively known as're-scaling' - by clicking the Re scale window option.
This allows two windows to be defined, the first window is then'mapped'
onto the second window. being re-scaled as necessary to ljt into the new
outline. Note lhat there may be some loss of fine detail when a window is
reduced in size.

The option'Clear & re'scale'clears the origtnal window when re scaltng rt
Ink protection, ink exclusion and the switches in the Paste mode men
(apart from 'Smear') apply to the re,scaling of wandows in the same way thal
they apply lo the cutlrng and paslrng ol windows

Windows can be saved to and loaded from disc by oullino down the menu
lrom the'File'entry. This is very similar lo the lile opt'onsJn lhe marn menu
(see above) excepl that merge is not âvatlable and, ol course. only the
window files on a disc are displayed (those with .WlN liletype) A window lo
be saved to disc must be delined belore the File menu rs pulled down
Loading a window is equivalenl to pâsting with it. Ink prolectron Ink
exclusion and lhe switches in the Paste mode menu apply as belore A
loaded window is moved via the lirst corner delined when lhe wrndow was
saved. Note that the paste mode. any excluded Inks etc. must be set up
before lhe window is loaded, il a menu rs subsequently pulled down the
window will be losl (because the internal bufler used lo store lhe window is
also used to store the section ol lhe screen under a oull down menu).
ll th€ palene swilch is set, the currenl palette wi be saved or toaded
alongside a window Window files can be compressed in lhe same wav that
whole screens are. by setting the'Compress switch at lhe top right ôt ihe
File menu. Some sample windows are provided on the supplied disc, ano
are detailed in ADoendix 2



Clicking the 'More . . .'option at the bottom of lhe Windows menu pulls down
an extension to the .nenu containing some more window processrng
commands.

Windows can be tlioDed'or mirrored about their horizontal and venical axes
by selecting the'Flip'options in this menu.

Windows can be rctated clockwise by one-quarter, one-half, and three
quarlers ol a complete turn (equivalent lo 90, 180 and 270 degrees
respectively) by selecring the 'Flotate options.

The tunction ol the 'Change ink option is to change one ink into another
over the whole, or parl ôf, lhe screen. Two inks are defined via the Inks
menu, a source ink is specified as the background ink. and a destination ink
is specified as the foreground ink. The option then converts all occurences
ol the source ink to the destinalion ink within a window.

The'Swap inks'oplion takes two inks within a window and exhanges them.
Again, lhe inks are detrned via the Inks menu as foreground and
background.

It should be realised lhat these last two options physically change the inks ol
pixels on th€ screen, and have nolhing to do with the palette.



FILL

Fillng is a lechnique lor raprdly setting all the pixets within an obiecl o.
shape on the screen. the object to be filled must have a continuous ou ine
but ihe outline can be quite cdmplex. An object can be filled with soLid coloJr
or it can be lilled with a pattern (or t6xture, as it is known). Textures can be
In lwo colours or they can be multicoloured. A wide range of textures is
provided on lhe supplied disc - these anclude various stiDDles and hatches.
and specialised patterns such as bricks and roof tiles. In addition, new
textures can be designed lo suit individual requlremenls

To fill an object solidly, move the cursor down the Ftlt menu until the'Solid
fill'or'Over fill'option is highlighted and press select. The arrow cursor wi..
be replaced by a representation of a paint roller. Move lhis cursor about the
screen to some point lvithin the object you wish to fill, then press setecr
again. The fill will proceed outwards in ev€ry direction. tn the current
ioreground ink, trom the chosen point until the outline of the obiect or the
border of the screen is encountered.

The distinction between Solid fill'and'Over li ' is a subtle but impo(anl one.
and rests upon their ditferent 'boundary conditions . A sotid till fiits outwards
unlila pixel ol a diflerent ink to the starting poinl i5 snsgur.1gred. An over li
lills outwards until a oaxel c! a drtterenl Ink to lhe starttng potnt rs
encountered. doth iills set pixels rn the current foregrotôd ink. For
example, imagirre a triangle on a $/hjte background with one side ol the
triangle black, another red. ani .hê third btue. Selecling ,Solid fill'and
clicking some poinl within the triangte, with black toreground ink s€t, wi
result In the triangle being neatly filled in black. Or, selecting 'Over lill, and
clcKrng some potnt wrthin the traangle, again with black foreground ink. will



resull In lhe fill going righl over the red and btue sides and probably ending
uP covering the whole screen.

Any pixel on the screen with a protected ink will not be attected by a lill. In
lact any till will go right underneath such a pixel (it does not àct as a
boundarv)

To fill an object with a patern, move the cursor down the Fill menu until the
'Textured fill'opùon is highlighted, then press setecl to pull down a menu
containing the fitteen available textures Click the desired texture, then click
$me poinl withrn the object lo be lilled A lexlured fill is a two staoe orocess
First an ordrnary sold till is done, then the chosen texture is'ma;oed'onto
all lhe pixels on lhe screen that have been set by the solid fitl

Note lhal lills take place over the whole screen including lhe three lines not
vjsible al any one time. The results ot a lill can be cheèked by clicking the
up-arrow and dôwn arrow boxes in the main menu bar to see these èxtra
lines. A till can be aboned by pressing the ESC key. I a fil .leaks,out 

ol an
object, or is in any way unsatislactory, it can be removed by clicking the'Undo'box

You mây like to know that tne till algorithm rs structured around an inlernat
slack whrch slores hne segments lor the obled berng tilled Approximalely 8
Krrobytes or memory are avaitable to thrs stack. but rl rS possible lhat vèry
îonvoluted shapes may cause lhe stack to ovedlow ll thts hâooens
ADVANCED ARr STUDTO wi nor crash, bur it may teave some srâiiiàrei
'n the obiect beino lilled. However, this is hardly ever likely to happen in
Drâctrce

El ETffiTIE
EErFsFil
E:iIIHI
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'Wash texture is a versatile tealure thât effectively allows you to painl
directly with a pattern. lt uses the same menu ot fitteen textures as the
above. and works by'mapping'a chosen texture onto any pixels on lhe
screen thal have been changed by a previous operation. This process is
essentially an extension ol the second slage ot a textured lill. Note that h
only works immediately after pixels have been altered.

For example, you could draw a rectangle using the Shapes menu (see
below), and lhen wash a stipple texture onto it to get a dotted outline. Or
you could wash a striped texture onto a line ot lexl for distinctive tettering.

Note that it is possible to wash â t€xture onlo the results of an over fill. Ihrs
is a powerful facility, allowing textures to be overlayed on to one another.

The last option in the Fill menu invokes a Paltern Editor. This enables vou ro
edit each of the filteen textures to fit your particutar requirements, or tô load
some ot the pre-defined texlures. Éefer'to the previôus discussion ol the
Patlern Editor following the description ol the Paint menu.



MAGNIFY

ADVANCED ART SIUDIO allows areas ol the screen to be magnified for
detailed examination and alteration on a pixel by pixel basis Ïnree levels ol
magnification are available, with lacilities to edit pixels and pan and zoom in

each

To maanrly a secùon of the screen. pull down lhe Magnity menu from the
matn r;enu bar. then move the cursor down thls menu until one of the
options 'Mag x 2. Mag. x 4, or.û,/tag \ 3 rs highlighted. and press select
The arrow Cursor wrll change into a rÉpresentation ol a magnilying glâss.
Move this cursor about the screen to tne particular area you wish to
magnily, then press select again. The main screen will be replaced by a
magnilied image of this section ol your picture

An individual pixel within the magnilied section can be altered by positionrng
the cross-hair cursor over it and pressing serect. The pixel will be changed
lo the current ink, which is shown outlined al the top ol lhe display. The
current ink is changed by clicking one of the sixteen ink bcxes. Note lhat the
cursor can be moved while lhe select button is held down to aller pixels
more raorolv.

As a convenience for keyboard users, the current ink can also be changed
by pressrng function key 0 or the second dot key (the keys immediately
above lhe lelt and right arrow keys) when ihe cursor is in the magnified
section. The f0 key scrolls the current ink to the lelt. the dot key scrolls it to
the right.



The area to be magnified can be scrolled over the whole screen by clicking
the boxes with arrows in them, or'homed' by clicking the box containing the
linked squares symbol. The scrolling auto-repeats il the selecl button is
held down. Alternatively, clicking on the bars between the pairs of arrow
boxes scrolls the screen directly. The white markers on these scroll bars
show which lraction ol the whole screen is currently being magniled.

As a convenience for keyboard users, the screen can also be scrolled b,
pressing CONTROL and a direction key when the cursor is in the magnified
sectron.

The magnilicâtion can be changed al any time by clicking one of the 'x2,
'x4', or'x8' boxes al the top o, the display The current magnilication is
shown highlighted.

A grid is available in lhe x8 magnification mode'one square in the grid
representing one pixel on the screen. This grid can be switched on or ofl
lrom the'Grid'oplion in the menu bar. Note that the pixels in screen mode 1

are square, whilst those in mode 2 are halt as wide as they are tall, and
those in mode 0 twice as wide as they are tall

A local Undo lacility rs available to cancel any changes made to
magnilied section, up until the point the screen is scrolled or
magnilication is changed

The'View'option allows the whole screen to be seen un-magnilied, for as
long as the select button is held down. A box is drawn around the area
currently being magnified.

The coordinates ol the pixel under the cross-hair cursor - using the same
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coordinate system as in the main screen - can be continuously displayed il
desired. The coords display is swilched on or off Jrom.the Input devices
menu (see MISCELLANEOUS above).

When editing is complete, a return to the main menu is made by moving lhe
cursor to the box marked 'Menu'and pfessing select.



TEXT

This menu controls the addilion of lext letters, numbers, punctuation etc.
lo a piclure. Texl can be printed in two directrons, lo read lrom lett to right.
or to read lrom top to bottom, and individual charâclers can be prinled in
one ot nine different sizes and in a number ol diflerent styles.

To add text to the screen, move the cursor down the Texl menu until the
'Left to right or the'Downwards option is highlighlecj, and press select. The
arrow cursorwill change into acursorwhich looks like a capital L Movethis
cursor about the screen to the point at which you wish to add your text, then
press select again. The I cursor will be replaced by an underscore
character, which is the text entry cursor. Type in your text using the
keyboard. All the symbols marked as the key legends are available. ll you
make a mistake, the last character can be deleted by pressing DEL. Allkeys
auto repeat, and lull cursor control (with wrap-around) is available using the
cursôr keys. The CAPS LOCK key lunctions as normal, as does the CLR
key which clears the characte. under the cursor.

All characters âre printed in the current foreground and background inks,
set from the lnks menu. Either ink may be transparent, but note lhat, with a
transparent background, DELand CLR will be inellective. Anypixelsonthe
screen with protected inks (see MISCELLANEOUS) are left unchanged
when a character is printed.

As each character is printed, the text cursor is advanced to the next
character position either immediately to lhe right or immediately below,
depending on lhe direclion chosen originally lrom the Text menu. Pressing
ÊNTER or RETURN terminates the input ol text and recovers the I cursor.
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Three character widths are available, labelled 'Normal width'to,Treble
width', and three character heights are avaitabte, labelled'Normal height,to
'Treble heighl', The ticks in the Text menu indicate which options cu;entry
apply. Combination ot these \,vidths and heights leads to a totat ol nine
possible characler sizes, ranging from short, fat characters to lall, thin
characters. Note that the characters in screen mode 2 are hall the width ol
the corresponding characlers in mode 1 (because the pixels are ha[ the
width), and thoss in mode 0 are twice the width (because the oixets are
twice the width). However, lhe size of each character is rellected jn the size
ol the capital I cursor.

The spacing ol lext rs variable. and can be attered by pulhnq down the men.
lrom the Spacrng'ophon. This specities lhe sepàration-ot characters in
pixels. in the range 4 to 15 (normally 8). There is a hafi-width character lonl
on the supplied.disc lsee below). which wilt give. with the spacing set to 4.
double lhe number ol characters per line.

Individual characters can be printed al normal orientation or sidewavs. The
latter helps with the annolation ol diâgrams. etc. To prirfl characteô in lhis
way, simply set the 'Sideways' swilch in the Text menu to on belore
selecting 'Lett to right' or 'Downwards' {or indeed, after selecting).

Texl can be bold, where each character is printed twice, the second time
one pixel to the right, ând so appears to stând out. To prinl bold characlers,
set lhe'Bold'switch to on.

Text cân also be printed in ilalic, a forward slanting style, by éê[ing lhe'llalic'switch lo on. However, lhts does not atways give !atistâctory reiults
lor every character. so a separate rtatic tont is lncluded on the disc (see
below).

38



Frnally, the lasl optron in the Text menu invokes a Font Editor.

FONT EDITOÊ

This menu allows you to edit the character set, or font as rt is called, tha he
Texl options use There are 96 characlers in a font, ranging lrom the space
character to lhe pound symbol (ASCll 32 lo 127). (Technically this last
character rs oul ot ASCII sequence bul ts Included 

'n this posrtion so thal
lhere are equivâlenls in the font for all the symbols marked on the
keyboard.) Whole new fonts cân be created using this menu, or exisling
fonts can be allered Fonts can be stored on disc, and loaded into memory
as requrreo.

The 96 characlers In a loni are displayed al the bolom ol lhe screen, each
consisting ol 8 by 8 pixels One of these characters is the currenl character,
thrs rs marked by a top and lail cursor The currenl character and the
charâcters immediately to ils lell and right are shown In enlarged form
above the lonl

The Indivrdual prxels In these enlarged characlers can be altered wrth the
arrow cursor Positionrng lhe cursor over a pirel and pressing select wrtl
loggle the pixel Then, as long as select rs held down, and the cursor is
moved about, other pixels under the cursor will be changed in the same wa,
as the lirst. For example, clickrng on a set ptrelwitl reset that pixet and reset
any others unirl select is released. and clicking on a reset pixel will set the
prxel and subsequenl pixels until select is released
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A oarticular character can be made th€ current character by pointing at it in
thà font at the bottom of the screen and pressing selecl. Allernatively the
current character can be scrolled thlough the entire tont by clicking the
boxes r,vith arrows in them. Tho scrolling auto-repreats il the select button is

held down. As a convsnience for keyboard usels, the curenl character can

also be scrolled by pressing CONTROL and a direction key.

I-

Ihere are a number ol operations that can be performed upon the current
character bv gullinq down the menu from the'Character' box. These
operations ârb:- cléar (reset all pixels), invert (toggle all pixels), flip
horizontal, flip vertical, rotate 1/4 (90 degrees clockwise), scroll le[t, scroll
right, scroll up and scroll down (by 1 pixel). A character can.be rotated by
mbre ùan 90 degrees by selecting the rotate option two or three timès, or
scrolled by more ihan one pixel by repeatedly selecting the last four options

The same set ol operations can be pedormed upon the lont as a whole by
pulling down the menu lrom the'Fonl'box.

An 'Undo' facility is available within the Font Edilor. This cancels any
changes made to the character set, up until the point the current charactel
is scrolled or an option in one of the pull-down menus is selected. For
example, if the whole font was cleared by mistake. then clicking the'Undo'
box immediately atterwards would restore at.

One characler in the lont can be copied to another. To do this, firsl select
the character to be copied trom, click the'Copy'box in the menu bar, then
select the character lo be copied to.

The character set contained in the CPC6|28's ROM (the characters
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available in BASIC) can be loaded rnto ADVANCED ART STUDIO'S font by
selecting lhe 'Copy ROM' option in the Misc. menu (this is the font that is in
memorv when ADVANCED ART STUDIO is loaded for the firsl time).

The'Capture lont'option in the Misc. menu is only highlighted if a window
has previously been delined (see the section covering the Windows menu
above). Its lunction is to copy blocks of pixels from the delined window on
the screen into the lont. Copying starts at the current character and
proceeds left to right across the window, from top to bottom. until all the
pixels have been used. In screen modes 0 and 1 the least signilicant ink bit
determines whether a oixel is set or reset.

Fonts can be saved to and loaded hom disc by pulling down the menu trom
lhe'File'box. This is very similar to the lile options ir| the main menu (see
above) except that merge is not available and, ol course, only lhe font files
on a disc are displayed (lhose with .FNT filetype). Note that there are 768
bytes (96 x 8) in a lont, and ADVANCED ART STUDIO will retuse to load a
file if it's larger than this value (it can be smaller though). Fonts cannot be
compressed - they are alreâdy the minimum file srze.

A number ol sample lonts are provided on the supplied disc (including a
special ilalic tont and a hall'width tont). These lonts can be used in the
design ol your own pictures.

When ediling is complete, a relurn to the main menu can be made b,
movrng the cursor to the box marked'Menu'and pressing select. The tonl
created or loaded is then available via the Text menu.

Nole that this tonl editor doesn't have lo be used exclusively lor ordinary
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lêtters and numbsrs. lt could just as wsll bs used for ths crsation and
êditing ot user dgfined charactêrs, or any olhsr symbols thal tit into an I by
Igrid.

Character sets that you hâvs creatsd using thê tont editor in ADVANC€D
ART STUDIO can bà used in your own progftrms with the following BASIC
routine:-

10 SYMBOL AFTER 32
20 I=HIMEM+I
30 LOAD "tilêname.tnt",x

12



SHAPES

This menu is used to draw various shaoes on the screen. Ten different
shapes are available, namely single points, lines, a continuous line,
rectangles, triangles, rays, circles, filled circles, ellipses, and filled ellipses.
Shapes are drawn by moving the cursor about the screen and pressing
select to define the vertices. All shapes are drawn in the currenl foreground
ink, and pixels on the screen with protected inks are not obscured by any
shapes drawn over them. Rectangles, triangles etc. are composed of line
segments ol single pixel width.

For example, to draw a triangle, pull down the Shapes menu, then click the
'Triangles' option. Move the cursor about the screen, and press the select
button lhree times to define the three corners ol the triangle.

Bays are line segments radiating out lrom a common centre point,lthe first
point delined.

A circle is drawn by pressing select once to deline the centre, then pressing
select a second time to deline a point on the circumference. An ellipse is
similarly drawn - pressing select the first lime to deline the centre, then
pressing it a second time to detine the dimensions (think ot it as defining the
centre and corner ol a box into which the elliDse is titted).

Filled circles and ellipses are drawn in the same way as outline circles and
ellipses. They are filled in the current foreground ink. Note that circles and
ellipses are drawn over the whole screen, including the three lines not
visible at anv one time.



Multiple shapes can be drawn without needing to pull dorvn the Shapes
menu each time. ADVANCED ART STUDTO siays in'shapes mode.unt,,
something else is selected.

Shapes can b€ drawn 'elastically'. An elastic shaps moves with thê cursor
across_ the screen, sxpanding and contracting as nec€ssary. pressing
select tixes the vertgx ol an elastic shape as before. This is helpful in getting
a shape inlo the corr€ct position betoré being committed to thai posilio-n. To
draw an elastic shape, set th6 'Elaslic' switch in the menu to on before
selecting one ot th€ shape options. Note that an elastic shape can be
aborted by prsssing the ESC key.
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APPENDIX 1 - USER-DEFINED PRINTERS

Provision has been made in ADVANCED ART STUDTO to support printers
nol explicitly listed in the Print menu. The system is expanded via a printer
parameter tile, which is stored on the same disc as the working copy of the
program (don't use the master copy). When ADVANCED ART STUDTO is
booted, it looks lor the parameter file on the disc. and loads it if Dresent.
This must be a 29 byte binary tils with the lilename "PR|NTER.DEFI'. tt can
then be selected by setting the 'User-defined' option in the print menu. The
information needed to construct a parameter lile for your printer should be
contained in its user manual.

Note that subsequent copies of ADVANCED ART STUDIO saved have lhe
printer parameters built into them, and no longer nêed the parameter lile on
the disc.

The parameter file can be created with an assembler or with a short BASIC
program. An example of the tormer, lor Êpson compatible printers, and an
example of the latter, for the Amslrad DMP- t , are given below.

The first byte in the parameter file is a llags byle. BitOof this byle is reset il
the lop wire in the print head is controlled via the most significant bit (m.s.b.)
ol data bytes sent to it, or set if it is controlled by the least significant bit
(l.s.b.). For most printers, it is the m.s.b. Bit 1 of ihe flags byte-is reset lor
Epson{ype printers, or set lor printers specifically desidned for 7-bit
Cenlronics pons (such as lhe Amstrad DMP-i ).

The next eight bytes in the tile are a set ol control codes sent to the printer at
the starl of a screen dump. These control codes will typically be used to set
the correct line spacing (7 dot spacing).

The next two bytes are lhe total number ol dots across a printer page in
single density mode, low byte first. These are lollowed by eight conlrol
codes to select single density mode. The control codes should be padded
out to the letl with nulls (zeroes), rather than to the right.

The next two bytes are the total number ol dots across a page in double
density mode, low byte lirst. ll your printer has only one graphics mode,
these two bytes should be zeroes. The final eight bytes are controlcodes to
select double density mode. Again lhe control codes should be padded out
lo the leli with nulls.

The distinction between Epson-type printers and 7-bit printers needs some
elaboration. Epson-type printers are switched into graphics mode by
sending a control sequence such as ESC K followed by the number ol byles
of graphics data (number ot dots) per line. This number is invariably greàter
than 255, so it must be transmined as two bytes, the low byte tirst, thèn the
high byte. Al a single density resolution of 480 dots per line, this comes out
as the numbers 224 aîd 1. The byte 224 cannot be sent through the 7-bit



parallel port on the CPC6'|?8. To overclme this problem, ADVANCED ART
STUDIO splits pixel lines into groups of up lo 127 bytes at a time ( 127 being
the largest number in 7 bits) and precedes each group with the appropriate
control codes. Consequently, the set of control codes in the parameter file
lor Epson-type printers do not need the two bytes for the number of dots as
part of lhem. The OMP-1, on the other hand, is designed by some clever
juggling not to need an eighlh bit. lt can lransmit a complete line wlth onlt
one set ol control codes at the beginning. For these types of printers, the
number ot data bytes per line should be buill into lhe set of (7-bit) control
codes in the parameter tile.

Assembler examDle:-

; Parameters lor Epson ptinlers

DEFB O

DEFB 27
DEFB 65
OEFB 7
DEFB O

DEFB O

OEFB O

DEFB O

DEFB O

DEFW 480

DËFS O

DEFB O

DEFB O

DEFB O

DEFB O

DEFB O

DEFB 27
DEFB 75

DEFW 960

DEFB O

DEFB O

DEFB O

DEFB O

DEFB O

DEFB O

DÊFB 27
DEFB 76

top wire = m.s.b.

control codes to set line
spacing at 7/72"

dots in single density mode

control codes to selsct
single density modè

dots In double density mode

control codes lo selecl
double density mode
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BASIC êxamplê :-

10 REll Parameterc for Amstrad DMP-I
20 FOR a = 32768 to 32768+28
30 READ b.
40 POKE a,b
50 NEXT
60 SAVE "printer.dèf',b,32768,29
100 DATA 3,0,0,0,0,0,0,0,0
1 10 DATA 224,1,O,0,O,O,27,75,3,56
120 oATA 0,0,0,0,0,0,0,0,0,0
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APPENOIX 2 . FILES ON THE MASTER DISC

The master copy of ADVANCEO ART STUDIO contains a number of samole
pictures, fonts, patterns, brushes and a window library.

Pictures (Set the PALETTE switch before loading). A in MODE O

A demonstration of shadowing and refl€ction
techniques.

A background landscape for the window library
demonstralion.

A demonstration ol colour cycling. Load this piclure
and select the CYCLE option froni the palelte
menu).

RAYTRACE

FANTASY

CYCLEDEM

Character Fonls

ALPBET
HITECH
SPYOER
HALFSIZÊ

Fill Palterns

PATTEBNSO

PATTERNSl - 5

Brush Patterns

BRUSHESO

BRUSHESl

FATCAT
ITALIC
SOUARË

FLY
SCRIPT
SQUASHED

There are six pattern lfles supplied:

This sel of patterns is designed for use in MODE O,
and uses the delault oalette.

These sets of patlerns have been specialty
designed in monochrome, and don'l make use dl
any physical colours. Instead, they use the
currently selected loreground and background
InKS aI a tmes_

T_hese brushes are based upon the PATTERNSo
fl€.

These are simple brushes which use the currentlv
selected foreground and background inks.
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Wlndow llbrary

The window library contains a number of pre-drawn picture elements which
can be lsed lo producs a picture vsry quickly and easily. The piclure
sections suppli€d can be use to crsate a tantasy scenê, using the picture
FANTASY as a backdroo.

CLOUD DOOR DRAWBRID
FLAG MOAT MOON
WALL WINDOW

Also included is a ssction ol lho Raytracs picturo which can then be called
uD and used as a 'brush'. Ths window file lor this is called GLOBE.
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APPENDIX 3 . WORKED EXAMPLE

This section has been included to show what can be easily achieved wirh
the ADVANCED ART STUDTO by using its powerfut teatureé. This examote
marnly lakes advantage of window libraries ând colour oroteclion/exclusiôn

Firstly. thê backdrop is drawn using thê spray-can.

The grid-lock is set to 16 on both axes, for the positioning ol pre-defined
wandows.



The lile oDtion is selected from the windows menu, with the oalette switch
set. This âlso ensures that the protected and excluded inks âré set correctly.

A'moon'and a cloud are positioned on the screen, and the window box is
moved in order to position another window.
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A brick wall is positioned on the screen. Because the Grid-lock is on, rt
makes positioning ol multiple walls very straightlonvard.

are added,
portal with a door and lowered porlcullis.



Two windows are positioned on the'castle', along with a llag and a
drawbridge.

A window is defined around lhe castle. and then the re-scale ootion is
selected.



A second cas e is now visible in ttre dislance, âlthcugh some of the moat
has been rescaled along with lhe castle ilsell.

Magnify mode is now selected, wjth xB magnilication ând a grid. The cas e
is 'touched up, and the ollending pixels are removed.



The colours used in the castle are now protected, in order Jor some
background scenery to be positioned behind the castle.

The lriangle'option is selected lrom the Shapes menu, in order lo draw
some mounlains.



Once the mountains have been drawn, they are lilled, and snow,cdpDeo
peaks are added.

Finally. a title is added, using the Text option.



GLOSSARY

English

A
arrow boxes

B
background
back-up store
brnary
bold
bold print
ooroer
oounoary
orusnes

caps.rocK
capture font
catalogue
centre
cnange corour
crrcles
circumlerence
clear
clear characte(s)
clear screen
clear window
clicking

colour palette
colours
compressed
control codes
co-ordinates
copy ROM
cross-hârr
cursor
cut and paste

D

Dêutsch

Pfeilkàstchen

Hintergrund
7, 'êâtrcriôi^hôr
binàr
fett
Fettdruck
Band, Grenze; angrenzen
Grenzlinie
Pinsel

GroRdruck einstellen
Font einnehmen
Verzeichnis
MinelpunkVZentrum
Farbe wechseln
Kreise
Peripherie
lôschen
Zeichen lôschen
Bildschirm lôschen
Fenster lôschen
Einklicken; du rch
Knopfdrùcken aktivieren
Farbpalette
Farben
komprimiert
Kontroll-Codes
koordinieren
kopieren ROM
Fadenkreuz
Cursor, Positionszeichen
ausschneiden und einkleben
bzw. inserieren, einf ûgen

Français

cases llêchées

tond
copre oe sauve9arde
binaire
gras
rmpressron en gras
bord, bordure, avoisiner
limite
pinceaux

mettre en câpitales
satstr un caractere
catalogue
centrer, centre
changer la couleur
cercres
circonlérence
eflacer, supprimer
elfacer un caractère(s)
effacer un écran
effacer une lenêtre
cliquer, valider

palette de couleurs
couleurs
condensé, compacté
codes de contrôle
coordonnées
copier ROM
en lorme de croix
curseur
couper et coller

définir une fenêtre
diamètre
disquettes
imprimante matricielle
â points
inlensité double

define window Fenster festlegen, delinieren
diameter Durchmesser
discs Disketten
dotmatrixprinter Punktmalrixdrucker

double densily doppelte Dichte



dump screen

dump window

E
edit
edit brush
edit textur€

erastic
ellipse
erase
erasers
exclude inks

F
files
titl
filled circles
lilled ellipses
till, solid

fill, textured
flag
flip characte(s)
flip window
llow rate
font

roregrouno

grey-scale

gnd
grid-lock

H
naro copy
hexadecimal
highlight

drucke Bildschirm

drucke Fenster

edilieren
Pinsel editieren
Textur, Struktur editieren

elastisch
Ellipse
lôschen, streichen
Lôscher
Farben ausschlieRen

Dateien
fùllen, an-, auf-, auslùllen
ausgelùllte Kreise
ausgelùllte Ellipsen
einlarbiges fùllen

texturiertes lûllen
Fahne
Zeichen wenden, umdrehen
Fenster wenden, umdrehen
Flussrate
Font. Schrift (-an, Jorm)

Vordergrund

Graulaôton-Skala

Raster
Raster-VerschluB

ausgedruckte Kopie
hexadezimal
hervorheben

Steuer-. Vorrichlungssymbole
bzw. -zeichen
Druck, Tint6
Eingabeeinheit
invertieren, invertiert

vidage ds mémoire de
l'écran
vidags de mémoire de
la fenêtre

éditer
éditer un pinceau
éditer une texture, une
structure
élastique
ellipse
effacer, gommer
gommes
exclure des encres

fichiers
rempxr
sphères
ellipses pleines
remplir d'une couleur
unte
remplir d'une texture
indicateur
basculer un caractère
basculer une lenêtre
taux de diffusion
caractère(s). jeu de
caractères
au premrer- plan

échelle de dégradés
gfls
grille
verrouillage de grille

copie en clair i suppo(
héxadécimale
meltre en valeur

icônes

encre
dispositifs d'entrée
inverse

I

rcons

ink
input devices
Invefse



nvert characte(s) Zeichen invertieren inverser les caraclères
nvert window Fensler invertieren inverser un lenêtre

tustily Rand ausgleichen lustifier, aligner (des
lignes, par ex.)

K
keyboard Tastatur

last window letztes Fensler
linefeed Zeilenvorschub
lines Linien, Zeilen
load file Datei laden
ogical colour logische Farbe

M
rrragnitying glass Lupe loupe
Inask Hùlle masque
menu bar l\4enù-Balken bzw. -streilen barre de menu
merge miteinander verbinden, fusionner

mischen
rnerge lile Dateien miteinander tusionner des lichiers

verbinden bzw. mischen
rnerge window Fenster mitienander lusionner des lenêlres

verbinden
miscellaneous vielseitig divers
mode Modus mode
mouse lvlaus-Steuervorrichtung souris
multiple mehrfach multiple
multiply vervielfâltigen, multiplizieren multiplier

N
null brush Null-Pinsel
null lexture Nulltextur

o
overfill ùbermalen

over,overwrite r.iberstempeln,
ùberschreiben

P
paint roller Farbroller rouleau à peinture
pan richten (aul), zielen panoramique
Paper Papier papier
parameter file Parameter-File fichier de paramètres

clavrer

dernière lenêtre
interligne
lrgnes
charger un fichier
couleur "logiqUe"

couvrtr o un
remplrssage
recouvrir, écrire par
recouvrement

prnceau nul
lexture nulle



paste mode
palrerns
pens
physical colours
points
printers
protect inks
Pseudo-inks

pull-down menus

punctuation

R
rays
rectanoles
redo
re-scale window

rotate character(s)

rotate wrndow

s
save file
screen mooe
scroll

scroll catalogue

scroll character(s)

scroll lont
scroll screen
sel InKs
sroeways
single density
smear
snap

solid lill
spray cans
stipple
swap Inks
switches

Klebe-Modus
Muster
Stifte
physikalische Farben
Punkte
Drucker
Farben sichern
Pseudofarben

'raus ('runter-) ziehbare
Menùs
Punktion

Strahlen
Rechtecke
noch einmal machen
FenstergrôBe neu f estsetzen

Zeichen rotieren

Fenster rotieren

Datei (ab)speichern
Bildschirm-Modus
durchlaulen (lassen), nach
oben (unten, rechts, links)
verschieben, durchrollen
Verzeichnis durchlaufen
lassen
Zeichen rollen, durchlaulen
lassen
Font durchlaufen lassen
Bildschirm durchlâuf en lassen
Farben setzen
seitlich
einlache Dichte
schmreren
schnelles Einfùgen, Aufsetzen

testes Fùllmuster
Sprûhdose
punktieren
Faôen tauschen
Schalter

mode "colle"
modèles
slylos
couleurs "physiques"
pornrs
imprimantes
protéger des encres
pseuoo-encres,
fausses encres
menus déroulants

ponctuation

rayons

refaire
rééchelonner une
fenêtre
faire pivoter un

faire pivoter une fenêtre

sauvegarder un fichier
mode écran
faire défiler,vers le haut.
le bas, vers la gauche,
la droite
détiler un faire
catalogue
laire déliler caractère(s)

laire défiler l'écran
sélectionner une touche
mettre des encres
oblique, de côté
densité simple
tâcher
claquement, claquer,
casser net
remplissage uni
aérosols
pointillés
échanger des encres
interrupteurs



T
tesselated
texture
triangles

U
unoo

us€ r-defined
graphics

version number
view scrèen

w
wasn

wash texlure

worked example
wrnoows

Mosaikboden
Textur, Struktur: texturieren
Drded€

ungùllig bzw.
rûckgângig machen
durch den Benutzsr
lestgelegte Graphiken

Ausgabê-Nummer
Bildschirm einsehên

mit ein€r Faôe "tiinchen"
bzw. kolorieron
"Tùnch'-Textur

bearbeiteles Beispiel
Fenster

zoomen, annâhern

en mozalque
texture, slruclure
triangles

délaire

graphismês redéfinis
oblique, de côté

numéro de version
visualiser la page écran

badageonner avec une
coul€ur
badigeonnet une
texture
exemple de lravail
lenétres

faire un zoom
rapprocher

z
zoom



INDEX

A
arrow boxes
aspecl ratio

back-up store
BASIC
bit-image graphics
bold
border
brusnes

c
capture lont
c4âloguê
Centronics
chango ink
change modê
circles
clear, character(s)
clear, lont
clear, pattern
ctear, screen
clear, window
clicking
colour, rolate
colours
colours, cycla
colours, logical
colours. physical
compress, picture
conl. line
copy ROM
cross-hair cursor
cursor
cut and paslg

D
define, windo\r
disks
dot matrix pdnters
doubla dansity
dump, screen
dump. window

3,7,1 0.1 1,1 8,20,26,32,35
5

20,25
9,10,24,41 ,42,45,47

38
1|,12,31
2,1 4,1 6,1 7,1 8,1 9.21,24,44

41
7,8,9,22
45
r 0,1 1,13,18,30
20,21,22
5,/ti}
37,40
40
19
15,20,2'l
19,26,27,æ
r,3
t1
3,5,10,1 1,12,1 9,17,20,21,28,3 1

1 1,12,48
10
't 0,1 1 ,18
8,9,19,æ,41
13,43
4t
23,24,34,3s
2,9,4,23
27

26,27
6,7,8,9,1 2,'f 5.1 7,1 9,22,26,27,29,31,38,39,41,45
3,5,6,45
6,45,46
5,6,45
5,6,45

25
E
edil, font



edit, pattem
elastic
6llipses
erase, lils
erasers
exclude ink

F
last cursor
lile exlensions
liles
till, solid
lill, pansrned
llags
llash
llip, charactê(s)
llip, font
llip, panêrn
llip, window
lont

G
9no
gridJock

H
hard copy
highlight
nome oox

I

icons
InK
inks, excluded
inks, protect€d
input dsvices
invert, characte(s)
invarl, tonl
italics

J
joystick
justily

K
keyboard

L
lâst wandow

17,18,19,33
44
5,/|i}
7,8,9
tç
a,12,28,29,51

23
7,8,9,10
7,8,9,19,29,4'1,48
31,32
17, t 8,19,31,33
3,45
'to,25
40
40

26,27,30
9,22,25,27,38,39,40,41,42,48

21,95,42,9
51,52

5,6
2,3,5,7,8,9, 1 4,1 9,31.32,34,35,37,41
7âa

1,3,13,23,25
3,4,1 0-20,25,26,27,30,31,34,37,41
8,28,29
a,1 5,1 6,21,29,32,37,43
22,23,24,36
40
40
38,41,48

2,23

2,7,8,1 1, r 7,23,34,35,37,39.40

26



line feed
lines
load, file
load, font
load, pattern
load, window

M
magnifying glass
rfiask
m€nu Dar
merge, file
merge, wrnoow
mooe
mouse
multiple

o
over fill
overlaY

P
paint roller
palette
paste mode
pafterns
pens
pixel
points
pnnlers
pull-down menus

B
rays
rectangles
re-scale window
rotate, character(s)
rotate, lonl
rotate, palette
rotate, pattern
rotate, wrndow

s
save, lile
save, font
save, pa[ern
save, printer parameters
save, wrndow
save new copy

6
3,6,1 5,20,26,32,43,46
7,8,9,48
39,42
19,33
26,29

34
18
2,3,20,32,34,35,40
7,4
27,24
3,4,6,9,1 0,'1 2,1 3,20,21,22,24,3534,41
2,23

31,33
2A

3t
6,8,9, f 0,1 1 ,1 2,1 8,1 9 ,20,21 ,22,28,29,30,44
8,27,24,29
9,16,17 ,18,19,22,27 ,31 ,32,33
13,14,15,21
2,13,1 5,1 7,18,1 9,23,24,26,27,2A30,31,32,33,34
43
3,5,6,45,46,47

43
33,43
26,27,29,53,s4
40
40
ll
19
26,27,30

7,8,9,12,21 ,28
41
19

26,29
22



gcroll, calalogu€
scroll, characle(s)
scroll, tont
scroll, magnify
scroll, palê a
scroll, pattem
scroll, scr€en
s6lect, button
s6l6ct,.pattern
srooways
single densily
smear
spray cans
stipples
swap InK
switches

T
Iextures
lransparenl
rnangres

U
unoo
user-defined graphics
user-defined keys
user-defined printer

versron numDer
view screen

w
wash texture
windows

7
40
40
35
11
18,1 9
3,24,26
2?
18,19
3,5,6,38
6,45,4ô
26,28,29
't 4,15,16,21,50
Âet â,l
30

17,18,19,31,32,33
13,19,19,37
3'1,42,43

1 1,1 2,1 9,20,21,25,26,28,32,35,40
42
23,24
6,43

20,35

2,5,A,9,19,20,21,25,28,27,28,29,30,4'

34
z
zoom




