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1. INTRODUCTION
The UELBOURNE DRAr grâphic6 pâckâAe is â êoftyar€ tool fôr d.auina pictures oh Lt,r At jtnAll
CPC conputê.s. It ia basêd on the succêssful CRÂPttIeL prog!ân fo! the Sinctair et,,

Vich MELBOURNE DRAL, you can draw full screen plctures ln âny of rhe rhree hod€! or
rêsoluttons of the ÀIrSTRAD. Any plcÈule cân be saved on tâpe or dlsk ând côn bc
tncorpolated lnto othe! proglaûs: fot exâmple, âs che background picture for a 8àne or an
illùscrâtlo. fo! educational sofcaârê. Ftnâlly, fâclllttes are provlded to reproduce your
picturê on a doÈ ûarrix prinre!.

This booklet ls divided into tlo sections. First cohes a tutorlal lntroduction to
I{ELBOURNE DRAW pich exanples for yoù Èo try ouc.

Secondly, therê tE â refêrence hanual. Like alt reference nanuals, it states buc do€s noÈ
explatn. It is intended to provide â nênoly jôg fôr sonêonê ,ho ts elready faolliâr wlch

2. FUNDA]IIENTALS

MELBOURNE DRAIr drars plcÈurêe on thê scrêen ustn8 dots of coloured tlthr or gi:g!:. these
pixels valy rn sl!ê dependtnS on which of rhe rhree AMSTRAD 6odes or lesolucions you
chôo3e. HiSh lesolutton alvês you flne detail but linits you ro rro coloùrs; nediuû
r€solution allols you Èo ùse fou! êolouls; loe resolùrlon grves you â relarively coârse
picture but allo,s you to usê up ro slxÈeên colouls, ChoosirS uhtch resolution ro use
depênds on thê type of picrure you lnÈend ro painÈ.

2.r $rrthg up

To load MELBOURNE DMll, ser up rhê A!{STRAD. Opên rhe holdê! on rhe câsserre untt, cake our
any tape lhtch nlght bê Èhere alreâdy and lnsert the UELBOURIE DRÂl,a proSlan rape, the label
uppermost and with the lap€ wtndos Èoeards you. Close the holdêr and pless rhe ENIER kêy
ùile holdinS dotrn thè CTRL key. then p!êss doen rhê PLAY burrôn on the fronÈ of rhe
cassette unlt untll t. locks, follo,€d by ery orhe! key on rhè keyboârd. The proSrah ltll
take âbout l5 hinutes to loâd.

2,2 Commôdr

flh€n loâdinB ls conpl€te, Èhe proSrân shoes you a tlrlê 3crêen. llhen you hir any key, you
8êl ân inltlal scleên {hich ls blue elth a yellov cursor ln Èhe cênt!ê.

TTELBOURNE DRAII responds to â nunbêr of com.nds vhtch can be selected in on€ of rro rsys:

* By chooslng an 1t€n on a d;op-doun hênu

* By typtng ln one, Èto or tblee châracters on Èhê kêyboerd



The first n€thod has b€en dêsi8ned ro rnake lr eâsy for you ro learn ro usê che pro8!aû. As
you becoûe norê fanltar eiÈh it, you mây prefe! Èo disp€nse olrh Èhe nenus and Èype in rhe
coma.ds yourself.

2.3 Th. ibru ber rnd drcp{oryn mdr|s

Pless the ENTER kêy once. You qill sêe a [enu bar dlsplâyed in yelloç across the top of

Fig.l uenu uar

These words are nenu tltles and refer to groups of comands in UELBOURTiE DRAt.l - tlne
dralitrg, colour=a..-i6iltextures etc, the firsr Eenu tlrle, coNTRoL, i.s HrcHLtcHÎtD,
prlnred ir yellor l€rcels on a blue bàcksround. Press rhe 'ist';-;;; key o;-l;I-Èh.
joystlck Èô the rlghr ànd you r1l1 see rhe varloùs menu cirles hrShliShred rn rurn. The
cursor keys (or loysrrck) can nove you forrards or backqards along rhe nenu bar.

Each Denu tltle hâs an associated drop-doÈn menu.
tltlês are lllustrated in FiSure 2.

RESolut ion
WI pe
Crib onloff
Crib Down
Crib Up
I nd. List
Àft, Cursor
cursor col.
Àlt. Noise
l4ag. oû/off
liag, Move

Fig.2 orop-down menue

On/off
Def ine
Plant
Trail
Step
I nd icate
Use
Erase

Th€ va!iôus nenus cog€ther rirh rheir

Renenbe!
copy
Dra9
ll ir ror Itor i2.
l{irror Vert.
!lirror Both

Block t'la! k
Flnd Àreà
Fifl colour
FiIl lexture
Colour SeaP
Colour llerqe

Save Picture
savè Textures
Load Picture
Loâd ÎêxÈure
Set Speed

corou!
choose cofour
I nd. Colour
Ja|tl node
xor node
Change Colour
Fla6h colour
Borde! colour
colour List

Point T!aiI
LIne
Rubber Band
BOx
CI rcle
ELlipse
zàp
airbrush
leXt



Io displây the cursor or joysrick alon8 che bar un.1l your selecÈ€d menu Èitle
ls hiShliShted. The. press the space bar, f1!e button or ENTER k€y the Benu
'drops-doh' with lhe first ltêd on the list hiShliShted. Con.inue dosn the frenu and !p
âgâln usint the arror kêys or Joystick, noticing how each iten 1s hiShliShted in turn.
lhen you reach the opEion you eant, pr€ss the space be! or fire button. Th€
imediâtely cleals and you â!e rêturned to th€ ûain draùin8 screen ,tth the yetlow cursor
still €xactly rhele you lefÈ tÈ. Any ptcture being conposed on Èhe screen is nor
pernanently affect€d by calltnS up the ft€nu b.! and menus.

If you nakê a mtstâke ând Bo down into the rronA nenu, yoo can alvâys 8eÈ ouÈ of it by
pressinS ESC onêê. This lill cake you back to the oenu bar and you cân travel âlông to the
nenu you wanr and rry a8etn. Prêss Esc Èlic€ ând you are recurned Èo Èhê nâin drâoln8
screên. You should note thâl once you havê start€d Èo hiahliSht the lÈ€ns on a m€nu, you
can only Bet out of the nenu by cakinS a specific action - by choosing ân iten wiih the
space or fire button o! by Escâpin8.

Cagl.al lecters âre used ln thê drop-dom menus to help you lenêmbèr che equivâLent
keyboald comand. For exanple, you can drav a êircle elther by selecting Clrcle o! by
typinS the tvo l€Ètêrs CI dlrecÈly onto the keyboard. You cân type ci in loçer case if you
want. Thêre is no need to use thê SHIFT kèy.

lrhen you choose certâln opttons on th€ drop-dom nenus, you âre 8tven â !!\!llli!L!9l in the
centre of the sc!€€n. Dialogue boxes dehand a spêêific response froû you. You nust choose

of âcÈ1on or âcknorlêdge thât you undelstard Èhe nessage tn the box. For
example, rcolour choicer rlll 81ve you a box vtth slxteên squares of colour to choose froû.
soætlnes dlaLotue box€s ùârn you of the consequences of your choice. You can abando. Èhe

action or confirn ahât you dô tndêêd eànt to plocêêd. In âll cases the d1âloaùê bôx Fill
rênain on Èhê 3creên untll you have rêsponded to it. FiSure 3 Bives €xanples of all the
dlâlo8uê boxês tt is posslbte to e.counter. Don'i rorry if Èhey don't frêân much Èo you at
this sraae. All qtll b€cooê clear to you âs you progress throu8h the book.

Fig.3 oialogue boxes

lî;îË] E€ re-;El

Terture: a

f-reA fcrncer'l

Select the resolutlon that
you irant and press SPÀCE

or fire.

l-rlirh I fuâÏî'!-l fto;l

Changing resolution
eill cleâr Èhe screen
losing anything d rawn

on lt.
fc-.""lf I oK'l

Please enter the
nane of the file.
(Hit'ENTER" key

rhen finished)



Before you use this
comnand you wiII
have to def i. ne a
texture rri. th the

ÎD conrnand.
I c."c;ïl l-oTl

You tri 11 not usually
be âble to reverse

the effects of colour
rnerge.

fc--'-;Il loK I

tliping thê screed rlll
loae evelything on lt.
l-c-...I1@

2.4 Acc€pl and lhô ESC fûy

Flom noç on we shâll us€ Èhe vord 'Accepi' to nean the space bar or fi!€ burcon. Accepr is
prêssed to selêct an option on one of the drop-doen nenus. Ir ts âlso us€d ro 'freez€, â
8laphics operâtion. For exanplè, you nay ranÈ ro draw a ci.cl€. you have selecred Èhe
circle option and ar€ using rhe curso! keys to expand ând conrr.cr you! shap€ unrll ir is
thê size you çart. As soon as you are sarisfi€d çith iÈ, pres! Âccepr and the circlê is
drarn perDânently on your scre€n.

You can atways get out of rroublê by f'lessinS rhe ESC key onè or no!€ tlnes. Ir son€rines
hâppens that you select an oprton which you dld noa really ,ânr. SoneÈin€s rhê nechin€
âppeâls to be sÈuck because ir is râ1rin8 fo! you ro cobptete a corhand and sonêrihes ir
ùill 8!oan aè you beceus€ you hav€ nade a mtsÈâkê. the ESC kêy âllovs you ro starr afresh,
letlrnlnt you to che menù ba! or co th€ netn drawinS scrêen.

2,5 lho Dcrnonstrâtlon plclûa8

UELBOUnNE DRAII cones sith Èeo denonstrârlon pictùles. To displ.y rher, h.ke sur€ rhàt rhe
naln progrân has alreâdy bêên loaded,

* lurn over the progran rape and plâc€ 1r in the câssêrrê unit, !€rinding ir bâck co
th€ beatnntng.

* Brtnt up th€ nenu bar by pressinS ENTER.

* select rhe nenu tirle, !!E! and pless Accêpr.

* Sel€ct l,oed Picrùrê and hlÈ Acêepr. the drop-doh henu end h€nu ba! rs replec€d byr



Fig.4 Please enter the
aane of the fllê.
(uit'ENTER'key

ehen finiahed )

* Typé i.4CEg! (five key presses) ùsln8 th€ DEL key to elas€ any nistak€E and then
ENTER. the nessâBe:

Press PLAY then any key

aPPears at thê top of the scle€n.

* Press doh thè PLAY button on the cass€tte unlt follo!,ed by any key. The piccure rlll
be loâd€d into lhe AISTRÀD, takinS about fivê mlnutês.

The 3econd deho piccur€, deoo2, can be loaded tn the sahe vay. Calling up the m€nu bar
rhllê rhe fllsr picrure ls stlll on Èhê scre€n qill appear ro corrupr rhe dlsplay. This ts
bècause you are tenpora!tly 3l,1Èchtn8 oot of the lo!-rêsolurton nulri-colour hôde used fo.
the picture ro th€ hlth-rêsolutton oode used for th€ nênus. A3 soon as you have finished
telllng the proSran tô load Èhe ne, plcture - or to ca!!y out any orher opilon - the tnenus
âre seltched off a.d the plcturê ts rê3tored.

3. BASTC DRAWTNG 100tS
3.1 ïbCûlor
thê cursor 1s yôur p€ncll or painrbrush.
lines and arêas you drâv â!e to be plac€d.

It shovs the sysÈÊn exâcrly wherê rhe polnÈs,

th€ cursor can be noved about th€ scleen by usinS the ârroe keys. You rlll seê thâr rhê
âctuâl novênênt of the cursor ts very sûelt. Each keysrrokê !êplesents a stnSle pixel.

You cân novê Èh€ cursor a numb€r of ptxêls âr â rin€ by holdtnA doùn rhe SHIFT or rhe CÎRL
kêy rhtle you us€ the arroe k€y3. SHIFT and an alroe key Dove rhe eulsor a lara€ dtstancê
(32 plrêls) ehrlê CTRL ând .n elror key novê rhe cursor a srnallêr drsiâncê (8 ptx€ls).
IoldinS doh both the CTRL ând SHIFT keys at th€ 3a'!e time âs rhe lrros key wlll hov€ th.
cursor 1n stêps of 40 pixels. thts coutd b€ useful 1f you vant ro 8et to ânoth€r par. of
thê scr€en qu lck I y.

lry runnlng the cursor off the rop of rhe lcr€en. You etll seê tÈ âppea! ar rhê borron.
rhis €ffêct ts called ,slaparound' ând 1r rorks for lefr and rl8hr oovemenÈ as rerl âs for



up and do"n. Rèhembêr rhar lr rtll sooeÈin€s be qutcker ro use rraparound Èo 8er flon on€sidê of the screen ro rhe orhe! rhan ro usê rhe oost obvious âcross_screen rouÈe.

If you have a Joysrrck, you cân ù3e tt ro nove rhe cursô! around rhe scle€n, Jurr push thêscick ln the dirêction you va.r ro go.

3.2 Resolulbn

As hâs alleady bêen m€nrtonêd' rhe ArsrRAD cen dra{ picrures in rhlee dtfferênÈ
resolut ions. these a re:

.Hi8h re_:ol'r!ion : 640 x 2oo pix€ls. only Èwo differenc colours can appeâr on chescreen. Cood for rechnical or prectsion dra"in8s.

!€di'rm reso.lurio..i : l2o x 2oo pixels. Four colouls pernlrted. Clever shadin8 cân be
used ro 8ive rhe illusion of more.

LoF resolution : l60 x 2OO piïels. Sixreen colours pennirted,
1o chanSe resolution, selecr rhe REsolurlon ôprton on Èhe control dlop-dosn frenu. The
dlâloauê box appeâ(s.

Fis.5 Select the re6oLutlon thât
you rant and pleas SPÀCE

or file

fïirh I fu"dffil lïoil
Use the cur3o! keys or loysrtck to htghlighr your êhoice, corfiroin8 !r qirh Accepr. A
rârnrn8 dlalogue bor ls rhen dtsptay€d. Sêtecr 9K to confrrn your choice and hir Accepr
âgain. th€ 3creen is no\. cleared t'lth rhe cursor placed ln rhe cenÈre, set in rhe
lesolutlon you hâve chosen.

Resettln8 or chanstn8 rêsolurton aleâys clêars the scr€€n - 1È will dêtere everyrhinS you
havê done and allor you rô srarr âf!€3h. you can â13ô cl€ar rhe scr€en by ùsing rhe ïtpê
comand (keyboard comând !ll) - sêe secrton 1o.2.

You sho'rld choose rhe resoluÈlon befole you srarr drâr,ln8 a ptcrule, stnce Èhêle is no
stnple wâv of convertint picrurês flo.'r one .esolurion to anôrt'.i. Thê defaulr resoturion,
s€lected altomârlcally tf you don't do anythtng about lr ts Uedtutri.

3.3 Choo€hg Cobul

thêre are mâny says of draeina rhe êIenenÈs of ptcrurê3 such as potnrs, ltnês ârêâs ând soon. In €very case you ousr bêgtn by chooshS th€ riSht tnk colour: rhis ls rath€r ltke
thê âltist purÈing palnÈ on his brush before haklna rhê firsr stroke.



The number of different cotours you rnây sho' tn you! plcture at the sane Èif,e dêpends on
shich lesoluttôn your drawiîg scleen ts tn: 2 fôr h18h-rês, 4 for n€diun-res and 16 fôr
loe-res. In all th€se cas€s, rhe colours can be sel€cted flon a palètte of 27 bullt-ln to
your allsTRAD.

To choose an 1nk colour, selecr Èhe choose colour fietd of Èhe colou nenu. A dtaloSue box
is then displayed shich 'tlt gtve you 16 squales of colou!. In low-res, thê colours are
all dlfferent, in hrgh end nediun-rès Èhê colours âre dupllcated. The square contâinlng
the curlenr 3elected colou! is outlined by a lârtêr squâle. Usê the cursor tey3 or
joysrick to îove this lalger squâr€ around untll lt ts posltlonêd over thê colour you oânt.
Now press Accepc. the colour rrll reoâtn selected until you choose a different one.

You may âlso choose che currênt ink colour by typtn8 directly on to the keyboald. fiold
dopn ihe CTRL key and thcn pless a letrer. Th€ folloqing Èâble tndlcarês thê valld
letcers. these âre the colôurs you 8êÈ ohên you s,ltch the nachin€ one and load Èhe
proSran. Yo'r cân chânge these colours ând Sectlon 5.3 êxplat.s how to do Èhls,

High

Btue A
BriShr Y€llo{ B

Bri8hc Cyân
BriShÈ Red
BriSht lJhitê
Blâck
BriSht Blue
BriShc Ma8entâ
Cyân

Pascê I Blue
Ptnk
Bri8hÈ Creên

Flashing Bluê/Yêllo{
FIâshtn8 Pink/Sky Blu€

Yediur

B

c
D

B

c
D

E

F
c
H

I
J
K
L
lt
N

o
P

You can find out shtch cotou! a colour code côllespo.ds to by ustnS thê !g codnand (short
for Indicate Colou!). thên yoù cype this, rhe border changes to the curlen! trik cotour.
Now Èype the colour codes (CTRL and a l€Ècer) snd Èhe border rlll chângc âccordtrtly. If
you typê a code "htcà ts not vâltd, the oachine etll groan.t you. ghên you have tound thê
colour you vanÈ, prêÉ3 Accêpt. Th€ bordêr dll !€vêrt Èo lls old colour.nd ihê currênt
lnk colour rlll b€ the one you hâve Just chosen.



Plesslng the ESc key ât any polnt wtll nakê rhe bold€r chan8ê bâck Èo trs oriSinal colou!
and l€ave the current lnk colour unâffêcted.

4. SIMPLE LINE DRAWING

llâvlng 3elected a colour, nove Èo thê L:!!€3 Eenu rlcle and pless Accêpr. rhis etll displây
the fol lo,ln8 drop-dorn nênu:

Fig.,6

4.1 Poh rh
llh€n you 3êIecÈ thls opÈ1on (or type g!) a trait of thê cùr!ênr tnk colour fottoes rhe
cursor uncil rhê ESC key 1s prê3sêd, You can sêtêcr s nee colour etÈhouÈ t€avin8 th€

4.2 l.lâ
this cornând âltoss you to drar . stlalthr lln. becseen tro polnts. Uov€ cbe cùrsor Èo one
.nd of thê ltne and selecÈ !!!! (or typc Lt). tlos Dôvê rhe culror ro rhe orher ênd of rh€
llne .nd htr Accepr. A ltne ln the cullenr colour t,lll be dlavn berueên Èhe reo potnrs.
Ihe ltne can be âÈ any anale buÈ tf lr l! elhôBr hortzonral or âlmost v€rrtcal, tr r.ill
.pp€ar râÈhê! Jagaed. thts ls a feaÈlrê of all compuÈêr dlsplat3 which use ross of pixels.
If you donrt eânÈ rhe llne ro bê draen, htÈ ESC Èo canc€l the coûnând.

4.3 Rrôb.. Bûd

Thls conmand lB also used co dras srralghr llnes b€rueen potnÈE, buÈ tn â dtffe!ênt say.

Pur rhê cùrsor on ône .nd of rhe llne, 3elect g!!ÊIJgglg (or Eg) ând thên press 
^ccepr.llove the cursor to the other end polnr. Ar you oove y;u eirr 3êê a lrnê foltorrnS you flon

the anchored end. the lln€ tt drâon tn ân ârbtrrary cotour and uses rhe XOR ûodê - rcrê of
thls lâter. IÈ Dean3 that you can ftovê lÈ over deratl on Èbê 3cr-êên t'trhouÈ desrroytnS
anythlnS. It ts only ehên you terrtnât€ a rubber bard coûmend errh Aciepr rhat the line ia
drasn pêrhanenrly ln rhe currenr colou!.

PoLnt Trall
LIne
Rubber Bènd
gOr
Cf rcle
ELlipse
zap
al rbrush
leXt



Occasionally you ôay €1sh co abandon Èhe rubbÊr band operarion.
eh€re yoù wer€.

4.4 Bor

This ls ltke the Rubber Band comând buÈ 8lves you a rubber box. yovê rhe culsor nêa. ro
the cop lêfr of rhe scr€en and rhen choose Èhe BOx oprto. (or type the coûmand !O). Nos
oove the cursor dom and ro the !18hr. Ar you do so, you qllt see 1È beinS follow-ed by ân
êlastlc box. lihen ir is rhe 3lze you wânr, hir Accêpr and it rtll bê dlarn pêrnanenrly on rh€
scleen in thê culrent colou!. ESC alll cancel rhe comand.

4.5 Chd.

Fllst put Eh€ cursor ar Èhe cenÈre of rhe circle you i.rânr ro dlar and select Clrcte. As
you movê the cursor a rubbêr circle folloes you. t'then you have posirlôn€d rhe circle
correctly, hic Accêpr and rhe circte ù1ll be dram perman€nÈly ln rh€ currênÈ colour. The
cursor wilL rêiurn ro the cenÈre of Èhe circle.

As u3ual, you cân âbandon rh€ cl.lcle drâring coûlnand by hlrrlnS rhe ESC key. The rrial
rubb€r circlê !ill vanish.

4.8 Elllpsa
DrÀwin8 an êllipse ts slnilâr ro drâring a circle bur requtres an exrrâ srep.

* First postÈton th€ cu.Eo! ln rhe cenrle of your ploposed êllrpse.* Selêct Elllpsê on rhe drop-dosn nenu (or type EL) ând hlr Accept.* Move rhe culso! by â dlsrance lhtch specifies one of Èhe râdii of rhe êItipse and hlc
Accepc agâln. The cùlsoE elll rhên auÈoûa.lcally r€Èurn ro rh€ cênrrê.* llove the cursor ànyvhere you 'anr. the êtllpse you arê dêfinina etll glou ând folloq
1r.

ghen the elllpse is corrêcr, hiÈ Accepr and tr oill be drâen pêrnanenèly. Alrernattvety
you can cancet èhê comand rlrh rhe ESC kêy,

1.7 7Âp

You can use the Zâp comand ro chân8€ rhe cotou! ôf a ltne. A ltnê ts taken âs any
unbrok€n sequencâ-f pixels of rhe sâme colour runninS ln any dirêcrron. In Èhê specific
case where â ltne ts drâh over a sln8le colour b.ckSround, Zap sin altor yoù ro d€l€te 1r
by chanSinS it lnÈo the backSlound colou!.

llove th€ cursor Èo rhe section of linê you eenr ro chaûge and selêct ZaÉ on the nênu. Adlâlogue box wirh a sêlectio. of colouls '111 be drsptay€d. choose rh;îêl. côlour and hltAccept. The sysÈeo vill chântê rhe colour ôf rhe llne in borh dtrêcÈlons unrit tr !êâches

ESC aill tak€ you back ro



â) the end of th€ linê
b) thé €dre of Èhe screen
c) a lunccion rhere the line splits inro â nuhbêr of parrs

1o glve an exanplê, suppose you ranÈ ro ploc â sÈraighr line rirh a larSe circutér kink tn1t, l ike this:

Fig.7

One simple l,ay to tec chts fiaure is ro plor â linê ând cilcle, ând thên use Zâp Èo erasê
the Èwo unwanted seSmenÈs.

l|hen Èypin8 direcÈty on ro ahe keyboard, use rhe comând Z, and rhen rhe colou! code of Èhe
nea colour (CTRL and a lerrer - see section l.l).
4-g Airb.ush

The airbrush 1s e replacemenr for a painrbrush. Ir produces â splatrêred circutar parrern
!n â 3liShcly haphazald way - rârhêr tikê thè spray prôduced by an atoosr exiaustea
aerosol. Because of rh€ randooness tn an .irbrush, ir is possible ro nerge a nunber ôf
colours without producrng a 'hard' ltne.

The airbrush ca. be swicched on by choosinS Airbrush or by rypinS AT ( short for AiÈbrushTrail). lt is sritched off by pressrnS eccepe or esc.

4.9 bd
thls comend atlors you ro place rexr in your plcrure. Sêtêcr rhe comand o! rype lX ând
€nler chê characrers you ranr Èo inctud€. In XoR node (seê Secrion 5.2) vou cân delêrê
ntstake3 by usina rhe DEL key. 'tn JÀM node you cân use beckspace. The ;exÈ u l be
êntêled in the currenr colour ând mde.

5. COLOUR AND SCREEN PLOTTING MODES
5.1 Colol.rs r€vlsibd

the flrsÈ trc items on rhe COLOURS menu, Choosê Côlour and tndicarê Colour, âltow you rosetecr your currenL tnk colour or ftnd our rhat this 1s by setrlnS rhe borde! of rhe 3êreento thâc colour. Nore rhâr ro choose colours viâ rhe keyboard, yôù only need ro type CTRL
ând the aPProprleie leccer codê.
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5.2 lhaJAtlrd XOR mode

ln âll of thê exenplês wê have usêd 30 far, the colour of any pixêl 1s derelntred by rhe
côloùr of th€ nost recent lnk used to paint tt. Thls 3êens 30 obvious Èhâr lÈ ls hârdly
,orth saylrt! ll€ refer to thls es JA}l or rforcedr mod€.

Horeve!, Èhêle is another nodê for colourin8 pixels on th€ scrêen. Thls ls câllèd the XOR
node (pronounced 'EXOR'). lll.th thls node the nêrr colour depends on the old colour âs ùell
âs the colour of the tnk, but not !n the ray yourd expêctl

The rules for û1xtn8 electronlc painÈs are slnply drffelenr froû rhose 'hich you may have
leâlnt eith the rêâ1. (liquld) stuff. The AISTRAD has a bi8 lange of colours - 27 rn all -
ând the only rây to find ôut rhat happens when you mix âny cosbinatlon of rheD is ro try tr
and see, Ihê one thlnS to len€nber ls Èhar lf you paint ov€! second rine ltÈh
tbe sane colour in xoR modê, Èhê effect vlll be as if norhlnS had happen€d.

Select XOR nod€ on the colours tnenu or iype X ând rhên rry rhe folloeinS expêlinenr.

Draw a rêctanSlê tn any colour by ptortlng a sèrlês ôf l1n€s slÈh rhe point lrail, Llne or
Rubb€r Band coimands. Sêlect ânoÈhe! colour and drae soFe more lines âcross rhe rêcrân8le.
NoÈlcê thât sherè the ltn€s lntersect, â thlrd colour bêcones vlstble. Nox, uirh the lnk

still sê! in the sane colour, Bo bâck ând dlar over the ltn€s yoù have Just pr.rr or rhe
You vtlt see that the llnes âre erâsêd and rh€ plxets of your lecrângte âre

têstor€d to thelr origlnâl 3târê.

Yo'r hâve Just shoùn thâÈ lf you câ!!y out sor.€ operarlon on rhe screen ând rhen lepear
exactly th€ saoe opelatlon th€ screen revelts bâck to th€ orlSlnâl plcrure. this ls rlue
nô nattêr ho!. conplêx ân operatlon you carry ouÈ. You wlll often bê âble ro us€ this
knoeledS€ to your adva.taae.

The o.ly excepÈion to thi.s rule ls thê .lrblush. The randon irây tn vhich rh€ âtrblush
ploÈs pixelB c.nnot bê rêpêâred.
To lwitch thê sysÈen back Into the JAlt ôodê, 3elect Jan nod€ on rhê ænu or type J.

5.3 Chroo cobû

Dependtn8 on rhich resoluÈlon you have chos€n, you cân have 2, 4 ot t6 colouls on the
scrêên at Èhe san€ È16ê. You choose thê colou!3 you sanr flon rhe c6lôur dtalogue box ag
desc!tbed tn 3- 3,

often thê rd€fâultrcolour. tn the t.ble sill be qutt.3ufflclenr for rhe Job. Somerinê3,
€spêclâIly rtth oedluû or h18h r.rotutton, you Day sanr to rêplâcê son€ - or êvên all- of
thê colours rn Èhê dteloSuê bôx by oth.r3 t.ken frod rhê full ranSê of 27. Thls s.cttôn
dêscr1b€s hoq to dô tt. fl



choosê Colour chânse - (keyboard comand cc).

selecr the colour vou rânr to chânte froft. usê .r.her the colour dreloSue box or crRL andthe letr€r codê. Thê bordèr of the iiiiin changes (rêmpo.arlry) to ile colo'r you trave

Next, chânge rhe shade of rhe border by uslnS Èhe up-arroe and dorn_arro{ kêys over andovêr egain. Up-ârroe 81v€s you proSressiv€ly ttahrèr 3hâdes up to whiÈe uhile doh_arroû
goes the oÈhêr say doen ro btack.

t{hen vou arrive âÈ a suitabte colo'rr' p!€ss Accêpc and rhe new colour .'ill bê exchanaed forth€ old one in rhe colour dialoaue box. Froû no, you cân usê rhaÈ colour tn you. pi"tur",
As usuâl ESC slll carcel rhe ehol€ proc€ss.

To glve -en €xanple, suppose you dêclde ro discârd brl8hr y€lloû in favoùr of llne 8reen.

a) Se I ecr Colour chânrê
b) Set€cr yellow (or rype CTRL-B)
c) ChanSe rhe bordêr colour to lrEe Srecnd) Press Accepr

R€peet thls for orher colours yoù r,.nt ro châûge.

Your plcÈurê cân nor tncludê lrne 8r€en but not yeltow (rhat 1!, unlers you seâp yeuoe
bâck for anothêr colour).

Elêctronic ptctures àr€ repatnted afre.h l! ny Èlllle. câch second. Thts.ne.ns thar when you
chen8e â colour tn rhe colour dt.lo8'rê bor, .nyrhtna you nây hâv€ drâm tn the old colour,1ll now âpp€ar 1n rhe n€q colour, .v€n rhouah rr ,r; à.""" i"r"." rhê colou. chanae. rrmtSht be â Sood rdea to 8.r you! colour ralecrton rrnrrlea-Ëror-e you sÈàrr pâlnÈin8 rh€

5.1 Fbsh Colo|'

You nay havê nortced Èhat rvo of Èhe pâtnrs tn the loe-rGs cotour draloBUê box ârê flashtngc:P.lni:roli., 1n fact, .ny of Èhe pirnt, in the bor can be coobtnarlo.s of two corouriehtch flâsh alrêrnately.

SettinS up a n€ï flashrnS pâlnÈ t. very slûil.! to chôoltn8 a nev colour.

.) Choos€ the FlaÊh colour codoand (F) on Èhê k.vboârd
b) sêl€ct rhê cr t-oui-yo-inant to crrâile
c) Use th€ up ând doh-arros keyr to ihange rhê 6€cond colourd) rreâr Acc€pt to flDalt3e your chotc. or ESC ro cincel thê,hote procedurê

a



5.5 Bordor cololx

Thê comand chantes the colour of the bord€r. The keyboârd comand 1s è: followêd by â
coloùi code. althouAh oth€r êomâtrds nây tenporarily àlt€r the border colour - such as
lndlcate Colour - this is the only say Èo chânae lc pernanently.

5.6 Cobû ust

This conmand elll be dlscussêd ln Section 9 since it affects Èh€ 'ay btocks ând textures

6. BLOCKS

A usêful featur€ of MELBOURNE DRAW is che ability co defin€ ân âr€a so chat it c.n be
fillèd ,ich texture or cololr. The âreà can be èithê! rectanSulâr or irrê8ùlâr. l,l€ shall
cors ider rectanSulâ blocks first.

6.1 fumemb€. a block

1o do sonethinS ,ith â r€ctan8ular ârea, yoù nust f1!st lêt Èhe conputer kno{ ehat it ls.
To do chis, use the Renenbd comand (keyboard cormand !& fo! Block ReneDbêr). Thts
comand lets you put a box cursor around thê block. The box cursor eolks is exactly th€
sane say as th€ rubb€r box described in 4.4.

Uovê thê curso! to one of the corners of the âree you lant to deftne. select Rem€nbêr
(BR), rnove the cursor to Èhe oppositê corner of the areâ ând hit Accept. rhe uoi-iiiii-r
ia-nishês. Ar! inrernal nerno has been oadè of th€ block you outlined ehich ts sâfê â8âinst
danà8e by any subsêquenÈ comand, lirh the elc€ption of ânoth€r R€n€nber or a texture
co@ând - oore of chesc later. Furtherûore, only one btock .'." t.-iËiiiEir.a âÈ any one
rlme, no mâtrer ho, snâIl tt nay b€.

Thê plot!âm can only len€nber a ceitain nufrber of pixels ând thus thê size of your btock tg
al so linited. lf thê
ârêâ you try to ouÈlin€ is loo bi8 for thè oechinê' the
oachine eill groân ât you.

The ESC êan be used to leav€ the Reneobe! comand without

cursor ûill not nove ând th€

stôlint a ner areâ.

0.2 Blod( Copy

The comand çgpl, keyboard co*"i'a SC, arloxs you Èo ûak€ a copy of thê âreâ you hâv€
ftarked and saved, puttinS it anyùherê on the screen. Iov€ Èhe cursor to thê top lêft-hand
corner of thê positlon you eish to place thè copy, selèct Copy ând thên hlt AccePt. A coPy
of thc reneûbered block will be plânced at the neu posttro;:-
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6.3 Blod( Drag

The Dlag co@and (k€yboard comand !q) is us€d ro novê perts of .he picture âbour th€scrêen, shllê leavinS all orher arêas srarioDâry. ror êxàû;lê, you nithr hav€ dràwn â biidroô hish 1ù the sky. 9I3g eill ler you brins ir near€r rhe iround.
Before vou usê rhis comand, vou eusr idenrify rhê aleâ you vish to nov€ trirh rh€ Rêhehber
conûnand. the block should contain only rhe object you wiitr to nove.

oncê th€ area_hâs been Eav€d' DraS wilr .eplanr a copy of Èhê elea at the currenr curso!position and flood the ar€â it-!âs- raken froû !irh thê current ink cotour.

0.4 tllnor Horlzmtd

the coûmand -(keyboard connând uH) - 1s sinitâr to qgpl except rhar th€ copy rs drâhupside do[n, r€fleêred abour a horlzôDtal lrne. NotG;rhar tire copy is r€rlècced, nor

6.5 lrlkmr lrartlcC

This connaîd -(keyboard comand l{V) - t3 sinilâr to glrro! Horizonrat exêept rhàr Èhê arêeis reflecr€d abour s verrtêal 11re-.

ô.6 Mkrcr Boùr

Thts comand -(keyboard coftnand !!) - !€plants ân areâ of sc!êen âfr€r r€flecttng ir borhhortzôntally end verÈically. This-s the sarae as a rotation ty t8ô aegree:.

7. TEXTURES

TIELBOURNE DRAlil provides you elth porêlful ând sophisttcar€d n€thods of filling ârêas ,irhcolours and rextùrê5.

In thls book, the loral .terrur., ts Blvèn a spêcial t€<hnicâl h€anrng. tt Is ., ar.â,usuâlly rectângulâr, fllled rith âny partern you choor€. As w. shâll se., s,ctr a patt.ricân be used' in various eay3, to ftll up vholê àreas of rhe scre€n no ûaÈr€r xhat rhêrrshapê ând s tzê.

At any onè tin€ rhere cen be up ro 26 diffêlenr rexrures in UELBOURNE DRAI{, lâb€lled by rhelette!s of rhé alphâbet.

lrhen. typtnS dlrectly onto rh€ Leyboald, nêarly âll t€xtur. comands sralt etth . I and nânyof then finish elth th. nenè of rhè cextu!. referred to _ â singl€ lêtrer.
A



7.1 Onrotl

itany artists keep pôds of scrâp pap€r on ehiôh to scrtbble and to try out Pattelns snd
colour effêcts before putrlng thên lnto thê ptctu.€ bêin8 Paintêd. ln the sané vay
ITELBOURNE DRAW givês rou an altehatlve eree of screen ln ehtch to dêflne textu!€s' Èo try
oùt sketches o! just to doodl€ harml€ssly. thi3 âreâ ts Èotally distinct fron a.) drâsln8
yoù nây hâvê on che nâin sc!€ên.

clêâr the screen. You do thts by lesettinS o! sèl€ctin8 â nee resolution. Not dlas fou!
ôr five vêrricâl lines doùn th€ ehole of cb€ screen.

S€lect the (texturê) on/off cotrtra.d o! typé !q You,ill sèe thê botÈos hâlf of th€ screen
b€lna erâsed and r€plâced by à blank screen. Do not r'orry, your orlStnal scr€€î has.ôt
been lost - Étmply replaced rilh â doodlê pad, The stngl€ hortzontal lln€ âcross the
niddl€ of the scrêen shoos the dlvide besteen th€ tertur€ scre€n and the drâtlng scr€en.

Nov nove to thè bottoh half of thê scree. and draq son€ holizontal lines on It. If you not
select On/off agâln or typ€ 19r thê t€).ture scle€n eill disappeâr ând be r€Plâc€d by your
or181nâl picture. As yoù ca'l see no denege hâs be€n done.

Put on the texture scr€en onc€ nor€ end noticê thât your prêvious doodlê6 hâvê leaPPêared.

Apart fron shorinA you rh€rê the textùre 3ê!êên be8hs, there is no sp€cial neanlnt to thê
horizontal line. ïith a fêr excêptlons connands ùtl1 eo!k- ebovê and bêlo, the 1ine. fttu3'
if you rant, you can drae a line frôn thê nolnâl scrêen straiSht lhlou8h to th€ t€xture

Fo! thê nost pârt such opelations ar€ unlikely to b€ usêful' but, so âs not to
lihit you! ingenulty, re hsve pemlited cormands to closs thls llnê. All excêPttons elll

7,2 Dplt-
l,lê shâll noe deflnê a 3lhple Èextur€. Âny rêctengul.r ar€a of thê scrêen up to about 4OOO

plxel6 car be dêflned as s texture.

uake rure that Èhê têxtur€ screen t! on ând thât th€ curso! 13 tnsld€ the téxtur€ 3crêen.
u3e the âlrblush ro sprây ân area of the Èextur.scrê€r ând htÈ Esc to Brltch la off. xov€
the crrrsoi to one cornê! of the âlrbruth€d.!e..nd selcct the DEFINE coûnând on the nenu.
A dtaloSue box app€sls of Èhe tcr.cn,

f'.'d F.r"æ]
Textu!e: a

lp.ev I Eancêil
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To choose the nânê for your t€xtu!€,select thê nêxÈ or pr€vlous ftelds by hrShttShttng th€n
ând bittlnS accept. Thts advânces th€ llst ùp ôr dom Èhê âlphabet. An âster:lsk next to
the letter neens that â d€flnltton €lreâdy extsts fo. th.t leÈter. l,lhen yoÙ r€ach Èhe
letter you want to uE€, (say, B, for erâftpre), choose thê SELECT fteld elth accèpÈ end ydur
rêxture slll be Biven that nane. choose CANCEL lf you chanSe your nlnd.

Nor nove th€ cursor to pull â rùbber box over your chosen part of the t€xture screen. À5
soon as lt ls the slze you çant, hlt accept' your âlrbrushed rêcÈân8le ts not texÈure 8,
Ir ls âlso s€t up âs thê currenÈ têxtur€ and rlll be used ln all texture comands unÈtl you
decld€ to chanSe 1t.

The keyboârd coftnand to d€flne a t€xture ts TD. Aaaln, you must nake sure thât thê têxture
screên i3 on and rhâr the cursor ts posltlonêd tnsld€ the têxtur€ screen et one corn€r of
thê re,.rur€ you vant to deftne, No pronpt box âppe6rs lhên you typ€ TD - you Just folloo
rhe comând with the nanê of the terture (A'B'C' êtc.) pull Èhe box over the area of thê
È€xrurê you rant and then htÈ accept.

7-3 Plf

The Plant o! IB (Texture Ptant) comand eill puÈ â slnglê block of Èhê culrent texturê 30
thâÈ tts Èop left-hand corner colncides irlth the curr€nt cursor posltlon. this connând ls
usèful for filling snall r€8\rlar âreâs, or fo! dropprng singlê ttens in pâttrcolâr plicê!.
For eraôple, the texture night bê a Bketch of a tlee and you could plent a tlee a.yeh€re ôn
thê sc!€eû uslnS lrant.

Rehênber that JAM and XOR nôdes âpply to thls comand sô that you .an XOR a texrurê ovêr
you! deslan. You can also get sone intelestlng êffêcts for XORlng têxÈu!ês ov€! esch

7.4 llrll

rhê 1gÉ_l co'r'nand, (keyboard coûnand 11) conbln€s Èhê Polnt rlall ând th€ re,.tùr. Plant

Sel€ct Trail or TT ând th€ currenÈ têxture -ln th13 câsê, your stlblushed square - wlll

Notè that you nây noÈ usê Èhê CTRL or SfiIFT têys rhtl€ ustnS thl3 comand but you can
sritch betçeen JAË ând xOR hodes. As rlth !.!!!!, int€resttnS €ffects can be creât€d by
XORtng texturês on top of on€ snotbêr.

rf you deftne a block of bâckground colour àE a texrure, yoll cân use th€ Tratl coûnând â3
Uâkê sure Èhât yourre tn JÀU node, rhough.

.PPêâr ùnder thè culsor. Xove th. cursor about th. scre€n ând you vill seê ân âtrbrushêd
srathe. ?h€ texturê you hâv€ dêftnêd ls b€tng used âs a pâlhtbrush. Evely ti.û€ you ûak€ i
cursor novên€nt, s .opy of thê têxturê ls pl.ntêd and th€ cursor ts mov€d tb€ 6tze of Èh.
t.èxturê block ln th€ appropriate dllectlon. lrh€n you bavê ftnlshêd r'lth th15 comând, yoù

of tt rirh Esc.
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7.5 Sl3p

Until nor, êâch ter(rule plântêd wiÈh rhe Tratl (TT) comnd câused
distance deteltntned by the size of the texfiiETl6ik.

th€ cursor to hov€ â

ÛE ltlt Ti{r !
If you wish, you may speclfy rhe step distânce for a texruie rràtl. Thls uijtl Blv€ youcontrol over the distance rhe curso! noves rh€never â rexrure block is plânted.'
To set â step sizê fo! a Èêxture use rhe Srep comard (keyboard com.nd TS). you etll beshom Lhe !." ."r""r ehich you use to ou-iTfne rhe srep and lepear size-Hir Acc.pt "h.;you hâve selectêd rhe srep sizê you çânr.

The Stêp comand câr bê used 'herher rhe texrule screen is on or off. you do.or need rohave'îfiE cursor the c€)<Èurê of çhich you â;e defintnS th€ siz€. Tbis têrs yousêt ùp a step disrâncè whlch relares to sone orh€r â!èa o! shape. the only resrl1ction i6that thê siz€ of rhe srep nust be equel to or tess rhân rhê;rteinâl size of rhe rexrule,in both di rect ions.
L+'en you have definèd a sÈep disrânce for a Èexrure, rry rhe TS cômand ând see rhê result.
7.6 lndicata

If you are using frany differenr rexrures yoù nay find ic difficult ro reoênb€r which tBehich._ Thè Indicatê coûnând - (on rh€ k€yboard tt i5 IT for Indicate Têxrure)r.rll t.; y;;id€ntify then,

trake surè the t€xrurê scrêên is on Ând then serecr lndicar€. A box rlll frash around rbeareâ of the scleen ehich is rhe cùrrenr cêxrure. rF-loi-type a letter (a_z) rhe bor( xtllhov€ to that texÈurê, provtdêd rhat it has already b€en dêfined. lf yot, ryp€ Accepr, yourill leave rhe rndicâÈe node end rhe lâsr rexrurê you erâhined bêcome. the currênt r;r<ru;e.If you h1t ESC you pill l€ave rbe conmand,irhout chân8in8 ânyÈhtn8.

7,7 Uæ

Yoù vlll son€tihes rânr ro rêrurn to a previous texrurê. Th€ Usê cormând (keyboard co,rrand1U) selecrs à prevrousl) defined texture.
nhen you sêlecr Use from Èhê ænu you i,tll be gi.ven. th. d1âlo8u€ box ehich l.as usêd rodefine Èexrures. 

-"ext 
or g:sa tate you to rhê .àrrect tetter, iccept brings tt up es rhecurrent texÈurê.

{hên rypina rhls connând, follo' q by thê naDê of Èhe Èêxtur€ (â_z).

7.8 Erase
Thts coirand - ke),board comârd TE for têxrure êrâs€ - Etlt cIêâ! rhe rerture screen. The
texture scrêen nust bê on for thls codnand ro oork. The currenr rexrur€ ntlt srlll. be
renenbered âlthouSh thê 3cleen ls €tnpÈy.
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7.9 Noles on Texlures

Nor that you hâve been introduced to lhe rextu!€ conmands, you sholld look at.h€ follosing
points of detai l.

^ 
t€xture is defined of the texture screen. If that alea is alteled after a

texture has been sêt up, then the texture dêflnltion itself i3 alterÊd. Thls neans that
rher€ is no need to ledefin€ a texture Just b€caus€ you hâve modified it slighÈly - of
course there is no haln in doing so!

Sihila.ly, therê ts nothing speciâl about an area of screen thich holds a iextùre. For
êxanple, you nây define onè texturè to overlâp çith ônoth€r, or to be part of ânother,

Notlce that n€arly alr UELBoURNE DRAIr comands ale availablê for us€ on the t€xtu!€ scre€n.
Thus you cân use Trail to constrùct a lerge! texÈur€ out of existinS textutes.

B€causê of th€ lioited size of store in rhe AMSTRAD cêrtaln texture connânds wonit ,ork
rlth certain block comands,

occasioDally yo! night find Èhât yo! hâve created an interesting pâttern o') the full screen
and sould like ro use this pattern âs a texturê. You can ùse th€ Reûenber and Plant
coffrânds (BR and BP) to t.k. .."py of a pâtt€rn and plant it on to thê t€;ii;;=

R€nenbêr rhaÈ a textutê Dây be used as a paiotbrùsh tith thêll! conIÉnd. this lets you
p.tnt areas in stipple, pattelns o! even tsrtans.
Dô not chânge r.sol"èlo" ohên the texturê screen is up.

At first, using têxtures rnay seen rath€r conplex. You Fill soon 8et used to theD and find
theù a porerful, flêx1b1ê ând râpld ûay of painti.S cosplicated picturês.

8. AREAS
MELBOURNE DRALI has the âbillty to flll âreas of ârbitrâry cooplexiÈy siÈh colou! or
texÈu.es. Before ic can do this, it nust bê infforhed of the exacr shape and posiÈlon of
the screen area. The comands co be used are Block Uark or Fi.nd A!êa- (!! and EÂ),

8.1 Blod( Mark

This connand i.s used Èo nark a reclangulâr areâ of che screen. Movê che cursor to one
côrner of the aleâ you sânÈ to mârk then select Block Mark o! Bl.t. Pull the box curso! over
your chosen a!€a and thén hit Àccept. ESC !llt cancel the comând

8.2 Flnd Ama

rhe !!gll!9_â comand is used to oârk an areâ i,hich consist3 of pixels ôr a sinsle colour.
the area is bounded either by the ed8e of the screen or by any pixels ehich are nôt of thè
sâne cotour as thê one undêr che cursor when the comând ts called.
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To oark ân area, put the cu.sor ânyehére lnside rhe arêâ yo'.r wlsh Èô hârk and EerecÈ E-gg
4f9a (keyboârd connând IÂ). You eill eeè the area 'flood' wtth a colour. ïhen the area
hâs been frllêd, the tldê luns our, l.âvth8 rhe ar€a enpry. Hoeever rhe exacr shape of.he
Bhotê âlea ts r€nemberêd by the 3y3ren.

Tâkê car€ tn creâÈtng the arêâ ro be iarked, slnce lf €vèn one ptxel ls ûisstnS froe rhê
border, thê colou! wtlt leak our and flood thê t.hole scrêen. If this hâppens câncel the
coûûând by hlttinS thê ESc key. Repârr thê bréach and rry aBatn. If Èhe ârêa ls too lar8e
or cooplicared to be naiked ln rhls way, rhé nachtnê rlll groan ar you and ahe coûnand rtll
not be carrlêd out.

8.3 Flll Cobû
This coiinand fills rhe rnârked ârea eith thê currenÈ colôor. Ir hakes no dlffer€nc€ lrherher
the area was marked vrth Block uâ.k or Find Area conhands.

BoÈh JA and XOR nod€s âpply ro this comând.

As ân êxamplê, sr.ttch on the texrurê screên and novê rhê cursor into it. Select Block ltark
ând outlln€ a squarc of âbout 16 x 16 ptxê13. Now s€lect Fill colour ""a tl. sii.ii-iir i
bê fllled elth th. currenr colou!.
Nos sêlêct a dtffêrênt colour ând XOR node. Uovê Èh€ cursoE inro rhe cenrre of !hê squale
you heve Jusc f,.lkêd. Selêct llock uârk âaÂtn and ourline a.orher square of rhe same size.
l{ben you 3êlecr Ftll colou! (FC) you wtll aer ôro overlâppin8 boxês flllêd errh colou! and

I rhtrd coloùr tn the squarê where rhey overlap.

Defln. the whole â! a têxtur..

8.1 Flll bûrc
Oncê ân ârêâ har been narkêd, the Ftll T.iture cotrnând fltl3 tt elrh rhe currenr réxture.
Srttch off thê ÈGrÈu!ê 3creen and clear rhê rhotê scle€n etrh rh€ REsolurlon colEmnd. Diar
i ctlcl€ etÈh th. Cllcle êoûiând ând nâlk th€ alea vlrh thê Fr.nd Âlea cormand. Noe selecÈ
JÀt{ nodê.nd thcn th€ thê Ftll TeggIS contrând (lcybôard co^;a-E). rhe ctrclê qrlr b€
flllêd stth thê overlappins lîr,iiËîor t-1. texture defrnea i.n s.3.
Cârry out romê norê €rp€rlnênÈs ând sêe tf you can dràn a brtêk wall usi.n8 rêxrure and
ftll.

Fls.8
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thê XOR a.d JAX oodês eorl t lÈh the Flll Î€xtpre ,co[6and tn thêlr usùal *ay. Sohê
lntêrêstlng êffects can bê achieved vlth the xOR nd4è by repeartedly frlllng ân arêâ elth
dlf fe.ent textures.

It ls lnpoltant Èo notê thâÈ thê Èexture comend t!'pitcb{eÈchêd'.Ihât ls to 9ay, lf }'ou
mark several adjacent ârea3 ûlth the E1!jL-A!99 co4.nd .4d ftll lhêm rlÈh Èh€ sane te:ltur€t
the petÈêln3 connêcÈ !p correctly llke eêll-huig 1.|llpâpêr. If you do nor ul3h Èhe
textures ln adjacênt arêae to ôeêt ln this say, d€ftnÊ â srcond Èexture shtch ovellaPs th€
ftrst ând f1ll Èhe area slth Èhl! nev t€xture.

If you mâke a s€rtous otstake ln ftlllna.n arêa' 3uch ts chooslna thê nrong l€xture' thê
fol lovlnS opÈton ts avarlâble.

* sel€ct JAfi node

* sel€cÈ a colour

* select !!f!_!g.!esr
Thrs rlll rêcolour th€ êntlre nârked area.

8.5 CdoûSmp

Thls conhand alloes you to €xchange Èro colours etthin a rÈrt{ed ârêâ.

Contlnulng froû our prevlous exânple, r. have thê culrent texÈule dêflnêd es:

Flg.9

S€lecÈ 9g!9!I_rLIig. Ihên thê colou! dtâloguê box eppears' select the colour correspondinS
ro (1). A cross vlll be draen rhrough Èh€ box conr.a(nln8 rhâr colou!. Now select rhê
cotour collespondtng co (2). the ûênu dtlapp€ârs l€aving irl tlxê13 of colour (1) changêd
to (?) and vtce-versa.
Repêattn8 thê connând ltth the 3.h€ colours !.111 restore thê plcÈurê to lts orSlnal stàté.

thê kêyboard connand ls lisr Tht3 is fotlosed by the tùo colo'ar cod.s of thê colours to
eanÈ to êxchângê.

use lndtcaÈe Colou! tf yoù folgêÈ rrhich colour! a!. avrllrblê.
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8.6 Color.r Merg€

It 1s possible to oerSe Èro colours qith Èhe Colour Mgrg€ comand. Like Colour Svap, Èhis
comand requiles È!o colour choices. All ptxêls of Èhe filsr colour âre chân8ed iiEo Ehe

the chang€ to th€ screen ls llmitêd to the arêa defined by the lâst

Use Indicate Colour if you folaet rhich cotours ârê àvâilâble.

unlike Colour S'ap, colour llerge ls nor âl,ays leverslble.
di sp I ayËi-î-Jfl i-ii-yoi-6t-ïIïl--s.l 

"c 
È oK it you wish ro

rs cU, follooed by È!o colour codes.

a earning dialogùe box is
proceed. The keyboârd comand

thê Find Arêâ côûûând will mâ.k ân

8-7 Ar€e Revlstbd

Flnd Areâ ând !]-SS! lqk boch 'rark areas of rhe screen.
arêa of considerable complexiry holding one colôur only.
nâny colours, but lt is llmired ro Èêcrângular shapes.

If an areâ ls toô larSê and conpltcered ro be ùalked in one operarion, divide ir up inro
sûalle! seSments and dêal with these lndlvlduâlly. You can do rhis by fi!sr dlawlnB lines
tn XOR modê. Remember to nove rhe llnes one pirel across b€roeen Èhe Elnd Areâ codùnands or
there will be Saps in the final picrure.

Uslng drop-doh mènus can cuÈ doq che ânôunÈ of oenory âvâilable ro hold areàs. If you
have d€frnêd a very conpllcâted a!ea, callin8 up Èhê nenus nay desrloy 1r. A saÉnln8 box
till be displâyêd before this hâppens. Onê ray round rhis is noc to use rh€ nenus and Èo
type in the conr,rands direcÈly floû rhe keyboard. th€ Reference Sêcrion 8lves rh€ keyboard
âbbleviatlons for all rhe comânds tn MELBOURNE DRAW.

9. THECOLOURLIST

The colour llst ts a llst of all the colours ehtch cân bê tncluded tn cerrâln bloêk and
Èêxturê êoma.ds. Use of thê colour list cân help you to transfe! dest8ns or textures to
your plcture ,tth the nlnlDun of fuss - as tf you had drâTn th€D on â sh€eÈ of rrânspar€nÈ
fllm.

For exanpl€,soppose you rânt to plâce a rov of identtcal palm trees in you! ptcru.e. Onê
l,ây to do thls is to deslgn one tree ln the texture scre€n, define 1r as a rexÈure and rhen
plant lt there you eant lt on the hain screen. Your t!€ê ls areen and brown sith a btack

Block Uark rill ûalk en elee vith

A3 vith Colour Svap,
use ôf Block M:rk.
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backS.ound, You rent to place the t.ee on à desèrt island end your picture has â
predoûinantly yellow backaround. If you Just plânt the têxÈur€ block ss it stands, the
tr€e will bê surroundêd by ân unslShtly blâck rectan8le.

Her€ ls vherê thê cûlour llst hâs lts use. Reoovê blâck froh thé colour list and Èhen
plent the texture block. All thé blâck backSroùnds plxels are !ênoved fron the Èree
textur€ block and your tr€ê âppears Èo b€ enÈtrêly surrounded by sand.

S.l S€l€cllon by ilo r

Select the Colour LisÈ on the Colouls neno. The cotour dialoguê box appears rich â cross
drarn throuah each box, lndicaÈin8 Èhât all colours are âvâilable for use.

10 tâke â colour away fron th€ list, posltion Èhê lal8er box over it ând h1t Accêpc. the
colour menu ls !êd!aen: this Èihê th€ cross is hissinS, tndicatlng thar Èhis colour can no
lonSer be used. Io put a colour back in thê llst, siilply repèât the operaÈlon.

t,lh€n you hav€ flnished changin8 thê colour lisÈ, hit ESC to l€âv€ the comand.

0,2 Soloctloî lrom the l(eyboad

Th€ k.yboârd co'rnand ts CL+. thts puts all colouls
!.ttln8. Llkêûts€, CL- rehoves all colours fro'n Èhe
block comend6 r11l appear not to eork aÈ âll.

t.to the colour llst, the tnlttal
llst, In thls case th€ t€rtùrê and

You can add ând subtract colours from Èhe llsÈ usin8 Èhê sepâraÈê comânds + and - , borh
fol lorêd by colour codês.

He.e ts ânother €xâmple lhlch you cân Èry out for yourself.lô see the effêct of the colour
!!g coimând, deftne; texture whtch ts a pâtr of concenÈrlc ctrcles on a llue tact<s;;;;?;
Colour the ctrcles diffelently, perh.ps rêd ând yê1lo\.. Ensure that the t€xtur€ you hâv€
deflned lncorporâtê3 both clrcles, llol., return to the.ornal screen and fill a r€ctan8ular
Âr€a ln whlte, If you place the culsor ln thl3 ârêâ ând select Texture Tlall you vill sêe
rhat rhê enÈlrê recrângulâr texture 1s planted tn the vhtte box. Dren the rrhttê box aSarn
ând renove blue fron the colour ltst. If you repêât thê Têxture Trall experimenÈ, you rtlt
.ee thaÈ only the clrcles ar€ planted - ther€ is no hrnt oi--iEËiinfilar box.

By ustng â comblnâÈ1on of a texture dêflnlrloû, a È€xture repêar ând Èh€ colour llsr 11 ls
Possiblê to produce painEbrush€s eith use!-defined vldÈhs and shâpes. Try this experinenr.

* cleate the shape shoh belo" usin8 the circle comand
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(e) o rlll the Ehape
elth rêd

* Deflnê lt .s

* Set thê têxturê rêpêat dl3tânce a3 thê actuâl trtdth of the brù3h - say onê pixel ln eâch
dlrection.
(c)

* SelêcÈ only red for tse wlth the colour lisÈ

* C.ll thê lextur. Trall (TT) comând.

You l,tll hâv. . clrculâr red patntbrush. vary thes€ opelatlons lo obtatn nore coûpl€x
th!pê. ând lrldth! of brush.

IO. CONTROL

Eilccting th. Control Eênu produces

Éîs.lo control
RESol.ution
l{lpe
CrIb Onloff
cllb Doïn
crlb 0p
Ind. Llet
ÀIl. curaot
Cu!Eo! çol.
Àlt. llolse
Itsg. On,/of f
tlâg. llove

o

functlon. ls descrlbed b.lor.
2g

tht3 u!6ful collactlon of !l!cêllâîêorr!



10.1 Rôsolulbn

Th. RESoIutlon comand changes thê mod€ of the display lnto hi8h, lnedlun or loe t€solution.
The keyboard comând ts !!! lnen thê comand hâs been selected' type a sinale lesollt1on

lecter: 'h' for htgh, n for nedluû, and!l for row.

Renehbe! that âny RES collûand etll clêar the scrêêni êven one shich leaves the rêsolutton

10.2 Wlpô

Thls comând clêârs the entlre screen leady for â nê, picturé.
cômand ts !!. A warning dialogue box ls dtsplay€d which checks

atve this cotrdand
As 'ith REsolution' ihis coûnand should be used vtth câle' as thêre
r€storing any picÈure shich has beên vlped flom th€ scleen'

The kêy sequence fo! the
rhât you reâlly do mean lo

is no autohâtic way of

'10.3 Crlb On,Ott

llany artists ftnd it useful to hâve a continuous dlsplây thlch StveE Èhe posttlon of thê
cur3or and oÈher usêful aspects of the sysEen. This infornation ts plovided by the crib,
rhlch ls a ltn€ of nunbels and chalectere. once thê crlb lrnê has been swltched on tt-;Tfl
rleàys appeâr unless you are actuâlly typinS a comand.

The êrlb ltne holds the foltoetng fou! itehs of tnformacion:

.) Cursor posttion. On the AUSTRÀD, the scre€n is dtvided tnlo 20o rors of prr<êls. Each
roe contains 640 pixels ln hiSh-resotution node, 320 in medluh-r€sotutton, and 160 tn lol.l
rcaoluÈion. The cursor position ts alven âs ân x-coordlnatê (50 nany plxels aton8 froin the
lcfr of rhe picture) ând a y-coordlnâÈe (so liany pixels down flotn the toP). the
x-coordlnate 1s always ûeasured as lf th€ scleen 'érê 1ù hiSh resolutlon (irresPecrive of
rh€ lesolucion it is actuâlly 1n), so that ân x-coordlnate of - 3ay - 620 - alûâys refers
ro a poElrlon near Èhe riSht of thê pictule.

As you ùill knoe, the nedlun-les plxêls ale ceic€ as Blde as the hiEh-res one3. This means
thaÈ riÈh a nediun-rêsoluÈion plcture the x-cooldinâcê uill âlvays chan8e ln steps of tto
untts: 0,2,4,6,.., ând so on. Srhilarly, the x-coordlnaÈê ln a loe-res pictute cân only
chanSê rn nultiples of 4.

b) Th€ cullent co!'mand. If yoo âre 1n â corûnand which uses the Joystlck or cursor keys
(3uch âs Potnr Trâ11 or Ctrcle) the inltial letters of the comând tt1ll appear. If you
r€e â doublê 3Èâr '**" it neans that somethtnS hâs Sone wrona. For €xa"rple, you ml8hE have
rrted to flll an alea riÈh colour rithout ralking the ârêâ fllst. Hlt ESC to 80 on.
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c) fte prxêl plotcinS node. thts ts shorn as J for JAr.r and X for XOR.

d) the cotour codê of thê culr€nt colour. Thts 1s 3horn as â
th€ corrêsponding colour.

The rcrib On' comand (keyboard co nând Co) ÈoSgles Èhe crrb linê:
lf ti râs off, or off tf tt [as prevtoualy on. Nôlnally, rhê crlb
of the screên, ove!w!iring the highesr ê1ghr rous of ptxêls.

10.4 Crlb Do{Yn

This comand, rhlch you cân cype as 99r noves Èhe crlb to rhe borÈon of Èhe scrêen, l€avlng
the top freê to sork tn.

o.5 crib up

This coû{tand sends rhê clib lin€ back ro the rop of rhe scrêên. Ir cân be enÈered on th€
keyboârd âs 9!l:

10.6 lndlcate U8l

The name of thls codm.d sÈands for 'Indtcare List'. In Secrton 9, ee descrtbed Èhe
facitity for naktna â 'colour llsr'rhich h€lps ro control the ray in uhich .e:(ru!€s arecopled into thê hatn picturê. The Ind. Ltsr coûnand lêrs yoù sêe ,htch cotours arê
actually ôn the colour llsr. If â côlour is present, irs lerÈer sill appear in rhe crlb
llne r otherwlse lt l,on'i.

When thê Ind. Lisr comand ts tn force, lt stops the crtb tlne fro,r b€tng used for trs
nornal purposê. Like CO, tt is a Èogglê coûlDand. Câtl it once to srrtch on, ând again ro
3Bltch off and to back to the nornâl crtb. The kêyboard code for Ind. Lisr is rL.

10.7 Alb.nathe Crrsor

thts nan€ stands for "Alr€rhatlve Cursor,', aDd rhe Èypèd comand ts Ac.

the systen offers rhrêê cu!3o!3, o.e of r,hrch ts tnvisible:

Fig.lt

t\
If you ttve the Alt. Cursor connând repeâtedly you rlll oove fron che cross to Èhe arroo,
to che tnvlslble cur3o! ând beck to Èhê cross.

letter on â bâckground of

that ls, 1È rurns tr on
llnê âppears at the top
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10.8 Cu.!o. Cololr
thls comand lêts you choose th€ colour of the culsor.
If you use the oâln rlenu, you rill be Slven the colour Denu Eo choose frofr. If you type
th€ comand as 9l you must folloe rith a coloo! codê - one of lhe lêtters A to P.

You slll probably rânt to choose a cursor colour uhich is easy to see âSalnst Èhe
prêvaillng background of you! picture.

10.9 Albflr.lho Nob6

thls is another cormand to sritch thlnSs on ând off,

rh€n you ftrst load mLBOURNE DMI.I, 1È squêaks wh€n you do sonerhin8 correcrly, and groans
lf you mâke â ntstak€. Alr. Nolse (vhtch you rypê âs AN) can be used to change chis

th. fl.rst tlmê you rlsê AN, th€ squeaks stop bur the groans pelsisr.
thc second time, troâns also stop, leavlnS the achitre stlenc.
the third Èlnê, boÈh thê 3queaks aDd the groans coû€ bâck.

lron thèn on, th€ cycle 1s repêatêd.

t.t Mqn lc.[on Onrotl

Th. prx€ls on the screen s!€ so srnâll that tt ts v€ry hard to see eàch one by ttself.
U.tbourn€ dra{ helps you dra' ftne detatl correctly by offertnS a ina8nlficetiont feâture.
llhên nâBntflceÈlon ts seitched on! a r.lndo$ âppêârs 1n the c€ntre of the screên. Thls
n.anlftes the area urder the cursor so that each pixel ls ctearly vtslbl€, as you drae th€
plcture yoù can Eeê each chânae take €ff€ct, ptxel by ptx€t.
thô !4!l oN/oFF comand (rypêd Ho) i3 another to8gle comând. use lt once, ând thê
n.Snlfted scre€n appeer6: use lt agaln, ând lt goes âeây. Do not oove the cursor lnÈo thê
n.gntf tcâtton -tndorr.

t.fl ilagriflcallon mor,e

thG Uâ8 Uove coûÈ.d, rhtch you type as n{ ls also à Èo8gle. lt noves thê nâgnified 1ma8e
b.ck and forth bêÈi,êên th€ tso stdes of Èhê screên.

11. FTLES

IIELBOURNE DRÂll lets yoù us€ casseÈte Èapes to save and restore ptcÈures and t€xcur€ screêns
tn much thê .ân€ rây âs ordinâry proSlahs. Each picture is stor€d asay as arftle' slth lts oen sp€cial nant€, and can bê reloaded by têlling Èhê sâchtne vhâÈ nâm€ to
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.fl.i SâYo Plc'luê

shen you select this coûûând, (or rhen you type sP) â dlaloauê box âppeârs 1n the niddle of
th€ scrèen. It contalns a spac€ for the ftle $aoe of Èhe plcture you vânt to save. Use
the keyboard to type thls nane, rhich nust not be norê Èhân 16 charâcters lon8. Possibl€

croTT0
Ptc3,2
lEXURELIB

If you nâk€ â rllstâke, you cân rùb our the f,levlous êhârâcter rith the DEL kêy. ghen you
finlsh, hlt ENTf,R and the picture elll !êappear. îhe nêssâ8e:

Press PLAY and RECORD then hic any key

t,ill bê displayed ln the clib line, and the bolder ïtll stalt flashing.

Load a re{outrd tape, prêss the PLAY and RECORD butÈons on tbe recordeli ând hil any key.
The plcture ùrll thên be recordêd on thê tape, rith Èhe procês3 Èaklng sev€ral nlnutes.

l|hile thê lecordlng ls happenln8, the screen nay chângê 1n lts âppêârânce. This tB
temporary, and th€ oriStnal state elll be restored recordrnS ts complete.

ll.2 Slve n<Ue
Îfits conlmnd (keyboârd cod€ !!) ls 

'rsed 
ro sav€ sny rêxrùre3 you may hâv€ definêd. tr

works exâctly Èhe sane ray as Save Ptcrure.

11.3 Lord Plclura

thts comând, or tts ke)board equlvalenr !!, 13 us€d Èo r€srore â plcture pr€viously saved
by lh€ !! comand. As you would expecÈ, you musÈ Stve th€ frl€ nâ,n€, loed rhe right
cassette, pres3 the PLAY burton, htt âny kêt, and eârr.

11.4 Lo€d bûr€
th€ Loâd TexÈure codnand can brlng bâck aDy set of textures saved by the €! coûinând. you
càn ùse lt tn the sâne ray âs Load Plcturê ând rhê kêyboard co@ând ts LT,

It.5 Slow Speed

Nornally the AI'STRAD sâvê. plcrures rîd têxrure5 ar .sloe speed', rhtch rakes rtme buÈ
wh tch ts htAhly relr.bl€.
Selêct thls comand on th€ neru o! rypê SS.
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1l.6 F'3l Sp..d
'Iâsr Sp€ed'hake3 savtnA.nd loâdtng abouc telcc a! fest' but ts Pronê to €rrors unless
your recorder rs sup€lbty eelt adjusted. s.l€ct Èh€ nênu coilnand or tyP€ FS.

12. LOADING A PICTURE FROM BASIC

Ptctures ney bê roâdêd fro'n BÂSIC ln the u6ual wayr

load" ! ft lenanê"

thê corûnand sill loâd the pictule ln fllename' olto thc scleen. The exclanation nark is to
.top th€ A}ISIRAD prlnÈtn8 nes!âges over your plcture whtle rt ls loadinS.

Thi6 nethod, thouSh stûple, wlll not !estole thc colours, rê3oluÈlon, or border Èhe Plcture
{.. sâvêd eith. Thts is becausé thê tnfoûnatlon t3 kêpt lD the "heâde! block"r a Part of
the tape the BÂSIC protrâmner cannot acêess êâslly.

For Èhls reason there is a progrârn called the ÈaPê {ith ùELBoURNE DRA!,,' thts
l. s BASIC p!o8!ao l,lth some nachtne codê thst you nay copy a.d u3ê âs Palt of your own
proarâms. xhên you lun thls lt elll ask yôu for the nâhê of a fll€ contâtntn8 vour
plcturê, and thên chang€ to thê corrêct relolution' sêt the coloùrs and border to ehat thêy
Y.re, and load rhe plcture.

Ior proS!àmêrs 'ho kno- nâchtre code â fùIl lt3ttnS ard êxplanâtton of the nachlne code
p.rc of thls prottâh 15 ttv€n in 

^pplndlx 
I.

13. THË PRINTER DUMP UÎILITIES
Th. thrêê BASIC proSran3.s DuXPrr'ard "SDlr P2".1ll dutnP PtcÈur€s to â Ptlnte!.

t)Loâd the apploprrâte proSlan: SDlJllPo for loe-re3'
SDUUPI for medlun !ê3, tnd SDUXP2 for
hlth-re6.

tl )chante Itne 30 fron

lo lraDn I r

30 ro D"! f{l.nan."
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ill)The programs supplled are for usê stth Ep6on prlnrers,
If your prtnter ts an AUSTRÂD one rhen delêtê ltnè lOO,
and rênove lhe flrsr ,,REH', fron llne ll0.

Noe run the progran, and thê ATSTR D vtll load your ptcrure, and dunp tr ro rhe prtnrer.

Thes€ proarahs do not usê th€ nachine code loadêr:s tr rculd make Èhêm confultns ro read -nor ùould tt nake âny differencê ro rhe ourpuÈ tf théy did ! thl3 ts because rhe screên
dunp ls of the rrloStcalrr colours (whlch corre3pond ro rhe colour codei in the packâgê
ItseLf), and noÈ thê actual ,,physlcal', colôurs on the scrêen,

Thê êestest eây ro gêr around thts problen ls ro changê thê ordêr of rhe elênents of rhê
ârrây rrcol$r' so thât thêy ale in Èhe sâne order of brlghtnès3 aB rhe "lo8tcal" colours.

the proSrans sùpplt€d make colS(O) rh€ darkest colour, and rhe htahesÈ etenênr of colg the
llghÈêst, the ones ln berïeen aoina fron dârk€sr ro l18hre6t.

For exânplê, say you wlshed Èo prlnÈ oùr a plcture tn ïhich

Colou! Code Loaical Colour Physlcal Colour
(clRL) a o cr€ên (9)
(CTRL) B I Lrn€ (21)
(CTRL) c 2 Purplê (7)
(GTRL) D 3 BrtthÈ lêlloe (24)

(Îhe numbêrs ln brâckets ele th€ nunbers for Èhé physlcal colour6 on rhê ATSTRAD).

CoinS frorn darkê3t to ltShtêsr, Èh€s6 coloùrs srê: porpl€,8!een,li6e,br{ahr yelloe (Èhe
loçêr thè nunber of a phystcâl colour rts, rhê dâtker tr t5), so ro chân8€ rhe prtnter dulllp
pro8lah to reflect this ch3nS€s ltnes 2OO-23O of SDUXPI fron

2o0 col $ (o)=cHRt(6)+cHRl(6)
210 col i( 1)=cHRi(2 )+cHRg( 2 )
220 cort(2)=cHR$(1)+cHRi(o)
230 col$(3 )=cHRi (o)+cllRl(o)

2oo col$(2)=cHRl(6)+cHRl(6)
21o col N(o)=cHRi(2 )+cHRl( 2 )
220 col$( 1)=CHRI ( 1)+CHRi(0)
230 colî(3 )-cHR$ (o)+cHR$(0)

the colouls vill nos be prlnted our in rhe correct ord€r of brighrnes5.

Notê that lt ùâs only neces3àly ro chan8ê rhé tndtc€s (rhê nuôbcrs tn b!àcker6 âfÈerI'coll") of corf, whrch anounts to ustnt then tn â dtfferê.t older
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14. REFERENCESECTION

The secrion conrains a brtef dêscrtpÈton of all rhe faciliries in PANORAI'A ro8ether wtrh a
llst of comands used to access then frotn th€ keyboârd. Thrs dêscrtprton wlll be useful if
you alre.dy knoe hor to usê the systen 'lÈh Èh€ tcons and drop-down n€nus ând now çânt thê
ipeed and t'medtâcy whtch thê kêyboârd comands provtde.

the coû'ânds ârê llst€d alphabeÈtcally, folloeêd by Èhelr âbbrêvlâtloî. Thê r(' symbol is
uted to nean rcolour coder.

Keyboârd comnands may be typed ln loser-case if pref€rred.

^irbrush 
Tratl (AT): snrtchès ihè alrbrush on.

^lternâtlve 
Culsor (AC): usêd ro srlÈch berreen rhe sysren's thrêê cursors.

Âltêrnative Nois€ (AN): used to swiÈch thê Broâns and squeaks on and off.
ock Copy (Bc): puts â copy of the ren€nbered block aÈ rhe curso! posirion.

rlock DreS (BD): as Block copy, but clêar6 rhê !rêâ of screen fron which the block eas
rnk.n to the currênt colou!.
Block Mark (Bx): ûarks â r€ctanaulâ! area.
nlo.k Reûeûber (BR): reænberr a recrânaular .rêe.
ldrdêr colour (l<): s€lecr3 the border colour.
ll0r (ôO): rubber bôr
(llrc lê (cI): !!bber clrclê
(:olour chànge (Cc)): redêfrnes â coloor.
(;olour List fill (CL+): puts all colouls lnto rhê colour ltst.
(;.'lour List êhpty (CL-)! re ovês all colourB froo the coloùr llsr.
(;olou. Ier8e (Cù((): ch.n8e! all p'txels of Èhe first colour lnco ptxels of rhe second
r olour rithln a nâlked area.
l:olour Swâp (cs<(): exchânBês rro colour6 wtÈhtn a nârkêd aréâ.
Crrb Down (CD): displays crib at botÈon of screen.
{:rtb on/off (cO): selrchês Èhê crtb on and off.
crlb Up (CU): dlsplays crib ar rop of screen.
fil,l tps€ (EL): rubber €lllpse,
[..t Sp€€d (FS): Save3 ând lo.ds at fâ3t Epêêd,
rlll Colour (Fc). ftll nârked alea wlrh cu.rent colour.
rlll textur€ (FT)r flrl frârLed ârëa wtrh currenÈ Èêxruré.
rLnd Areâ (FA): mark ân areâ of a stnrlë colour.
Il,lsh colou. (t(): redefine a coloùr ro be flashtnS,
lndlcâte Colour (IC): dl6plâys culrent colour tn bolder.
Itrdicate Ltst (IL): uses crlb ro shoe colôur ltst.
lndtcate Texture (1T): outltn€s currênr telrure. Thê È€xÈure scrèen nust be on.
.lnm modé (J)r ploÈB prxels ln JAU node.
LIne (Ll): drals â lrne.
Lord Plcturê (LP): loads â ptctur€ fron Èâpê,
l,oad Texturê (LT): loads e réxture screên fron tâpe.
Hnanlflcetton on/off (Mo): swirchês oa8ûtficatton on ând off.
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uâSniftcetion Uove (uu)r noves naSnlfied eindov Èo lêft o! riSht of screên.
ulddle (M1): to hlddlê of screen.
Mtrror Both (MB): dra's the remernbered block roÈated through 18o deareês.
l,ltrror Hortrontal (MH): drars the remenb€red block nirrored lound â horizonÈâl ltne.
Ut!ro! vêltlcal (Uv): drars the r€'ne'nbe!€d block hlrrorêd round â vertical line.
Potnt Trail (P1): leav€s a trall of plxels draen ln Èhê current colour and node behtnd the

RESolutlon (REsx): chânSes sc!€en rêsolutlon, x = h for htSh-res, m for nedrum-rês ând t
for low-res. lextur€ screen mùst be off.
Rubber Band (RB): rubber ltne.
Save Plctu!ê (SP): sâv€s a picture to tape.
Sâvê Têxture (ST): sâves â tê,(ture screen to Èap€.
Slor Speed (SS): chanSes sâvê sp€êd fron slox Èo fàst ard bâck a8âtn.
sloe Spêed (Ss): Saves and loads ât slow spêed.
T€xtur€ D€ftne (TDx)! dêfrnes Èerture :( vherê l( ls â slnSle léttêr,
T€xÈur€ Erase (18): cfêâ13 the texture screen.
Textur€ on/off (To): swttches Èêxtut€ screen on and off.
lextur€ Plânt (ÎP): plants curr€nt tex!ure et cursor posltton.
Terture step (TS): d€fines step slzê ot curr€nt texture to be used in lexture Trall.
lexture Tratl (TT): Leaves lrâil of currênÈ tettur€ drâwn In current node behlnd cursor.
T€xture Use (IUx): makes prêviously-deflned tèxture x th€ current têrtûrê.
TêXc (1X)r alloss characters to be typed ln cùlrent colou! and hode. DEL key etll €rase
chârâctêrs ln xoR ftode ànd bâckspâce ln JAr| node.
lllpê (xI) | clears the screen,
Xo! ûode (x): ploÈs plxels tn XOR node.
zsp (z(): changes lln€ under cursor into coloor x.
colour llst add (+<)! àdd. colou! Èo colour llst.
coloùr ltst reFove (-(): reftoves colour fron colour l1!t.
TyptnS a colour cod€ on tts own etlt chânge the current colout to that colôu..
the current colour ând node nay be chantêd durln8 all '!ubber' comends! the n€o colour
and node rill bê lFplêoênted çhen the comând 13 âccepted.
The cur!€nt textule nây be chanaed dullng thê TT coîlnand but only llth 11 or TU. Thê node
nây be chanSed rhile ln TT.

App.ndlx 1: The BASLOAD plooram

^ 
BASIC 1t3ttn8 of the BÀSLOÀD proSrâ'n can be found on stde tvo of you! câasettê.

EssenÈlally tÈ nay bê dlvldêd lnto Èhree parÈs:

i) CeÈ Èhê file nâmê flon thê usêr.
1t) open the ftle, check tt is of thê corrêct Êypê ând stze ànd sêt thê r€solutlon,

border end colours to the values lecorded.
lit) Load th€ rest of the fllê ând closê lt.
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SêcÈlonB l) and ttr) are relattvely strâtShtforrard.
Sectlon tl) has Èo retrlêve lnforn.tlon fron thê 'header', a 6&-bytê a!ê! ât Èhe stârt of
oach block of â fll€ rhlch ts Eet as follosr:

Dyt€s O..15 : fllenâ'hê, paddêd vtth null3
Eyte 16 | block nu'b€r
Bytê 17 ! lâBt block: non-zero

neâns end of f lte
Bytê l8 : fllêrypê
BytêB 19,20 : datâ l€ngth
Bytèa 21,22 | det. loc5tlon
Byrc 23 : flrst block: non-'ero

n€âns end of f 1lê
Bytes 24,25 : rotal l€naÈh of fllê ln byreg
Bytæ 26,27 : entry âddre3s

th€ leÉt a!ê frêê for use by the u!er.

Byaês 28,29. : 3crêên resolutlon
Byt€s 30,31 : colours of bo.der
Byt€s 32.33 : colours of- tnk 0
Bit€e 34,35 : colour. ofr lnk r

syte3 62,63 | colourr of lnk 15

the âddress of the header 18 leturned ln HL by cartnopen, ûtch opens the flle. thl3 .lso
r.turns th€ locallon ln DE and the length tn BC.

Th.re are both checked. DE should bê cooo and BC ahould be 4OOO. Th€ relolutlon, bordêr
.nd cotours are Èhên chrntêd .n.l the reoatnder of the fll€ loaded.
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Amstrod Melbourne Drow hos been designed to enoble ony
Amstrod CPC user, whether beginner or odvonced. to utilise to the
full the superb grophics potentiol of the Amstrod CPC disploy chip.
Adding to the èose of use of the progrom is this 36 poge booklet
which ôffe's detoiled explonotion ond guidelines to help the user
moke the most of this powerf ul utility. Some speciol f eolures of the
progrom described in this guide include:

* Mognificotion of the screen to ollow detoiled pixel
by pixel design.

* Focility to drow point, lines, circles, ellipses, boxes etc.

* Full occess to oll 27 colours ovoiloble on Amstrod computers.

* Pull-down menus on screen ollowing eosy occess to oll
commonds.

* Ability to reproduce pictures on o dot motrixprinter.

Focilitote design in oll 3 disploy modes, Hi-res, Medium-res,
ond Low-res.

* Mirror effect for dromotic designs.

* Air brush fociliiy enobling user to creote soft-effects.

* Lorge ronge of lexture focilities including obility to design
owÀ mulli-coloured texture ond fill specific ports of the

screen with texture.
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