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All programs of GRAPHICOM PART If are COPYRIGHT 1984 by
WHITESMITH PARTNERSHIP except FAINTRT.BIN which is COPYRIGHT
1984 by COMPUTIZE, INC.

The GRAPHICOM PART 11 documentation is COPYRIGHT 1984 by
COMPUTIZE, INC.

CREDITS

Programm ng for GRAFPHICOM PART Il was provided by Scott Smith,
Eric whi e, and Bruce Farrington. Graphics and Artwork for
GRAPFICO1 PART 1! were provided by Eric White.

ORIGINAL GRAPHICOM

The original GRAPHICOM program and GRAPHICOM PART 11 are
separate products produced by different companies. Both
GRAPHICOM PART II and the original GRAPHICOM are available from
COMPUTIZE INC. The original GRAFHICOM is produced thru CHESHIRE
CAT COMPUTER CREATIONS.
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MINIMUM RECQUIREMENTS

¥ 64K COLOR COMFUTER or COLOR COMPUTER II
# 1 DISKE DRIVE with DISK COMTROLLER

== = STOP = =

Before proceeding any further BACKUP the supplied DISK(S)
with the BACKUP command. After performing the BACKUF put the
supplied DISK{(s) away for archival.

The four DISKS that GRAPHICOM PART II uses are:

(1) GRAPHICOM PART Il program disk
(2} GRAPHICOM FART II user fonts disk

(3) GRAPHICOM format picture disk

(4) Any disk that contains a HI-RES picture in binary format
Also known as a standard format picture disk.



JOYSTICKS or KEYBOARD

GRAFHICOM PART 11 uses either the KEYROARD or JOYSTICE 1nput

{zelf centering) as the main 1nput device. You can switch
between the keyboard and joystick input freely and as often as
you like. Once selected the input device, keyboard or joystick,

will remain selected until vyou change 1t except for the
"TYPESETTER - CHARACTER EDITOR" which uses only keyboard input.
I+ vyou have the joystick selected as the input device and go to
the "“TYPESETTER - CHARACTER EDITOR" the Joystick will be
automatically selected again when vyou exit the "TYPESETTER -
CHARACTER EDITOR". When you first run GRAPHICOM FART II the
xeyboard 1s selected as the default device. If using joystick
input, the joystick may be either in the left or right joystick
connector as GRAPHICOM PART 11 will sense which joystick has
been selected.

It should be noted that if you desire to use joystick input
with GRAPHICOM PART II, the joystick SHOULD BE the self
centering type. Use of non-centering joysticks will not hurt
anything, but will make GRAPHICOM PART Il extremely hard to use.

To select the joystick as the new input device when the
keyboard is currently selected, press the "FIRE BUTTON" on the
joystick when at the MAIN MENU or any SUB—MENU. To select the
keyboard as the new input device when the joystick is currently
selected, press the "SPACE BAR" +from the MAIN MENU or any
SUB—-MENU. Only switch input devices from the MAIN MENU or a
SUB—MENU. DO NOT try to select a new input device while a
picture is being displaved or 1is being worked on by the
GRAFPHICOM PART 11 programs.

I+ wusing the joystick as the input device, pushing the
jJoystick up or away from you will cause the GRAPHICOM PART II
cursaor, select block, or cross—hairs to move 1n an upward
direction. Pressing the joystick down or towards you will cause

the cursor, select block, or cross-hairs to move down. Movement
of the joystick left or right will cause the the cursor, select
block, or cross—hairs to move in the corresponding direction.

The Joystick "FIRE BUTTON" is used to actually perform the
selected function.

For keyboard input the up, down, left, and right keys
perform the same +functions as the corresponding joystick
movement. The "SPACE BAR" is used in place of the "FIRE BUTTON"
for keyboard input.

For the remainder of the documentation we will assume the
joystick as the input device selected.

When switching 1input devices a tone will be produced
itndicating that the device switch has taken place. This 1is a
unique tone and 1is different from the "ABORT TONE" discussed
later in the documentation.



ABORT and OFFS

Almost any function can be aborted once selected by pressing
and holding the "FIRE BUTTON" until vyou hear 3 tones. Those
functions which cannot be aborted can be nullified with the use
atf OPFS.

OFF5 allows undoing or returning a picture to its form Jjust
pricr to ths previouslily selected function. The OFFS option
appears on all of the picture modifying SUB-MENUS.

CURSORS, SELECT BLOCKS, WINDOWS, and CROSS-HAIRS

The GRAFHICOM PART II cursor is seen on SUB-MENUS and 1is
represented by a small black and white hand with a pointing
finger. Use the joystick to position the cursor to the desired
sub—functicn and press the "“FIRE BUTTON" to select that
sub—-function. When in the TYPESETTER or editing characters 1in
the CHARACTER EDITOR the cursor is defined as a blinking box,
the size of which is determined by the height and width of the
characters.

Select blocks are used throughout GRAPHICOM PART II for a
variety of functions. Their main use is to define a portion of a
picture to be worked on by some function. They are also used on
the HMAIN select screen for MAIN function select and on the DISK
directory screen when wotrking with a GRAPHICOM format disk.

Cross—hairs are seen on the picture modification screens and
usually are used to define or pin—-point a specific pixel or
pixel pair for a graphics function about to take place.

Windows are used with the picture modification functions and
can best e described as wvariable select blocks the size of
which are set by vyvou within sach function.
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COMMON OFTIONS

The following options are seen on the various SUB-MENUS and
are described here:
RETURN TO MENU - PREVIOUS MENU — MENU
These select options will return control to the previous
MENU.
LOOK AT SCREEN — VIEW FICTURE
These two options will display the current picture 1in the
GRAPHICOM FPART I1 work area.
PMODE - CHANGE DISPLAY MODE
Use the joystick with the "FIRE BUTTON" to toggle through
the four possible PMODEs that GRAFPHICOM PART II 1s capable of
working in.
MODE COLOR B%W
Selects whether GRAPHICOM PART II1 will process the HI-RES
pixels as individual black & white pixels or colored pixel pairs

(red, blue, white, or black).  Use the "FIRE BUTTON" to toggle
between the two modes.



CHANGING DISKS

From <1tim= Lo time depending on the functions selected and
the number o+ disk drives in use GRAFPHICOM PART II will display
a message to change or insert various disks. Follow the
directions and press the "FIRE BUTTON". In the following
messages  the program will replace the x with a valid drive
number. Some of the various messages are:

Flease insert STANDARD-FORMAT
picture disk into drive

FPlease insert FONTS DISK
into drive x

Flease insert GRAPHICOM
picture disk into drive x

ERROR MESSAGES

If GRAFPHICOM FPART II senses an ERROR condition on the disk
it will nroduce a series of tones and display an information
message associated with the error. Take the appropriate
corrective action and proceed.



PICTURE FORMATS
RSTT IR SIS R S S SR AL

All pictures that GRAFHICOM PART 11 works with Bre. HI —RES .
(PMODEr4) pictures. " EBach plhture occupies a total 0¥ 6144 bytes
on disk ' or in memory.” The plctures to be loaded or. saved yy?h
GRAPHICOM PART 11 may be" 91ther in a Binary f&le on d1sk or on a”
GRAPHICOM! forwat disk. ' T '

A GRAPHICOM .fbrmat dikkis spec1ally @ormatted ‘for Use 'w1th T
the original GRAPHICOM (from CHESHIRE' CAT) or now GRAPHICOM PART *ﬁ 
I11. GRAPHICOM RART II :should have rio problem loadlng any plcture i
disk created with: the original GRAPHICOM. '

It «should - be noted that GRAPHICOM PART Il checks t"o' insure ”
that a picture +to be loaded is really a picturé and not ‘just’ a
binary- fi-l e..;: Some other- graphics edltor/prﬂcessor prograﬁs write’
binary:picture: fides to disk that are hot always' ¢orrect and for‘*:“
this season.  GRAPHICOM PART »TT o wild NDT’Ioad én 1hcor?ect1y i
formatted pictured: - = s e ; ; A o 0
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USING GRAPHICOM PART I1

To run GRAPHICOM PART II place the GRAPHICOM PART Il program
disk in drive O and type RUN"BOOT"<ENTER>. After a short time
the GRAPHICOM PART Il start-up picture will appear. At this time
press the reset button on the computer until the upper left hand
corner of the picture is red then press any key on the keyboard.
The MAIN function menu will appear next. At this time you can
.select the joystick as the input device if using the joystick.

DO NOT remove the GRAPHICOM PART II program disk from the
drive at any time unless instructed to do so by the program.
Each main function except disk access has at least two
additional modules to 1load from the program disk as the main
functions are selected. For multiple drive users the GRAPHICOM
PART 11 program disk and the picture disk may be designated to
be on separate drives with the use of disk access sub—menu.

RARHIGE
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ALL RIGCHTS RESERVED

From the MAIN SELECT MENU select the function desired. The
eight MAIN FUNCTIONS available are:

PAN/ Z0OOM

SLIDE

coPYy

PAINT

TYPESETTER/CHARACTER EDITOR
ROTATE/ENLARGE/ROTATE

PIXEL BLASTER

DISK ACCESS



DISK ACCESS

Select the DISK ACCESS function from the main menu by moving
the select block to the lower right hand corner and press the
"FIRE BUTTON". After the selection is made the +following
SUB—MENU will appear:

LISt GRAPHICON PARTI

Copvright © 1984
HHITESHITH V:1.8

EFPREVIOUS HENU
ACCESS (LOAD/SAVE/VIEH/KILL)
DISPLAY WORK SCREEN
FORNAT : EALLDLLDE GRAPHICON
GRAPHICOK I DRIVE [ 1 2.3
PICTURE/DATA DRIVE § 1 2 3
CHANGE DISPLAY MODE [ Jiiinmeseii
A HALK AROUND THE COCO GALLERY .

Select the desired sub—-function with the cursor and "FIRE
BUTTON"

DISK ACCESS - SUB FUNCTIONS

PREVIOUS MENU — return to the main select menu

ACCESS (LOAD/SAVE/VIEW/KILL) - selects the DISK 1/0 screen
for loading, saving, viewing, and killing pictures on disk.

DISPLAY WORK SCREEN - displays the current picture in the
GRAPHICOM II work area

FORMAT: STANDARD GRAPHICOM - toggles between standard and
original GRAPHICOM format picture disks. Pressing the
"“IRE BUTTON" will alternately black hi-light the format
svlected o

GRAPHICOM II DRIVE O &t 2 3 - sets the drive for the
GRAPHICOM PART 11 program disk. Pressing the "FIRE BUTTON" will
black hi-light the format selected. The default drive is O

PICTURE/DATA DRIVE 0 1 2 3 - sets the drive for the picture

10



or data files. Fresdifgthe »FIRE BUTTON" will black hi-light
the format selected. The default drive 15 O
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DISK ACCESS - SUB-MENU - BINARY

IFHENU VIEN
LOAD KILL

o —— ——— . — —a— ———

GRAPH II/PIC
GRPHCHII/BIN
PATTERNS/PIC

This menu is the actual DISK ACCESS I1/0 menu which loads,
saves, and views pictures.

MENU - return to previous menu

LOAD - after selection move the cursor to the desired
picture file to be loaded and press the “FIRE BUTTON"

SAVE - after selection move the cursor to the desired file
name to save the picture to or move the cursor to the end of the
directory 1list and press the "FIRE BUTTON” to enter a new name.
If entering a new name press the “FIRE BUTTON"  again to give
access to the keyboard and type in the new name followed by’
<ENTER> '

VIEW - after selection move the cursor to the desired pictue
to display and press the "FIRE BUTTON" teo display that picture.
Press the "FIRE BUTTON" again after the piciure iz drsplaved to

return to the SUB-MENU

KILL - after selection move the cursor to the desired
picture to be killed and press the "FIRE BUTTON" tc ki1li that
picture

DISK - select this function to re-read the disk directory.
This function 1s used if you have changed picture disks. Do not
change picture disks without selecting this option after the new
disk has been put into the drive

12
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PAM & Z0OOM

Pad & Z00M is used to inspect or draw a picture in 2, 4, or
8 power. As with the other picture altering functions there is a
B%¥W ang COLOR mode. The PAN & Z0O0OM can be used for HI-RES
plcture drawing and is extremely suited for detail work.

The PAN & Z0OOM is selected from the MAIN MENU by placing the
zselact block in the upper left hand corner and pressing the
"FIRE BUTTON". The PAN & Z00M SUB—MENU will appear next.

GRAPHICON PART O

1§ Copyright © 13984
F§ UMHITESHITH U:1.8

fFRETURN TO HENU
LOOK AT SCREEM
PAN & ZoOOn
MODE LE1Y COLOR
O0PS K&
PHODE 1\ Ml

RETURN TO MENU - returns to MAIN MENU

PAN & ZOOM - depending upon the setting of the B&W or COLOR
mode this function selects the proper PAN & ZOOM menu

MODE B&W COLOR - PON & ZOOM mode

00PS - restore picture prior to the previous PAN & ZO0OM
command

PHODE ~ pmode s

14



Selection of the B
inspecting & picture in HI-~

L 10kt egnables changing and
wlack & whiite mode. The black and
white color 2 : on the right side of the screen aere used to
select the zur {draw) colgr. The currently selected color is
represented in “he picture power box at the lower right by
either a > wharater indicseiting white or a black and white
stripe ind: vy bBlack. Yo change the color move the cursor to
the appropr’ate box and press the *FIRE BUTTON". To change the
picture power, place the cursor In the vioctuare power box  and
press the "FIRE BUTTGH". REmesd (i v o ot the picture
power will change the power from £ L <@ then back to
2 power again. in the 8 power wods B and COLOR it is
NOT possible (o view or draw on right hand side of
the picture. To draw in thi ture select either 2
or 4 power. To move anobhsrs prcture 1nto the work
area place thse Cursor shaped select box just
above the TEMEE powar while ‘pressing and

o

o ln #

5 @rad oo Lng plc

£y

Sreed

holding L joystick until the desired
portion % cture FAND inton v The size of the cursor is
proporti g Si® ¢ :

To oy 2l mox “ived position on the

screen and
down and o 3T
to draw with the cusso
Placing the cursor
corner and pressing ©y
to the PAN & Z00M SUB-

vy the  "FIRE BUTTON"
tick will enable you

the lower right
turn control back
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The functions of the COLOR PAN & ZOOM are the same as the
biack and white except there are 2 additional color cursor
select boxes of RED and BLUE.



i FMaIn MENU by placing
the - block and pressing
the ¢ function 1is teo slide

or exchamns another.

The %I
of RETUR
actual Si

FEMU contains the
uk;ruqu LK AT SUrzar,
fonctions ares

iounly discussed options
MdDE, and PMODE. The

DEF INT @1 0000M -~ ussed 1o
portion of the screen that tns
on. Selection of this opltion piags
on the screen with top to bortom a
Use the Jjoystick to move the cross-—
the window. When satisfisd aith
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takes place within the window defined by the DEFINE
DG . Aftter selection, the picture will be displayed with the
wwigusly defined window, and cross—halrs centered within the
w1 nOdDOW. Use the joystick to move the cross—-hairs to the place
within the window that you desire the SLIDE to start and press
tha "FIRE BUTTON". Another set of cross-hairs will now appear.
Center the new set of cross-hairs to the position within the
window that the SLIDE will go to and press the "FIRE BUTTON" to
ger+orm the SLIDE.

SLIDE is one of two functions within GRAFHICOM FPART I1 that
will take time to get used to and master. Une of the more easily
understood uses of SLIDE is to perform a top to bottom or bottom
to top scroll of the entire screen by defining the entire screen
= a window and just doing a verticle SLIDE. You could also do a
=+t to right or right to left SLIDE of the entire picture.

SLLIDE is most often used to swap or adjust large portiaons of
tive picture. SLIDE does not move a portion of the picture to
arncother. SLIDE swaps a portion of the picture with another.

Iy
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The COPY ftunction is used to expand a small portion of the
screen i1into the full screen while substituting small pictures
for the red, blue, white, and black colors on the original
picture.

COPY SUB-FERNLU

s 5454 4 4% 5 &R T
H CRAPHICOR PRRT
Rodin bin Copyright & 158
sl LUMITESHITH Ut

NP Y Bl

g
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CERETURE TO HESY
LOOK &7 SCAREEW
COPY SHAPE HE
DOPS (@ k21 4
PHODE (CHillBe
HODE COLOR U 3AY

=

i

The COPY SUB-MENU contains the previocusly discussed RETURN
TO MENU, LODK AT SCREEM, Q0OPS, PMUDE, and MODE options. The one
additional option is the COPY SHAFEZ MENU.

COPY SHOPT MENU -~ selecting this option displays the upper
portion of “he picture to be worked on with the COPY SHAPE MENU
in the lawer portion.



e | wm=] ]

HINDOH
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COPY SHAPE MENU

SIZE - using the joystick select the SHAPE and WINDOW size.
HMove the joystick up, down, left, or right to change the SHAPE
and WINDOW sizes. The SHAPE and WINDOW sizes change 1in
proportion to each other and at the same time. As the sizes are
changing, the blocks alongside the color boxes change to show
the actual SHAPE size. When the desired sizes are selected press
the "FIRE BUTTON" to lock in the sizes.

Move the cursor to one of the color boxes to select the
small picture that will replace that color on the picture to be
werked on. Pressing the "FIRE BUTTON" when the cursor is
pointing at one of the color boxes will select the screen that
contains the smaller pictures to be used as replacements. This
"SMALL PICTURE" screen is COPYTOY/PIC in the directory and may
itself be changed. Move the select box to the small picture that
yvou wish to use as the replacement for the color selected and
press the "FIRE BUTTON".  Continue selecting the small pictures
uantil all four boxes beside each color are replaced by pictures.

20
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PAINT

The PAINT function is used to COLOR or PAINT portions of a
bicture. The colors and patterns used to do the painting are
contained in a picture themselves and may be changed by vyou.

PAINT SUB—MENU

rFRETURN TO HENU e

LOOK AT SCREEN A
CHANGE PAINT COLOR b~ ,
PAINT PICTURE! i
00PS @2z 4" 4" = L
PHODE  [J0mmali it e

The PAINT SUB—-MENU contains the previously discussed RETURN
TO MENU, LOOK AT SCREEN, 00PS, and PMODE options. The two new
aptions are CHANGE PAINT COLOR and PAINT PICTURE.

CHANGE PAINT COLOR - select this option to bring up the
PATTERN/PIC picture to select the COLOR/PATTERN to use when
painting. The picture will be displayed with a select block in
“he upper left hand corner. Use the joystick to move the select
hilecck to the desired COLOR/PATTERN and press the "FIRE BUTTON".
Control will pass back to the PAINT SUB-MENU with the
COLOR/PATTERN just selected displayed on the front of the PAINT
A,

PAINT PICTURE - this selection will display the picture to
e painted with full top to bottom and left to right
zross—halrs. Position the cross—hairs within the place on the
picture that you want to be painted and press the "FIRE BUTTON".
The point that painting starts is 2 HI-RES pixels wide. Two
HIi~-RES pixels are either red, blue, white, or black. The
inting will start with the pixel pair selected and continue in
211 directions until another color pixel pair is encountered or

22
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ROTRTE - ERLARGE - REDUCE

A pilcrure or a seiected portion of a

re to be b from O to 340 degrees in as small as 1
Gree increments g peduction o enlargement at the same
L . With the use of the SPECIAL~-FX option it is possible to
Hive & plicture a TUMMEL or FISHEYE vision effect.

Thrs +unciion

ROTATE - ENLARGE - REDUCE SUB-—-MENU

GRAPHICON PART I B

Copvyright © 13984
UHITESHITH v:1.8

[FRETURKE 70 HEHKU 00PS Okt a4
LOOK A7 SCREEN ROTATION e°
PHODE [ I TARGET .‘SCREEH
HODE CGLOR'EE}J SPECIAL-FX

ROTRTE/EHLARGE/REDUCE!

mn addition to some of the previously defined options there

R
A EFE

ROTATION 0 - this option will set the degrees of rotation
Trmn O that the picture will rotate. Selecting O degrees will
not rotate the picture. To change the degrez of rotation move
sursor  to the option and press and hold the "FIRE BUTTON".
@ heolding down the "FIRE BUTTONY push fhe Jjoystick left or
L o increase oF decrease the degree of rotation.

TARGET SCREEN - this option wiii select the screen
rokpround 1€ a redurition will take place. Use the "FIRE BUTTON"
e Togale theough 2he o dferent screen colors until the desired
: e establish . : the ABORT {function to exit the TARGET
se_ et on whon proper color screen is displaved.




SFECIAL-FX or PROFUORTIONAL - wsing the "FIRE BUTTON" toggle
between these two options. The PROFORTIOMNAL option will enlarge
or reduce 1 direct proport:on to the original picture or
portion o+ that pilcture selscited. The SPECIAL-FX option will
enable the FISHEYE, TUNRNEL VISION sffect.

ROTATE/ENLARGE/REDUCE - this selection will display the
picture in the work area witihn either cross—hairs or a select
block depending on the SPECIAL-FX o PROPORTIONAL option
selected. Move the cross—hairs or select block toc the beginning
of the area to be altered and press the "FIRE BUTTON". A second
set of cross—hairs or select block will be displayed on the
previously selected TARGET SCREEN. Move the cross—-hairs or
select block to the desired start position on the TARGET SCREEN
and press the "FIRE BUTTON" to define the beginning of the area.
Another set of cross—-hairs or a select block will appear and
move them to the end of the area that you desire on the TARGET
screen. Fressing the “FIRE BUTTON" will set end of the TARGET
area and start the ROTATE/ENLARGE/REDUCE.

NOTE

In the SPECIAL-FX mode it is possiblie to turn a pilcture
around so that vyou are really 1looking at the back of the
picture. This SPECIAL-FX <feature 1s done by selecting the
SPECIAL—-FX mode and just defining the selected area and the
TARGET area to be in opposite guadrants of the picture. I1.E.
define the selected area from the upper left to the lower right
and the target area from the upper right to lower left. It can
also invert the picture at the same time by going top to bottom.



PIXEL BLASTER

The PIXEL BLASTER function is used to change all of one
HI-RES color (red, blue, white, or black) to another HI-RES
color (red, blue, white, or black) within the bounds as defined
by a window.

PIXEL BLASTER SUB-MENU

reaa] GRAPHICON PART I [l

.1 Copvright © 1984

IXEL- : T™TH
YTy HHITESRITH v:1.@

[FRETURN TO HENU
LOOK AT SCREEN
BLASTER HENU
DEFINE WINDOM
HOVE HINDOM
00PS (@ *k:iz & "/"
PHODE Dlllllll-lll!lll

The familiar options are available in addition to:

DEFINE WINDOW - this selection will display the work screen
picture with a small select block. Use the joystick to expand
and position the select block into a window to define the BLAST
area. Press the "FIRE BUTTON" to start and end the window
definition.

MOVE WINDOW — selection enables the movement of a previously
defined window with the use of the joystick. Press the
"FIRE BUTTON" when the window is properly positioned.

BLASTER MENU -~ selection of this option brings the work
screen up with the BLASTER menu at the bottom. Move the cursor
with the joystick to a color block and toggle through the colors
with the "FIRE BUTTON" at that block to determine the color to
be BLASTED to. Change each color block as desired then select
the actual BLAST option by pressing the "FIRE BUTTON". The BLAST
will be performed within the previously defined window, changing
the colors within that window as specified by the BLAST menu.
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After the PIXEL BLAST is completed control will return to the
BLAST menu.

EXIT - select this option to return to the PIXEL BLASTER
SUB—-MENU

BiLASTER mMENU
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CHARACTER EDITOR & TYPESETTER

The Character Editor & Typesetter allows the entering of
text directly onto a picture with a wide number of character
options and allows the creation of custom character sets.

CHARACTER EDITOR & TYPESETTER - SUB-MENU

IFRETURN TO HENU
' VIEWH PICTURE

PHODE 000 it
TYPESETTER HENU .
GO TO FONT EDITOR

This sub—-menu contains some of the normal cptlone  such as
RETURN TO MENU, VIEW PICTURE, and PMODE. Acd:*ional options are:

TYPESETTER MEMU —~ this option seliects the TYPESETTER
BUB-MENU ‘
0 TO FONT EDITOR ~ selection of this option calis the

SHORACTER EDITOR MODULE
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TYPESETTER SUB--MENU

(FPREVIOUS HEKU SET HARGINS
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SET TEXT COLORS
CLEAR SCREEN
TYPE COLOR 0K
RESET TO DEFAULT PARAHETERS

PREVIOUS MENU - returns control to the TYPESETTER CHARACTER
EDITOR SUB-MENU )

O0OPS - cancels the text just entered with the TYPESET option

TYPESET! - enters the actual typesetting mode. The picture
that vyou bhave in the work area is displayed with a flashing
cursor. Use the keyboard to enter text onto the screen as
desired. Use the keyboard arrow keys to move the cursor without
modifying the picture. Shift{0> will teoggle the upper case only
with upper & lower case. Pressing the <BREAK> key will return
control to the TYPESETTER SUB-MENU., The cursor size will
indicate the size of the character about to be typed.

WIDTH - oselect width %to change - the character width.
Repetitive pressing of the “FIRE BUTTON" will change the
character width from 1 to 4 and back to 1 again.

HEIGHT - selects the character width. Repetitive pressing of
the “FIRE BUTTON" will change the character width from 1 to 4
and back to 1 again. With the combination of WIDTH and HEIGHT it
is possible to have 16 different character sizes of each
character.

DRAW MCDE AND OR EOR OPAGQUE - selects the method on which
the character is placed onto the picture. OPARUE will place the
character over any existing portion of the picture and is the
method most often used. The other 3 methods interact with the
picture information already on the screen when placing the
character onto the picture. Try the different modes to find the
one best suited to your needs.



FEYSET - this option toggles between the six characters
siupiayed to indicate which set of characters will be placed
oty the screen when the corresponding keys are pressed. The
lett hand set 1s normally what the COCO would produce in  BASIC
arnd the right hand set is a special redefinition of those keys.
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SET TEXT COLORS - selection of this option will allow you to
change the actual color of the character and the background it
is placed on. After selection the COLOR/FATTERN picture from the
paint function will be displayed with a select block in the
upper left corner. Use the joystick to position the select block
to a desired color and press the "FIRE BUTTON" to select that
color. The select block will appear for a second time in the
upper left corner. Move the select block to another
color/pattern and press the "FIRE BUTTON" to select the second
color. It does not matter which color you select here first as
another option enables vyou to toggle between the selected
color/patterns for background and foreground. After the second
selection 1is made control is returned to the TYPESETTER
SUB-—-MENU.

CLEAR SCREEN - this option will bring up the COLOR/PATTERN
picture to enable setting of vyour work screen to all one
color/pattern. Care should be taken when using this option as
its result is clearing the picture currently in the work area to
the selected color/pattern. When the COLOR/PATTERN picture is
displayed with the select block in the corner, move the select
block to the desired color/pattern and press the "FIRE BUTTON"
to perform the option.

TYPE COLOR ON — this option sets the foreground and
background color for the text. These are initially set to white
ON black, but can be changed with the SET TEXT COLORS OPTION.
Repetitive pressing of the "FIRE BUTTON" will toggle between the
two color/patterns.

RESET TO DEFAULT PARAMETERS — selection of this option will
set all of the TYPESETTER options back to their default wvalues
when the TYPESETTER was first entered.

SET MARGINS - this option will bring up the work screen with
a cursor which can be expanded by the Jouystick movement to
define the area on the work zcreen where the TYPESETTER can
type. Fress the "FIRE SUTTONM" to jock in the MARGIN/WINDOW size.

USER SET - this option toggies the character set to be used
between the system character set and a set loaded or defined by
you with the CHARACTER EDITOR. Repetitive pressing of the
"FIRE BUTTON" tcggles betwesn the two sets.

SCROt.L OFF ON - &nabies or disables scrolling in the
typesetter. With scrocii:ng enabled it is possible to scroll TEXT
and PICTURE o++ thsg top ©f the screen. The SCROLL ON option
should be selected wWith care. Repetitive pressing of the
"FIRE BUTTON" toggies ceiw~een the two options.
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ROTATION - the rotation option enables the character set
selected to be put onto the work screen upside down, left, right
or normal. Again the "FIRE BUTTON" toggles between the options.

MIRROR — MIRROR will set the character set to a MIRROR-IMAGE
of itself. The "FIRE BUTTON" toggles between the options.
NOTE
The use of the above options only changes the character set

for its use on the currently selected session and DOES NOT
change the character set permanently.
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CHARACTER EDITUR - SUB-MENU
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New options on this SUB-MENU are:

LOAD FONT — selection will display a message asking that a
FONTS DISK or a disk that contains fonts be placed in the
designated drive. The system is supplied with the SYSTEM set and
one additional set (DATA70) on the GRAPHICOM PART II program
disk. Optional FONTS DISKS are available from COMPUTIZE, INC.
After placing the appropriate disk into the proper drive press
the "FIRE BUTTON" to display the FONT DISK directory. Move the
cursor to desired FONT and press the "FIRE BUTTON"” to load that
font. This menu works in the same fashion as the DISK ACCESS
menu.

SAVE FONT - save FONT will save the current font set onto a
FONTS disk or a disk that you desire the font to be on. The SAVE
font works in the same manner as the S5AVE picture in the DISK
ACCESS menu.



GRAR CHARACTER — selection will place the cursor onto the
CHARACTER FONT at the bottom of the screen. Move the cursor with
the joystick to the character that will be overlaid with the
GRAB option. Fress the "FIRE BUTTON" to select the character to
be overlaid. The picture in the work area will be displayed with
an 8 pixel by 8 pixel select block. Move the select block with
the joystick to the desired portion of the screen that you want
to grab and press the "FIRE BUTTON" to grab it. The display
raturns to the CHARACTER EDITOR SUB-MENU with the 8 by 8 pixel
area Jjust grabbed in the FONT area at the bottom and exploded
into the character work area.

EDIT CHAR - this option allows creating or changing the
currently selected character in the character work area. When
first selected the cursor is moved down to the FONT area. Move
the cursor with the joystick to the desired character and press
the "FIRE BUTTON". The selected character is displayed in the
character work area, by itself in the block just below the
character work area, and in a line just above the FONT area with
its ASCII equivalent.

COPY — copy allows the copying of one character to another.
Selection will put the cursor in the FONT area. Move the cursor
" onto the character to be copied and press the "FIRE BUTTON". The
cursor will be shown again. Place the cursor to the area where
the just selected character will be copied to and press the
"FIRE BUTTON".

SWAFP — swap will exchange two characters in the FONT area
with each other and works in much the same way that COPY did.

NOTE

GRAPHICOM PART 1II character fonts occupy an 8 by 8 pixel
area. The original GRAPHICOM text FONTS occupy an 8 by 12 pixel
area and may not entirely fit into a GRAPHICOM PART II character
FONT. To bring in vyour favorite text FONT from the original
GRAPHICOM use DISK ACCESS to load it into a picture and use the
GRAB option to set it into a GRAPHICOM PART II FONT. To transfer
a OGBRAPHICOM PART 1II font to the original GRAPHICOM clear the
screen and type each character with the TYPESETTER onto a blank
screen allowing space between each character. Then save the
picture onto a GRAPHICOM format picture disk. Use the "STAMP
FUNCTION" of original GRAPHICOM to move the characters into the
keyboard blocks.

The information within the 8 by 8 pixel area does not have
to be a character, it can be anything that will fit into that
area. 5Small designs and COLOR/PATTERNS could be put into the
area allowing the keyboard to enter that area onto a picture
when in the TYPESETTER.






