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SCEEZEN PFLUS 1s a utility package that represents the ultimate in utility
tware for the Einstein. However, as with all sophisticated packages,

l
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- Z0--0ows that the instructions are complex. Please read the following

D28sagses very carefully - all the information you need 1is contained
WiThln The pages of this instruction manual.
-Ace you have digested the rules you should have no difficulty creating
wonZerful and varied screen displays. If you cannot wait, load the
crogram then choose DISC COMMANDS FROM THE MENU SCREEN. YOU CAN NOW
"FEEE" ANY OF THE DEMONSTRATION SCREENS ON THE REVERSE SIDE OF YOUR
oI3C.Thls will give you an immediate idea of what is possible with this
excellent utility.

SCREEN PLUS

TATUNG VERSION MICHAEL GAUT & KEITH HOOK

CONCEPTION (MEMOSKETCH) GRANT PASSMORE

CONCEPTION (GRAPHICS) KEITH HOOK

ROGRAMMED BY GRANT PASSMORE -

ADDITIONAL ROUTINES MICHAEL GAUT & KEITH HOOK

PUBLISHED 13TH DECEMBER 1985

fRODUCED BY KEITHE HOOK FOR SYNTAXSOFT

TECHNICAL ADVISOR DAVID BELL (TATUNG EINSTEIN)
NOTE: The utility contains a SCREEN DUMP TO PRINTER. This section will
work on any EP3SON compatible printers, and will automatically choose the
—orrect Dbit-mapped graphic facility. Other printers may work with this
Jption but may show unpredictable results. The best policy 1s "hook-up"
and try it!
A JOYSTICH I5 A MUST WITH THIS PACKAGE AND THE SOFTWARE WILL NOT RUN
NITHEOUT ONE.
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There are two program files on your disc: A) SCREEN B) GRAPHIC.
SCREEN 1is the actual drawing utility and GRAPHIC 1is the <character

designer section.
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me of the commands use double keypresses which may seem strange to you
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se we wished to keep the number of joystick movements to a minimum
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st,but you will soon realise that they simplify how many operatlons
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guired to perform a certain task.

keypresses ' are denoted, within the instructions, as: FIRE/UP ,
WN etc.. To perform this type of instruction you need to carry

2 following sequence:

a) PRESS & HOLD DOWN FIRE BUTTON.
b) MOVE THE JOYSTICK WHILE HOLDING DOWN THE FIRE BUTTON.

&) RELEASE JOYSTICK.

utine that senses joystick movement 1s very fast and only a flick
uired to perform the actual operation.

section of the designer (SCREEN) program is confined to a separate
see Diagram One. Each screen 1s described in detail later and

actual functions are listed below.

EREBEN © . ccescceces .... DISPLAYS ALL OPTIONS AVAILARBRLE

CHANGE SCREEN ....... USED TO CHANGE ONE COLOUR TO AN ALTERNATIVE
COLOUR. COLOURS ARE SELECTED BY USING A
PALETTE. COLOUR CHANGES AFFECT THE WHOLE
DISPLAY SCREEN.

BEEBEN .oconvsnos ..... USED TO VIEW THE WHOLE GRAPHICS SCREEN.

1/2/4 SCREENS ..... .e... USED TO ZOOM INTO AN AREA YOU WANT TO EDIT.

SCREEN (MAG 8) ..ccccen ALLOWS AN EASY METHOD FOR ALTERING COLOURS &
PATTERNS ON THE GRAPHICS SCREEN. EACH

CURSOR BLOCK REPRESENTS ONE PIXEL ON THE
FULL SCREEN.

e
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THE SCREENS
FIRE:/up'-ﬂ’""*f'#ﬂljﬁﬂf ]
FIRE/DOWNJ l
z’fﬁ{ﬁ" | | § MAGS EDTIT SCREEN
oo MAGA 1 PIXEL = 4*4
I —MAG?2 1 PIXEL = 2*%2
B __MAGCl 1 PIXEL = 1*1
, | _FULL SCREEN
- COLOUR CHANGE
—J - MENU

B ——————— N SIS, e ———]

DIAGRAM ONE
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Locad the designer program by entering SCREEN followed by a carriage
retu

rn
SCREEN. This display offers five options.

FO DISC COMMANDS

Fl CHARACTER SET COMMANDS
F 2 FRESH SCREEN

a3 . EDITOR

F4 PRINT DISPLAY

DISC COMMANDS

These are obtained by pressing FO from the MENU SCREEN.

S = SAVE FILE
L = LOAD FILE
P = PEEK FILE

ANY OTHER KEY RETURNS TO MAIN MENU.

2 vou have selected the desired function you must then select a FILE
NUMBER in the range 0 - 9. You wi1ill then be prompted to PRESS "C" to
confiirm and 1f all 1is well the disc drive will start to function.

ALL FILE NAMES TAKE THE FORM: SC* .MEM Where * represents the FILE
NUMBER O - 9O, |

EEK function allows you to view a SCREEN FILE on disc, without
ng the screen currently 1n memory.

ZRR0R MESSAGES DISPLAYED WITH THE DISC COMMANDS:
FILE NOT PRESENT Caused by PEEKing or LOADing a file that is not
present on the disc.

DISC FULL ERROR Saving has been terminated due to lack of space.
Insert a new disc (which has been formatted) and SAVE again.

ILE EXISTS f | Triggered by trying to save to a file already
resent on the disc.
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allows TEN CHARACTER SETS to be stored 1n memory at any one time.

()
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The character sets have been previously designed with GRAPHIC.
Choosing the CHARACTER SET COMMAND allows you to load these character
sets from disc. After pressing "L" to confirm the command you are then
reguired to enter the CHARACTER SET NUMBER. The set chosen must be
present on the disc to avoid the ERROR MESSAGE* "FILE NOT PRESENT".

Once the file has been loaded into memory the new character set may be
accessed as SET NUMBER n, where n is the character set number of the file
read from disc. How to utilise, and change these character set numbers
1s explained a little later.

After chosing this function the PATTERN NAME TABLE is set to =zero and

the colours are set to BLUE PAPER with WHITE INK. The program then

jumps to the COLOUR CHANGE SCREEN. The BLUE used as PAPER is the hue in
the centre column of the palette.

n. After a short pause for loading,your vdu should display the MENU
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This 1s the option you will choose to start your new MISTRAL masterpiece!

wnen vyou enter the EDIT SCREEN the cursor 1s 1in the left hand corner of
zhe2 main screen, and the MODE is set to 1.

e dm e ot

MODE 1 Only alters the pattern by TURNING PIXELS ON AND OFF.

MODE ¢ ALTERS THE PATTERN AND COLOUR. The colours are changed to
current PAPER and INK colours which have previously been selected
m the palette.

cOXSZICK FUNCTIONS ON EDIT SCREEN
o : DOWN : RIGHT : LEFT - MOVE EDIT CURSOR AROUND SCREEN.
FIRE BUTTON - IN MODE 1 - WHEN PRESSED AND RELEASED WILL EITHER PLOT OR

UNPLOT THE PIXEL BENEATH THE CURSOR.

FIRE BUTTON - IN MODE 2 - WHEN PRESSED AND RELEASED WILL PLOT OR UNPLOT
A PIXEL AT THE CURSOR POSITION. THIS DIFFERS
FROM MODE 1 IN THAT IF THE COLOURS DISPLAYED
ABOVE "P I B" ( The colours of the position
you are editing) are different to the colours
below "P I B" (The NEW current colours
selected from the palette), the first
keypress will change the colour only. Further
keypresses will alter the pattern.

FIRE/DOWN . Exit from EDIT screen to MAG4. Subsequent
.Double Keypress) sequences will back-track to MAG2 MAGl etc.

FIRE/LEFT This will cause the edit cursor to stop
Double Keypress) flashing and you may then press the letter

or number that you want shown on the screen
The pattern of the character is taken from
the current character set indicated by the
set number on the edit screen. Obviously,
1f the set in use has not been loaded into

memory, apart from SET O, no characters will
be displaved.

NOTE: It 1s important to realise that you must select the colour of ALL
ROWS BEING AFFECTED before displaying a character: Change 8 rows to the
colour required then gc to the top of the area and display the character.
Due To the way SCREEN performs this function it is only possible to
position the cursor in the top left 4 squares of the edit area. However,
oy placing the cursor in the bottom right hand corner it is possible to
print the character so that 90% is displayed in the next sgquare down.
Experimenting with this function will soon teach you what is possible.
FIRE/UP This also stops the cursor from flashing.
(Double Keypress) Pressing any key in the range O - 9 selects

the appropriate character set for future use.




i FIRE/RIGHT Moves the cursor into the palette area.

(Double Keypress)
EDIT SCREEN PALETTE

you reqguilre.

E This palette 1is used to select, or change the colours for PAPER, INK,
| BORDER. (P I B).
UP : DOWN : RIGHT : LEFT Moves the PALETTE CURSOR from colour to
~colour.
FIRE When you have the cursor positioned on the
' desired colour pressing the FIRE button
will cause the cursor to stop flashing.
The next keypress should be one of the
followlng:
i LEFT ...... THE SELECTED COLOUR BECOMES THE CURRENT PAPER
| UP ... THE SELECTED COLOUR BECOMES THE CURRENT INK
RIGHT ...... THE SELECTED COLOUR BECOMES THE CURRENT BORDER
I 'BORDER COLOUR CHANGES CAN ONLY BE VIEWED FPR™™ FULL SCREEN MODE)
; l MAG8 SCREEN iNDICATOR
- CH 03 —— CHAR POSITION TOP LEFT SQUARE
— LI 12 —— LINE NUMBER
| SET O — CHARACTER SET HNUMBER
- MODE 1 |
| i' | Bl ——PAPER AND INK COLOURS |
| P | B |
L B B8 Bl — CURRENT COLOURS |
] .
_ HER
' - - ! PALETTE
[ j] = E R
: L
L_] VIEWING AREA = 3 x '3 CHARACTERS ENLARGED 8 TIMES. |
[ ][ COLOUR CHANGE SCREEN
' This mode allows you to change any colour to a new colour instantly. The
. new colour will affect all parts of the screen displayed in the previous
I i ~olour. It is advisable to store the present colours before using this
option - if vyou don't like the changes you can then restore to 1ts
original colour.
| I UP : DOWN : RIGHT : LEFT ~ Move the cursor around the palette.
i FIRE _ Stops the cursor flashing on the colour

"The next keypress will do the following:

’ uP The selected colour appears next tO
"cOL1l" . This is the colour you want to
change. |

S =
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DOWN The selected colour appears next rto

"COL2". This is the colour vyou arec
changing "COL1" to.

LEPY Will store Lhe present colours.
RIGHT Will restore the colours to previous
stored colours.
FIRE/RIGHT _ Activates colour change. COL2 becomes
(Double Keypress) | COL1.
FIRE/UP Returns to FULL screen.
| ! FIRE/DOWN Calls up MENU SCREEN.

Une o©Of the easiest ways of starting a new screen is to drauw your desiqgrn
_ on sqgquared paper and then relate Lhe drawing to the CHARACTER & I INE
NUMBERS displayed on the right of the EDIT screen. We, at Syntax, draw
our designs on tracing paper, stick this over the Vdu then turn up the
i brightness so that the screen can be viewed through the tracing paper.

tiowever,after a 1little practice, you will soon develop yéurk

Wi
technigues.
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GRAPHIC

GRAPHIC 1s the second utility on the disc and is loaded into

memory by
typing GRAPHIC followed by a carriage LeLULn

CRﬁDhIC allows you to design or re- design character sets, sprites, and

user definable graphics. You can store ten different sels on one disc,

and these can be utilised from within SCREEN or loaded inlo Fhe compulber
and the modified characters can be used from wilkhin your own PO A .

| ]
I*E AT Che end of this manual you will find explanations of how to de this.

once GRAPHIC is loaded into memory you are faced with a OPTION MENU

L L) L - -

MENU
CREATE USER DEFINABLES
CREATE SPRITES
ALTER NORMAL ASCII CHARACTERS
DUMP TO DISC
LOAD FROM DISC
I'EST ANIMATION
SELECT KEYBOARD/JOYSTICK

,,1 IN THE KEYBOARD MODE THE CURSOR KEYS ARE:

§—1

L




ESCAPE KEY RETURNS TO MAIN MENU.
F/7 TOGGLES BETWEEN KEYBOARD AND JOYSTICK MODES.

JOYSTICK MODE

In tThe JOYSTICK MODE all functions Operate 1n exactly the same way as
when using the KEYBOARD with two exceptions:

a ) when editing a character on the grid to return to the MAIN MENU you
must HOLD DOWN THE FIRE BUTTON AND PUSH THE JOYSTICK UPWARD. Releasing

b) <0 enter a new character HOLD DOWN THE cIRE BUTTON AND PULL THE

In all other situations the four directions of the joystick represent the

xeyboard keys: X S D & E. The FIRE button functions in the same manner
as the SPACE BAR. |

CREATE UDG'S 68 W NS S e ALLOWS YOU TO DESIGN CHARACTERS ASCII
128 -154.

CREATE SPRITES R N | IN THIS MODE YOU CAN CREATE 32 SPRITE
PATTERNS O -31.

ALTER NORMAL ASCII  ........... =~ THESE ARE THE EINSTEIN'S  NORMAL

CHARACTERS | CHARACTERS AND YOU CAN RE-DESIGN

THEM. ASCII CODES 32(space) - 127.

_— e g _oTeE W W

H0W TO CREATE OR RE-DESIGN CHARACTERS

AT the MENU press the correct FUNCTION KEY Co take you to the mode you
reguire. In all modes except for the NORMAL ASCII mode you are faced with
a selt of white blocks on the top edge of your screen. These are the
character Dblocks before they have been designed - of course, 1f you are

re-editing a previously designed set, then the blocks will contain the
actual characters. |

Under these blocks 1is a cursor which can be moved with the cursor
keys/joystick. When you are at the correct Character press the

space/fire to pull down the character into the graphics grid 1in the
centre of your display.

i0u can now set or re-set pixels Oy pressing the space bar/fire button.
And Yyou can move the cursor around the grid with the cursor

keys/joystick. A blank (0ff) square represents a background or OFF pixel
and a red square represents an ON pixel.

Once the graphic is designed you can then carry out the following
refinements:

R KEY = ROTATE CHARACTER 90 DEGREES ANTI-CLOCKWISE .
@ KEY = MIRROR THE IMAGE ABOUT THE X AXIS ( --- ).
1 KEY = INVERSE. CHANGE ON PIXELS TO OFF AND OFF PIXELS TO ON.

When you are happy with your design PRESS ENTER to store the character in

memory. The block at the top of your screen should now be an exact
replica of your design.

Characters are displayed in blocks of TWELVE and to toggle to the next

set PRESS " E ", Pressing " X " will display the previous twelve
Characters. In the joystick mode move joystick UP or DOWN




' To experiment with this function choose the CREATE ASCII CHARACTERS by

pressing " F2 ". You will now see displayed the first twelve characters
starting with CHRS$(32) space. Press " E " and your display will change
to the next twelve patterns. Pressing " X " will return you to the

original set.

J IF YOU WANT TO RETURN TO THE MAIN MENU PRESS THE "ESCAPE" KEY.

lI T'EST ANIMATION

When writing programs animated characters are normally composed of more

than one character block joined together to build an overall graphic.
Animation 1is then achieved by switching between different designs to give
the effect of animation. Trial and error 1n selecting the correct

| segquence and designs is tiresome. In this mode GRAPHIC allows you to join
"] togéther_up“tow9“pattérhs“acrbssmby“9 patterns down. You can also select
]

a sequence of up to 9 composite designs. Animation can then be tested and
1t 1s a simple matter to correct mistakes or alter sequences, and re-
ﬂ] test.
"% On entry to this mode you are prompted

] - HOW MANY PATTERNS IN SEQUENCE ? (1-9)
— HOW MANY CHARACTERS WIDE ? (1-8)
HOW MANY CHARACTERS DOWN ? (1-8)

_;] Once you have rsturned an answer you are required to input the characters
for each pattern. This done by selecting the character from those

displayed at the top of the screen.To do this use the cursor in exactly

the way as you did when designing your graphics and when the desired
character 1s above the cursor press SPACE BAR/FIRE and the character will
be transferred to the animation grid. You can toggle between sets of

twelve characters in the same manner as described for designing a
48 graphic. |

—-'-

g

correct. "N" will allow you to re-enter data and "Y" will install the

pattern 1n the animation sequence. This procedure 1s repeated until

- have completed your animation sequence.

.1 Once you have filled the animation grid you are asked if the pattern 1is
—w you

When you have entered the last pattern 1n your sequence animation begins.

PRESSING "E"/UP INCREASES THE SPEED OF TH. ANIMATION AND PRESSING
"X"/DOWN SLOWS IT DOWN.

L]

-

SPACE BAR/FIRE RETURNS YOU TO THE MAIN MENU.

] ~ THE DISC COMMANDS ARE FULLY ERROR TRAPPED AND ARE SELF EXPLANATORY.

e e 2y,
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following will allow the Basic user to load any one character set

with a Basic

which may be
required as a backdrop to a games program or a title screen etc. A full

explanation of the program follows the listing.

program. The code also caters for loading a screen -

1
|
|
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1O CLEAIR %C0B82

=0 LOAD "DATAZ.ORBJ"

30 FOR F=C0Bz TO %3281

40 VFOEE F-%A782, FEEKCF)
50 NEXT F

-0 FOR F=%C3682 TO %C481

70 VFOKE F-%ARB:, FEEK CF)
B8O NEXT F

90 FORE F=LC482 T0 %C781

100 VFOEE F-2AB82, FEEE CF)
110 NEXT F

120 CLEAR %8000

120 LOAD "LOADEER.ORBJ"

THE BASIC PROGRAM

TO USE THIS PROGRAM YOU MUST FIRST TRANSFER THE GRAPHIC ~ SET AND YOUR
SCREEN DESIGN TO THE DISC YOU ARE GOING TO SAVE YOUR BASIC PROGRAM TO.
AFTER THE DESIRED FILES HAVE BEEN TRANSFERRED RENAME THEM TO OBJECT
FILES. REMEMBER OBJECT FILES ARE .0BJ. EG _TESTTOBJ : DATA.OBJ etc ...

If in doubt see your Einstein Basic manual.

CLEAR &C082 : This 1s the first address wusable fOllowing the area
reserved for a SCREEN picture.

LINE 30 &§C0O082 TO &C38l1 Standard Ascii data is stored 1n this
area.

LINE 40 F-&A782  This aligns to the relevant VRAM area for the
above data. i

LINE 60 &§C382 TO &C451 Sprite patterns are stored here.

LINE 70 | F-&AB82 This 1s the VRAM position for sprite data.
LINE 90 &C482 TO &C781 " Area used to store UDG data.

LINE- 100 F-&A882 VRAM position for storing UDG's

LINE 120 CLEAR &8000 This sets the START address for SCREEN

which is loaded with the command in LINE 130.

You can now start the rest of your programming beneath this code. When
you want to display your screen a CALL &8000 will load 1t and display 1t
to the VDU. If you are using the screen as a backdrop toc a game you may
during the course of the game cause to the screen display to alter. 1If
you wish to return the screen to its starting state - when the game 1is
over ... WANT TO PLAY AGAIN YES OR NO ? You can do so by a CALL &8052.
There 1s no need to repeat any procedures for the graphic sets as once
they are 1loaded, they remain in memory until you a) switch off the
computer, or b) press the re-set button.

IF YOU WANT TO USE ANOTHER SCREEN YOU CAN ALTER THE SCREEN TO BE LOADED
BY POKING &8128, 48+SCREEN NUMBER.

For those of you who like to get your hands dirty, the following 1s a

machine code listing of the program that loads the screen into memory and
displays 1t to the VDU.

ST T T e i T " T ..
b ——n EEi
™
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ON THE
PROGRAM.
MEMORY,

DISC SUPPLIED YOU WILL FIND THE MACHINE CODE FILE &
TO USE THE BASIC PROGRAM ALL YOU NEED DO IS LOAD
CONTINUE YOUR PROGRAMMING AND SAVE THE FILE UNDER A

THE BASIC
IT INTO
DIFFERENT

NAME.

1 OrRG BOOOH L1 BO7F Q10018 LD EL,B144
2 LOAD B8OOQOH L2 B0B2 2E0Q0 LD Ay, 0
3 BOOO 217981 LD  HL, NAME 63 BOBd D30Y OuUT (32,4
42 BOOZ 113181 LD DE, FDSC G4 BOBG ZEGC LD Ay 56
S BOOE 010000 LD BC, 12 L0 BOEB D309 out (31, A
& BOO3 EDBO LDIR GG BO8A CDIESO CALL COFY
7 B0OOR 2132DB1 LD HL, FDSC+1 G/ HOBD SA0Q88 LD Ay, CEBOOH)
2 200E 2600 LD (HL), 0 8 8020 EEOF AND  OFH
2 2010 113EB1 LD DE,FDSC+13 6w BOYE FEFO OF  OFOH
10 BO13 012000 LD BC, 48 70 8094 D20 QuT  (39),A
11 BO16 EDBRO LDIR 71 BOREG 3EH7 L.D Ay G7H
l- 2018 11A580 LD DE, BUFF /72 8038 D309 CUT  (3),A
12 BOIB OE1A LD C,1AH o BOIA CY FET

14 801D CDOS0QO CALL S /4 BO3RB JE COFY LD A, (HL)
iS5 8020 112181 LD DE, FDSC 70 BO9C DEOB cutr  8y,A
18 BO23 OEOF L.D Cy15 /6 BOIE 23 INC HL

17 BOZS5 ChOosoo CALL 5 77 BO9FE On DEC  RC

I8 BO>8 20 INC A /78 BOAOQ 78 LD Ay B
12 BOZ9 R FET 7 79 BOAL R OF: C

—0 BOZA 0E61 LD B, 97 80 BOAZ 2QF7 JE: NZ, CORY

<1 BOZC 1100845 |.D DE, BRBOOH 1 BOAY 9 - CET

22 802F CS Li: FUSH BC 32 BUFF s DS 126
23 BOZ20 DS = FUSH DE S el2d Q03245530 NAME: DH 0y "5C0 OoBJ"

<+ 2031 113181 LD DE, FDSC o Blad ZOZ0Z0Z0

-5 BO34 OF 14 LD C, 14H 3o B1ZD 204F 4240

<5 BOZE CDOS0 CALL S - &3+ FDSC s 135 50

-7 EO329 Di FOF. DE GO END

<o SU3SA 21A589 LD HL., BUFF

<2 8030 01BOCO LD BC, 128

=20 2040 EDRBO I.DIK

=1 BO42 Cli FOF  EBC

e 2043 10EA DINZ L1

ez 8043 113181 . DE, FDSC

-4 2048 0OE10 LD Cy 1OH

<= =204A CDOS00 CALL 5

o 204D OEOQD LD Cyl3

=7 B04F CDOS00 CALL 5

=8 BO3z 3EO0O LD Ay O

=7 2034 D309 CuT <=2),A

L0 2058 ZE78B LD Ay 120

41 8058 D303 QutT ¢9,A

<. 200A 0800 LD B,O

4= BOSC OEOQO LD CyO

<2 DOZE 1803 LD D, 3

<2 Bog0 7% L2 LD Ay C

46 B061 D308 OuUtT (8),A

<7 BOEZ ES FUSH HL

48 B0G64 E1I POP HL

42 BOES OC INC C

o0 BOBE 10F8 DIJNZ L2

21 BO&8 15 DEC D

o< BO69 2Z20FS - JR NZ,L2

53 BOEB ZE00 LD A0

o4 S0ED D203 - 0UT (9,A

oo BOEF 3ZE4C LD Ay 40H

ot 8071 D305 outT (9,A

a7 B073 21018 LD HL,B8801H

=8 B076 010018 L.D BC,&144

a3 B073 CDSBLO CALL COFRY .

60 BO7C 210140 HL y ODAQO1H

MAKE SURE YOU COPY THE ORIGINAL DISC AND THEN USE ONLY YOUR

SYNTAXSOFT

JNIT

109,

LD

GLENFIELD PARK,
TELEPHONE 0282 698848

GLENFIELD ROAD,

WORKING COPY.

o

NELSON BB9 8AR.




