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A GUIDE TO USING TECHNICOLOR DREAM

BY

MARC DUFFIELD

WHAT IS TECHNICOLOR DREAM?

Technicolor Dream Is o collection..of
progroms thot oallows you to creote
plctures with far greoter realism thon
has previously been possible using
an 8-bit Micro.

With an Initial ronge of 256 colours,all
of which con be used on one screen,
together with o choice of 128
filters, the scope for the computer
ortists is truly remorkaoble. However,
when you also toke Into account
the omazing ‘'mix' focllity, in
which ony two colours con be
mixed and vused in combination
with any of the filters to give
a staggering 8 million or so possible

combination, here surely is o
progrom of absolutely unrivelled
versitility In  which the artists
is literolly llmited only by the

scope of his imagination.

In addition, there Is also on ‘effects’
section which ollows you to do
virtually onything, from chonging
the colours olready selected to
producing o negotive imoge of
your picture. (see under ADVANCED
EFFECTS later In this booklet)

If you have an Epson RX80 or
Epson compatable printer (other
printer owners con moke use of
the bosic hondler ond basic listings
at the rear of the TECHNICAL
NOTES section), you will be able
to obtain o hardcopy of your artwork.

The progrom was
with a view
quality of

originally conceived
to Improving the
artwork associated

with gomes softwoare. Therefore,
ony pictures created con be used
in your own programs If so desired.
(see LOADING AND  SAVING
PICTURES)

GETTING STARTED

Plug the joystick Into controller
jock 1 ond, If you have aon Atori
Touch Tablet, plug this into controller
jack 2.

LOADING 400/800 (48K) DiSK

Turn  on  your disk drive before
you turn on your computer. Walit
for the busy light to go off, then
insert the TECHNICOLOR DREAM
disk Into the disk drive ond turn
on your computer. (see your disk
drive ‘owners guide' for complete
Instructlons on loading ond saving
programs).

LOADING 400/800 (48K) TAPE

Ploce the TECHNICOLOR DREAM
tope into  your dota recorder
and fully rewind the tope. Turn
on the computer while holding
down the 'start' key and the computer
will  'bleep’. When this happens,
press ‘play' on your data recorder
ond hit the ‘return’ key on the
computer ond the tape will begin
to load.

‘error’

Should

whilst loading,

rewind odvonce
ond

to '2'

you
the
the

on

experlence on
progrom s
tape ogoin,
the tape-counter



try the some proceedure
Because oll the topes are not
olways recorded from the some
stort polnt it is important to find
the correct starting position for
your copy of TECHNICOLOR
DREAM, but by advoncing the
tape slightly before eoch ottempt
ond checking the tape-counter
you will soon know the correct
position to begin loading the progrom.

ogoln.

A title screen will oppear while
the computer loads the main progrom,
ofter which the ‘'Help' screen

wlll be displayed ond the progr
Is ready to use.

LOADING XL/XE COMPUTERS

Disk wusers on XL/XE computers
should follow the Instructions
above for 400/800 DISK but hold
down ‘option' key when switching
on the computer.

TAPE users on XL/XE computers
shovuld follow the Instructions
above for 400/800 TAPE but hold
down ‘option' ond 'start'  keys

together when switching on computer.

PLEASE NOTE: DO NOT PRESS
- KEY
Y
s The first four options _are self-
ficst TECHNICOLOR explanatory. Below we give o

When using
DREAM you may be o little uncertain
os to the functions of all the
relevont keys. For this reason
the ‘'Help Screen' has been included
ond is the first screen you will
see when the program has looded.

To oaccess this screen ot any other
time press the 'Escape’ key (ESC).

Note: XL/XE also

use the ‘Help' key.

owners can

The Help Screen looks like this:-

HELP

OPTION (0 to F) Select Colour
SELECT (0 to F) Select Luminance
START Select Colour and Luminance
SPACE Put 256 Colour Menu on Screen
CTRL C Fill Screen with Colour
CTRL B Fill Screen with Luminance
CTRL S Storoge Poge

CTRL P Print Screen on Printer
CTRL D Drow a Line

CTRL E Special Effects Screen
CTRL M Toggle Shade Mode

ESC Return to Menu

guide to the use of the remalnder:

CTRL C - This will fill screen
with a previously selected
colour.(Drawing Area.Only)

- This will fill screen
with a previously selected
luminonce.(Drawing .Areo

CTRL B

Only)

CTRLP - This wlll give you
a hard copy of your artwork.
However, you must

have the picture you wish
to print on the screen ond
the printer must be on
line for this function to
work correctly.

- This effectively turns on
(or off) the mix mode.

CTRL M

CTRL D - This allows the user to
draw straight llnes .To do
this  simply  position the
cursor at the point where
the line is to start ond
press the joystick ‘fire’
button once. Now reposition
the cursor at the point
where the line is to
end.



TECHNIQUE
Choosing a colour

If you press the space-bar, the
computer will draw 256 colour boxes
on the screen. To select o colour,
simply position the cursor over
the desired colour using the joystick
(or Touch Tablet) ond depress
the ‘start’ key. The colour selected
will oppear in the lefthand box
of the three lorge boxes you will
see, together with o code ot the
bottom of the screen.

The three lorge boxes are for
vse during the 'mix' mode and will
be explained more fully in the
‘ADVANCED EFFECTS' section
which appears loter on in the
booklet.

If you now look ot the 'paollette’ you
will see 16 colours, each of which
Is avoiloble in 16 luminonces,
giving 256 different colours in
oll, ony of which con be selected
ot ony time.

Drowing

Hoving selected o colour, press
the spoce-bar ond the pollette
will  disoppear leaving a blonk

scteen. The pallette can, of course,
be re-accessed at oany time by
pressing the space-bar. To drow,

button on the
the buttons

press either the
joystick or one of

on the Touch Toblet. To chonge
colour during drawing, simply
re-follow the  proceedure given

in parogroph one (Choosing o Colour)
or select o colour directly from
the screen you are now on! (See
Hints and Tips on poge 11).

Alternative Colour Selection

Colours can be changed ot ony
time using the ‘option' ond select keys
whereby ‘option’ gives the colour and
'select’ the luminonce. To do this
however, you will need to understond
the code which oppears ot the
bottom of the colour pollette os we
mentioned in paragroph one.

This code tokes the form of o
number or letter followed by o
further number or letter; the

first of which represents the number
of the row on the pallette and the
second the number of the column.
the pollette is effectively o 16x16
grid ond to see how the numbers
0 to 15 inclusive tronslote to single
figures, please see Table 1 (below).

TABLE 1
Number Equiv | Number Equiv

8

?

10
11
12
13
4
15

MTMOND»o®

NOWVMALWN=~O
NOWVWEAEAWN=O

To choose a colour therefore,
press ‘option' together with the
appropriate volue between 0 - F To

choose o luminonce use the some
method but press 'select’ Instead of

- option’.



Storing and Re-storing Pictures

Before doing onything that could
cause a picture to be spoiled, it is
odvisaoble to use the ‘Store’ function.

To do this it is necessary to coll
up the effects screen first (CTRL..E).

Exomple:

>ST (RETURN)
This  will save your picture in o
special  storage screen, allowing
experimentation. To re-access
your stored  picture, you  must
use the '‘Restore’ function.

Exomple

>RE (RETURN)
This will reploce the current picture
with the previously stored image.

Using Filters

When composing o picture, you
may wish to  :xperiment with
various lighting effects, as in photo-
graphy. This can be achieved by the
use of the ‘filter' option included
in the program.

The only woy to access a colour
filter is by first choosing o colour
using the ‘option' oand ‘select’
keys (not the main pallette).

Example
(OPTION)(0-F)SELECT)(0-F)

If the numbers selected were
B (Green) and 8 (Luminance value)
this would result in a fairly light
areen filter. To use this. or anvy other

filter on your picture simply press
‘control' F (CTRL F),

Try experimenting with  different
filters, os  omozing results con
be achieved.

Note: To remove o filter, chonge
all valves to 0.

Example
(OPTION)O)SELECTNO0) CTRL..F
Mixing Colours

To widen the range of colours
avoiloble to the wuser, a 'Mix'
facility has been included.
To mix two colours,
up the pollette

press ‘control' M
enter the ‘Mix' mode.

firstly call
(Space-bar) then
(CTRL M) to

Look at the three lorge boxes
at the bottom of the screen.
From left to right the first box
shows the colour presently in
use. This may be oltered if so
desired by wusing the joystick ond
pressing 'stort'. The second box
represents the 'Mix’ colour, i.e.the
colour to be aodded to the first,
This is chosen by using the 'Option’
oand ‘'Select' keys in the wusual
manner.

Example
(OPTION)(0-F)(SELECT)(0-F)

The third box represents the mixed

colour, i.e. the resultont colour
which will now be in use.

Press the space-bar to remove
the pallette ond start drowing.

To exit the 'Mix" mode, simply

press ‘control’ M (CTRL M) and
you will then revert to the original
colour as in box one.



LOADING & SAVING FILES
Before you con load or sove any
file (picture), you must first enter
the storage screen. This can be

ochieved by pressing the ‘control'
key ond 'S' (CTRL S)

Disk

If you hove the disk version you will
see:-

STORAGE

L) Lood Picture

S) Save Picture

1) Index Disk Pictures
D) Delete Disk Pictures
F) Format Blank Disk

Looding o Picture

To load a plcture, insert picture disk
into drive 1, press ‘L', then enter
device (Disk), filenome (up to
8 charocters can be used).

Exomple

D:PICI
then press
wlll now load
aoutomaticolly.

Saving a Picture

To save o

(No extender required)
RETURN. Your picture
ond be disployed

picture, first place

o formotted blank disk in drive
1, press 'S' then enter device
(Disk) ond filenome you wish to
use. (Up to 8 charocters can be
used)

If you wish to save your picture
in uncompocted format depress
CTRL D (or CTRL C for cassettee

version). Otherwise your picture
will be soved out in compacted
format.
Example

D:PIC1 (No extender required)

then press RETURN. Your
will now be saved.

plcture

Indexing Disk Pictures

Insert picture disk in
program disk if you have not yet
saved ony pictures of your own;
o number of somple pictures are
already on file). Press ‘I' and
a list of previously saved plctures
will appear as well aos the number
of free sectors remaining. Press
any key to return to menu.

drive 1,(or

Deleting a Plicture

Insert picture disk in drive 1,



press ‘D', then enter device (Disk),
filenome (up to 8 characters).

Exomple
D:PIC1 (No extender required)

then press RETURN. On this occasion

you will be prompted for a ‘'Yes'
or 'No' (Y/N) oanswer to delete
the file. If you press 'Y' the file
will be deleted. If you press 'N’
you will return to menu.
Formatting a Disk

Insert o blonk disk into drive 1,
then press 'F’, the disk will now
be formotted.

(For users with more than one
disk drive, this only formats disk
in drive 1.}

Your copy of TECHNICOLOR DREAM
contains some demonstration pictures.

To lood any of these from the
DISK  verslon first occess the
STORAGE SCREEN by pressing
the control key & 'S' together(CTRL S)
Then type 'I' to see the index and

after choosing the plcture you
wish to see, type ‘L',
When the prompt oppeors type

D: followed by the (tle os seen on
the Index screen eg: HAYWAIN
Hit the RETURN key ond your
picture will lood ofter o few seconds.

Now you ore ready to try your
first experiment! Use the Joystick
plugged into port | to move the
cursor around the picture ond
you'll see how eosy it is to ‘dip’
into any of the colours you con

see on the screen. Position the
cursor over any pixel on the screen

ond press the ‘start’ key. Move
the cursor to on area containing
onother colour ond hold down
the joystick ‘fire' button while
moving the cursor. You see the
colour you were touching when
jyou pressed the ‘stort’ key has

been tronsferred to your on -screen
cursor! That's how eosy it is to
select your colours! By hitting
the spoce bar you will bring the
256 colour screen iInto view over
the picture. After o few seconds
you can move the cursor to ony

of the colour blocks ond pick
up @ new colour by pressing the
‘start’ key ogain. Hit the spoce

bar to turn off the colour pallette
and you con odd the colour you
have just chosen to ony point
on the picture.




ADVANCED EFFECTS
Effects Screen

When composing a picture, you
may wish to alter the colour configuro-
tion of your composition. To cater
for this an effects section has
been included. To enter the ‘effects’

section press ‘control' E (CTRL
E). You will see a black and
white minioture of your picture

oand o prompt (>) is given for user
commaond.

Note: You con exit the effects
screen at any time by typing °‘E’
(RETURN).

Changing a colour

To chonge o colour on your picture,
first of all you must find out
the volue of the colour you wish
to chonge, then you must find
out the valve of the colour you
wish to chonge to. If you have
d'fficulty in doing this, see 'CHOOSING
A  COLOUR' located earlier in
his booklet.(See index-page 3)

Exomple

If you wonted to change colour 2
(Brown) to colour ? (Turquoise) you
would enter the following commond:

>CHANGE C,#2,#9(RETURN)

This will change all colour 2's(Browns)
to colour 9's(Turquoises). Any
colour caon be oltered in the same

ADVANCED EFFECTS: (See poge 10 for
Authors' Technical notes on the effects
screen.)

way by simply substituting the correct
colour volues ofter the '#' signs.

Changing o Luminance

To change a luminonce, you follow
the some proceedure but reploce
the 'C' with 'L".

Example

>CHANGE L, 72,#9(RETURN)

This will change oll luminonces
with the voluve 2 to luminonces
with the value 9.

Creating o Negoative

To create o negotive of your picture,
simply enter the following commond:

>EOR L,#F(RETURN)
Adding Luminance

The brightness of the picture
con be increased by odding o volue
(1 - 7) to oll existing luminonce
values.
Example

>ADD L,#1(RETURN)

This will effectively add 1 to
all existing luminance values,
thus brightening the whole picture.




TECHNICAL. NOTES by Dove Forward ond Keith Wotterson

The Effects Screen

The effects screen |is
pressing CTRL E.
A small B/W picture is displayed

and is given for a user

found by

command is generally in
the foraat:-

comsand dest,source

The dest has to be ‘L° or 'C’ for
the lusinance or colour screen
respectively.

The source can be ‘L° or ‘C" 1 one
of the scresn is to effect the
other by the function being
preforaad, or 1§t can be an
iemediate nusber written as
‘BN’ with n as a Hex nuaber from 0

to F (4 bit).

Some knowledge of asseably language
programaing would be helpfull to
use this section to its Dbest
advantage, as many of the functions
resemsble 6302 asseably language in
the way they operate.

The comaands are:-

ADD AND BL
BR CHANGE END
EOR OR STORE
RESTORE

ADD

The ADD +function can be used to
incresse the contrast of a low
contrast picture where the
lusinance laevels range from 0 to 7.
By ADDing the lusinance values to
lusinance values (lu-=luse2), the
contrast of the picture is
increased to twice the brightness.

e@.g. ADD L,L
14 this technique is used where the
values of lusinance are greater

than 7 then the ‘out of range’
values will overflow into the next
pixel.

The brightness of a picture can be
increased by ADDing a nuaber to all

10

of the lumsinance values, but

probleas may occur {f the values

overflow.

e@.g. ADD L,83

AND

The AND function can esask out

values of the luminance screen not

wanted.

e.g.

Bits 43210

lua value 1011 =1}
1110 =6

after AND L ,OE 1010 =10

sasked out
bit H

BL and BR

BL stands for binary left.
BR stands for binary right.
These comsands aove the ‘4 bit’
data ‘1 bit’ to the left or right.
e.gQ.

BL L will binary shift all the
lua values left.

BR C will binary shift all the
col values right.

The CHANBE command allows you to
change any lum value (or colour
value) to any other lua value (or
colour value)
e.Q.
CHANGE L ,02,87
will change all
screen to 7°‘s.
CHANGE C,83,02

2's on the lus

will change all 3S's on the col
screen to 2°'s.
END

Returns you back to the picture.



This can produce a negative of the
picture by inverting the bits
indicated.

e.9.

before [ ]
1

=d
EOR L,0F oF

result 1001 =9
OR

This allows 2 values to be serged
together.

e.Q.
before 0100 =4
OR L,03 00113
result 0111 =7

STORE and RESTORE

Betore doing anything that could
cause the picture to be spoilt it
is advisable to use the S8TORE
function.

This will copy the screen to a
special storage screen, so if a
aistake is made you can get your
screen back with the coaaand
RESTORE.
®.g.

STORE

EOR L,L

RESTORE

EOR L,0F

END

The EOR L,L will clear the lua
screen and was a mistake, so the
picture was restored with the
RESTORE function.

Pleass note when in noraal drawing
sode, 1if you use the color pallet
(BPACE BAR) then the picture you
are drawing is saved in this sase
special storage area.

The Graphics Handler

This is a "BOOT" program on the ‘B’
side of the tape or an "AUTORUN’
file on the ‘B’ side of the
disk. (Boot With basic)

The graphics handler uses the BASIC
language and allows the user to
write BASIC programs which use the
‘TECHNICOLOR DREAM® pictures.

The handler supports a fast way of
loading and saving of non cospacted
pictures as well as allowing the
use of wmost of the normal screen
commands.

N.B. The pictures MUST be saved in
non-compacted form from TECHNICOLOR
DREAM. See LOADING and SAVINB in
the manual.

HANDLER COMMANDS

X10 10@,01,4,8,%D:s "
XI0 100,81,4,0,°Cs:"

Loads a file to the Ilumsinance
screen after it has been opened
using the OPEN cosmand.

e.9. OPEN #1,4,0,"D:FILENAME.LUN"
or OPEN #1,4,0,"Ct" for Cassette

XI0 101,01,4,0,"D:"
X10 101,01,4,0,"Ce"

Loads a +{ile to the Colour screen
after it has been opened as above,
disk users change extender to .COL.

To open the Graphic screen itself
you use the cosmand
OPEN 02,12,0,"6:"

Once you have opened the Handler
(B1) you can then use the screen
like any other ATARI 1/0 device.
POSITION x,y

Will position the screen cursor at
location x across and y down for
use of the coasands PUT and BGET.
PUT #2,x

Will put a byte onto the screen.
nusCalbel



Where C is the colour value (@ to
13) and L is the Lusinance value (@
to 13).

GET #2,x

This is the oposite of PUT and will
get a byte froa the screen.
C=INT(x/16)

Le=x-(Ca16)

PRINT 82;DUMMYS)

Will print the contents of the
DUMMYS to the screen.

PLOT and DRAMTO can be used
providing a GRAPHICS 9 command is
9i ven before using the OPEN
02,12,8,"6s¢ " comsand. PLOT and

DRANTO use the Lusinance for
PLOTTING, but by POKING location 89
with 129 will then PLOT on the
Colour screen. POKE 89 WITH 97 to
return PLOTTING to the Luasinance
screen.

This program will
froa the disk or
display it.
Lines 40 to 70 1load the Luainance
part of the screen and lines 6@ to
110 load the colour part.

load a picture
cassette and

The Handler is opened after loading
because the screen uses display

list interupts which will be
disabled by the loading process.
The idea of having a graphics

handler is so that your TECHNICOLOR
DREAM pictures can be altered by a
BASIC program giving you COMPLETE

control over creating a better
picture

1@ BRAPHICS 9

20 REM CHANGE ALL "Dietc...

3@ REM TO “Ci" FOR CASSETTE

49 OPEN 01,4,128,"DsFILENAME. LUN"
3@ REM LOAD LUM FILE

40 XI0 1900,01,4,0,"D2"

70 CLOSE @1

8@ OPEN 01,4,128"D«FILENAME. COL"
9@ REM LOAD COL FILE

10@ XI0 101,01,.4,0,"D¢"

110 CLOSE #1

120 REM OPEN THE GRAPHICS SCREEN
138 OPEN #2,12,0,“G:s"

148 B60TO 14@

A picture can be loaded and a
sisple BASIC program could “tilt’
the picture then re-save it.

The effects that you can use are
only liaited by your isagination.

GRAPHIC 8 CONVERTER PROGRAM
(FOR DIGITISED PICTURES)

BASIC VERSION

Graphic 8 converter for
Tecnicolor Dreas

by Keith Watterson
and David Forward

goONCUsUN~
SCELEEEEEL

IM LINEL(79) ,LINE2(79) ,LINE3I(79)

20 DIM FILES(13) ,FILERS(13) ,FILEWS (13) ,FILEC$(15) ,A$(1) ,MCODES(1®)
38 10PUFLO=832¢ IOBUFHI=833:1 IOLENLO=8361 IOLENHI=837) 10CMD=838

40 MCODES="hhh#LVd"

30 REM the ‘#° and the 'd’ above are both in inverse video
100 PRINT “File Name >>D:1 ") INPUT FILES

11@ FILERS$(1)="Ds “sFILERS (3)=FILES

120 X=LEN(FILES$)iL=X

130 FOR I=1 TO XsAS=FILES$(1,I)
140 IF A$="." THEN L=I1-1

1380 NEXT IaX=i



160 FILENS(1)="D¢ "¢FILECS(1)="Ds "

178 FOR I=1 TO XsFILEMS(I+2)=FILES(I)sFILECS(1+2)=FILES(I)INEXT I
100 FILEMS (X+3)e™ LUMFILECS(X+3)=" . COL"
198 ? 1?7 “Output Files Will Be "j;FILENS
200 ? "and a Dumsay File "sFILECS
21® ? 1?7 "Do You Require Saocothing (Y/N)";1INPUT ASi1FLAG=2
2280 IF AS="Y" OR AS="y" THEN FLABe1

238 IF As="N" OR AS="n" THEN FLAB=Q

248 IF FLAB=2 THEN 210

398 OPEN @1,4,0,FILERS

310 GRAPHICS 91 YPOS=8

328 FOR LINE=® TO 93

323 REM #0480READ 1st LINEsesassess

338 FOR X=@ TO 39

340 GET #1,A

358 H=INT(A/16) 1L=A- (H#14)

3468 LINE] (X82) =N

370 LINE: (X82+1)=

308 NEXT X

398 REM #8888READ 2nd LINEsssase

408 FOR X=® TO 39

410 GET 01,A

4280 H=INT(A/16)1L=A-(H*16)

430 LINE2(X#2)=H

448 LINE2(X#2+1)m=L

438 NEXT X

4SS REM «seesMERGE THE TWO LINESw#ess
448 FOR XPOS=8 TO 79

4780 H=LINE1 (XPOS) L=l INE2(XPOS)

488 SUM=INT(L+H)/2: IF 8UM>13 THEN S8UM=13:COLOR SUM:PLOT XPOS,YPOS
4980 COLOR SUM:PLOT XPOSB,YPOS

388 NEXT XPOS

310 YPOSaYPOS+1 .

NEXT LINE:CLOSE 01

IF FLAG=@ THEN 80TO 1000

REM #4808ee8MOOTHINGSS 000N

Y=@

FOR X=@ TO 79

LOCATE X,Y,AILINEL (X)=A

LOCATE X,Y+1,AILINE2(X)=A

LOCATE X,Y+2,AtLINE3I(X)=A

NEXT X

908UD 800

FOR Y=2 TO 120

FOR X=8@ TO 79

LINE] (X)=LINE2(X)

LINE2(X)=LINEI(X)

LOCATE X,Y+1 ,AILINE3I(X)=A

NEXT X

GOSUP 600

NEXT Y

6070 1000

FOR X=1 TO 78

ADVSL INEL (X-1)+LINE2(X-1)+LINE3(X-1)
ADV=ADV+LINEL (X) +LINE2(X)+LINE3 (X)
ADV=ADV+LINEL (X+1)+LINE2(X+1)+LINEI (X+1)
ADV=INT (ADV/9)

COLOR ADVIPLOT X,Y+1

T8 T
d3fakedbachalatdzin
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868 NEXT X
878 RETURN

1008
1010
1029
1638
1048
18389
1860
1070
1000
1@9e
1100
1118
1120
1138
1148
1130

SCREENLO=PEEK (88) « SCREENHI =PEEK (89)

OPEN €1,68,0,FILENS

REGTORE 1048

FOR I=1 TO &6:READ AIPUT 81,AINEXT I

DATA 4,1,22,35,33,0

POKE 10CMD,11

POKE I10BUFLO,BCREENLOIPOKE IOBUFHI ,BCREENMI
POKE IOLENLO,1358:POKE IOLENHI,18

A=UBR (ADR (MCODES) ,16) :CLOSE 81

OPEN #!,8,0,FILECS

RESTORE 1048:FOR I=1 TO &IREAD AIPUT 81,AINEXT 1
BRAPHICSE 9
SCREENLO=PEEK (88) 1 SCREENH I =PEEK (8Y)

POKE 10BUFLO,SCREENLOIPOKE I10BUFHI , SCREENHI
POKE IOLEMLO,138:1POKE IOLENHI,18:POKE 10CMD,11
A=USR (ADR (MCODES) ,146) s CLOSE 81

14



TIRTIT

370

399
400
410
420
430
440
430
460
470
489
490

310
320

340
338

370

REM

REM PASIC VERSION
REM

REM Screen Dump for EPSON FX/MX/RX 68 for
REM Tecnicolor Dreas

REM By Keith Watterson

REM and David Forward

REM

REM

DIM CODES(7) ,FILENAMES (1%) +NAMES (8) ,BUFFERS (328) ,BRAY (48) 1 CODES="hhh#_Vd"

SCREEN DUMP PROGRAM
FOR EPSON FX/MX/RX 80

REM the ‘s° and ‘d’ above are both in inverss video
10CB1CMD=E839

10CB1BUFLO=8%2

I0CB1BUFH1I =833

IOCBILENLO=834

IOCBILENHI=8S7

RESTORE 460

FOR I=1 TO 48:iREAD A1GRAY(I)=a

NEXT 1

BUFFERS (1) sCHRS$ (27) 1 REM Bat Epscm ior Norul Btt lug. Hodl (8 Ptn )

BUFFERS (2) =CHR$ (75) :REM .~

BUFFERS (3) =CHR$ (101) t REM M.bll' 05 th.l 04 Dltl 40" Bit Mode ( LO )
BUFFERS$ (4)=sCHRS$ (1) 1REM . - - ( H1 )

PRINT * Enter File Name ";:INPUT NAMES

FILENAMES (1)="D; "

FILENAMES (3) sNAME S

FILENAMES (3+LEN (NAMES) )= LUM"

BRAPHICS 9¢S8CREENLO=PEEK (88) ) SCREENHI =PEEK (89)
CNTROL=7: TYPE=4

GOSUP 3801 REM Load Screen

OPEN #1,8,0,"P1"

PRINT M uast:?ncms(ssncmcannen B8ET LINE BPACING
FOR X=79 TO 1 STEP -1

P=3

FOR Y=@ TO 118

LOCATE X,Y,A

PTR=A+A+A+1

BUFFERS (P) =aCHRS$ (GRAY (PTR))

BUFFERS (P+1) =CHRS$ (BRAY (PTR+1))

BUFFERS (P+2) =sCHRS (BRAY (PTR+2))

P=P+3

NEXT Y

PRINT &1," "} BUFFERS

NEXT X

CLOSE @1iEND

DATA 23S,2353,233,191,253,253,247,169,247,1689,213,187
DATA 174,238,117,214,174,107,170,173,091,170,093,170
DATA ©063,1462,883,083,082,144,041,001,140,001,017,138
DATA 064,042,068,008,044,008,064,000,002, 000,008,000

OPEN #1,TYPE,@,FILENAMESIREM use I0CB's for speed ( faster than °GET #1°

POKE 10CB1CMD,CNTROL:REM 7 = Binary Read 13 = Binary Write
POKE 10CB1BUFLO,BCREENLO-&4IREM (~6) to Strip of Header Bytes
POKE I0CB1BUFHI,SCREENHI

POKE IOCBILENLO,138:1REM ( LO ) Length of Bcrm

POKE IOCBILENHI,18:REM .( HI ) - = $129E (4746) Bytes.
h-UBR(ADR(CODE.) 16)

CLOSE o1

RETURN
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HINTS AND TIPS

A good woy of
is to simply place
the desired colour
ond press ‘stort’,
the need to
the pallette.

picking colours
the cursor over
on your picture
thus avoiding
continually call up

Use the °'STORE' function regulory,
os mistakes ore eosily mode but
not so easily corrected.

tronsfer o selection
of shodes from the pollette onto
the screen in o convenient position
which con be eosily occessed when
drawing (e.g. down one edge of
the screen). These colours con
be painted over in the later stages
of your work.

colours is to

The ‘'Touch Tgablet' con be
to quickly move the cursor
the screen.

vsed
oround

Never be frightened to experiment CLEARING THE SCREEN

with colours os one or two simple

changes con produce stunning Should you wish to clear the screen

effects. to black (for example after o
doodling  session etc) enter the

‘Regulorly save your picture to following commands:

disk (or tope) as the unexpected

is ciwoys possible. e.g. power Hold down ‘Option' & press 0

failure etc. Hold down ‘Select' & press 0

Hold down CTRL & press C
Another useful method of selecting Hold down CTRL & press B
CASSETTE VERSION

Once you have loaded the Techuicolor
Dream program you will see the
‘‘Storage’’ screen:-

STORAGE

L) Load Picture
S) Save Picture

TO LOAD PICTURES

Place tape containing picture files
(There are two demo pictures following
immeadiately after the main program)
into the data recorder. From the
STORAGE SCREEN press ‘L’ on the
keyboard. Then enter C: (for the device
name). If it is required to load an
uncorupressed picture, use CTRL *‘C’
for device name.

Once the device name is entered and
return pressed the computer will
‘bleep’. Press ‘‘play’’ on the recorder
and then press ‘“‘Return’” on the
computer. The picture will then start to
load. Halfway through loading, the
computer will bleep again and the
‘Return’ key on the computer should be

pressed again. The picture will then
continue to load and after it has
finished you will be returned to the
drawing screen which will now display
the loaded picture.

SAVING A PICTURE

Insert a blank tape into the data
recorder and then press *‘S’’ from the
Storage Screen. When asked to enter
device name you should simply enter
‘C:' (or ‘CTRL C:’ for uncompressed
pictures). When you press ‘Return’, the
computer will bleep twice. Press ‘Play’
and ‘Record’ together and then press
the ‘Return’ key again. The computer
will now start to save the picture onto
your tape. Halfway through the save,
the computer will bleep twice agaip and
you should press the ‘Return’ key once
more allowing the second half of your
picture to be saved. Once the operation
is completed you will be returned to the
drawing screen.



