
































7. System Requirements

The Atari VersaWriter system requires an Atari Personal Computer
with a minimum of 32K of RAM, an 810 disk drive, and a BASIC language
cartridge installed in the left cartridge slot.

8. Software Copy Protection

For the convenience of the user, VersaWriter software is supplied
without copy protection. This allows the user to make backup copies
for his own personal use and to list and modify programs to fit his needs.
VersaWriter software is copyrighted and is for the sole use of the
purchaser. Please do not abuse this user convenience.









2. Demo Pictures

The Demo Program will display several pictures drawn with the
VersaWriter Drawing System. These will demonstrate some of the
capabilities of the system. To run the Demo Program, just press key
"6" on the main menu. When the program is completed, the menu will
again be displayed.

3. Step by Step First Drawing

To begin drawing, press key "1" on the main menu. Several seconds
later the screen should display: .

* A flashing point that moves with the VersaWriter pointer.
* X=# Y=# These are the X and Y screen coordinates of the
flashing point..

Move the VersaWriter arm around and you will see the flashing point
move. To make the VersaWriter draw, select a location where you would
like to start. Now press "1" to start drawing in color 1. The words
at the bottom will disappear and the point will stop flashing. Now
you're ready to draw. Move the pointer and the trace will appear on
the screen. To erase the screen, press "E" and answer the prompt
"Please confirm" with "Y". Your drawing will be erased and the flashing
cursor will again appear.

Now try drawing one of the sample pictures packed with your
Versaliriter. Place the picture under the mylar screen. Position the
VersaWriter pointer at a convenient starting place on the picture.
Select color "1" by pressing key "1" and carefully start tracing the
picture. Best results are obtained with a smooth constant motion.

Press "P" and the flashing cursor will again appear. You may now
move to a new line. To continue drawing press "1" again. When you
have completed your picture, press "P" to stop drawing and return to
"Point Cursor".

When the picture is complete, it may be saved to diskette by pressing
"S". Next type a name for the picture (let's call it FIRST) and press
RETURN. The picture will be saved for later recall. To see how this
works, press "E" and then "Y" to erase the screen. Now press "L" to
load your picture and then type the name (FIRST) and press RETURN.

The picture will be brought back onto the screen.

VersaWriter offers a variety of special drawing commands to allow
you greater flexibility. We will guide you through a practice run of
some of these commands.

Press "E" and then "Y" to clear the slate. The "P" command which
we have already worked with has an additional feature which is point-
to-point drawing. Move the cursor into a position you want and press "P"



to mark the point. Now, move the cursor to a new position and press the
SPACE BAR. You have now drawn a line point to point. Move the cursor
to a third position and again press the space bar.

The "U" command (scale of drawing) allows you to scale the size of
your drawing smaller or larger than the original. Place the US MAP under
the mylar and pick a state to draw. Place the drawing arm pointer at
the center of the state. Press the "U" key and you will be asked "Enter
New Horizontal Scale (0.25 to 4.0)". Answer with "2" RETURN to cause
the state to appear twice its size. Next answer "Enter New Vertical
Scale (0.25 to 4.0)" with "2" RETURN. Your flashing cursor will now
be automatically centered on the screen. Now trace the state (press "1"
to start drawing). When finished press "P" to stop drawing. Erase
the screen ("E" then "Y") and try drawing the state half normal size by
going through the above steps and pressing 0.5 for horizontal and vertical
scale. The useful range of scale is 0.25 to 4.0.

The "W" command is simple to use. If you are drawing an object from
an off-center position on the original and wish it to be centered on the
screen, just put the pointer on the object to be centered and press "W".
The cursor will then be centered on the screen and you are ready to begin
drawing.

To use the Paint Brush Command, press "Z" then answer "Brush size
(0,1,2,3)" with "3", and answer "Brush color (0,1)" with "1". Slowly
move the pointer to paint the screen. Press "P" to stop painting.
Reposition the pointer to a new position. Press "Z", "1" and then "1"
to again start painting with a smaller brush. Finally press "Z", "3"
and then "@" to demonstrate the editing capabilities of this command.
Move the brush over the areas previously painted in white and they'll
disappear.

Now let's print your name on the screen. Erase everything by pressing
"E" and then "Y". Place the flashing cursor where you want to start the
first letter. Press "Z", "2", "1" and then carefully draw the letter.
When the letter is finished, press "P" to return to the flashing cursor.
Now position the cursor for the next letter and again press "z", "2", "1".
Continue the procedure until you've completed your name. NOTE: Draw your
printed letters as you would normally with strokes. It is better not to
go over a line, ie. ¢ and i would be one stroke, D and b would be two
strokes, F and K three strokes and E and W four strokes. When each stroke
is finished, press "P" for flashing cursor and reposition for the next
stroke before pressing "Z", "2" and "1".

The "M" (Smoothing factor) command may be used in conjunction with
the "Z" (brush) command to cause the brush strokes to be more even. Press
"M" and select a factor of "3" RETURN and repeat the above exercise.
When complete press "N" to reset scaling and smoothing values to their
normal values. Don't erase the screen yet.












"P" POINT CURSOR - This command will cause the flashing cursor to appear
and the current X and Y coordinates to be displayed. It is used to move
the VersaWriter pointer without drawing. This function is also used to
draw a straight line between the last point plotted and the current cursor
position each time the "Space Bar" is pressed. The Point Cursor mode is
also the normal exit for most other commands where drawing would be
inappropriate.

"1" DRAW - When the "1" key is pressed the VersaWriter will begin drawing
in foreground color. To exit drawing, press any desired command letter.
Usually "P" point cursor is used to exit from drawing.

"P" DRAW - When the "@" key is pressed, the VersaWriter will begin drawing
in the background color. If the pointer is over a background area when
this function is called, nothing will appear to happen because you are
drawing background on background. As you move the pointer over areas
already drawn in foreground they will turn to background. To exit drawing,
press any desired command letter.

"X" DRAW WITH FIXED X - This function makes it easy for you to draw
perfectly straight vertical Tines. First position the flashing cursor
at the start of the line. Press "X" and then draw your line. It will
be drawn in the last color used (@ or 1). This command is exited by
selecting any other command.

"Y" DRAW WITH FIXED Y - This function operates similarly to the "X" ;
function detailed above except perfectly straight horizontal lines are
produced.

"W" CENTER CURRENT POINT ON SCREEN - This command will place the current
VersalWriter position at the center of the screen. If your original is
not centered, this function will do it for you. Use with the "U" command
below to manipulate the drawing area to your liking.

"U" SCALE OF DRAWING - This command provides independent vertical and
horizontal control of the size of your drawing on the screen to that of
your original on the VersaWriter. The current position of the VersaWriter
pointer will automatically be centered on the screen when this command is
executed. The useful range of Scale is from about 0.25 to 4.

"M" SMOOTHING FACTOR - This command averages several digitizer readings

to arrive at the current plotting plot. It is useful in removing
digitizing errors or jumps when a drawing scale greater than one is used.
As it causes the drawing speed to be reduced it is left to the user to
select the desired amount of smoothing to be added for a particular
drawing. Enter Zero for no smoothing to Five for maximum smoothing.

A value of Two or Three is recommended for drawing scales of two and above.
This command is also useful for creating smooth flowing lines in drawings
of normal scale.
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wz" DRAW/EDIT WITH PAINT BRUSH - A striking function that imitates the action
of a paint brush. Select brush size (§ for a fine to 5 for a broad), select
brush color (@ for background, 1 for drawing or foreground) and then paint
the screen. This mode is also useful for editing a picture. Again select a
brush size (§-5). select color (usually § for background) and then move the
brush over the undesired areas or lines. This command is exited by selecting
and other command.

"A" DRAW WITH AIR BRUSH - A very interesting command which allows you to apply
shading to your pictures. First, the question "ON WHITE (W) or ON BLACK (B)"
will appear. Answer "W" if you are Air Brushing over a white area. Answer

"B" if it is a black area. If you are airbrushing over a colored area (orange-
brown or blue) and you specify ON WHITE, the shading will be black dots. If
you specify ON BLACK, the shading will be white dots. Next the question

"Enter percent blue" will appear. Answering 100 will be totally blue, § will
be totally orange/brown, and 50 will be a mixture which appears white. Experi-
ment with any number between @ and 100. After answering the question move the
Versallriter pointer over the area to be shaded. Move quickly for sparse shading
and slowly for heavy shading. This command is exited by selecting any command.

"D" DISK DIRECTORY - This command will list at the bottom of the screen the
names of all High-Res pictures currently stored on the disk. To continue press
any command Tletter.

"L" LOAD PICTURE FROM DISK - This command will ask for the name (8 characters
or less) of a previously saved High-Res picture and then transfer it onto

the screen. You may cancel this command by entering only a RETURN when

asked for the picture name. There is no need to use quote marks or type D:
when using the command.

“S" SAVE PICTURE TO DISK - This command will ask for the name of your picture
and then save the picture to disk. You may cancel this command by entering
only a RETURN when asked for the picture name. There is no need to use quote
marks or type D: when using this command.

"G" MEDIUM-RES GRAPHICS - This command will call the Medium-Res drawing
program. A question regarding whether to save your picture or not will first
be asked because changing graphics modes will destroy any picture currently on
the screen. Answer "Y" to save your High-Res drawing. Answer "N" to go
directly to Med-Res drawing (your High-Res picture will be lost). Answer
"RETURN" to abort the command and return to High-Res drawing. Your picture
will still be intact.

"H" HELP - A Tist of the available commands will be displayed at the bottom
of the screen. To continue, press any command letter.

"Q" QUIT - Entering this command will exit the High-Res drawing program and
return control to the main menu. A question regarding your current picture
will be asked. Answer "Y" to save your picture first. Answer "N" to go
directly to the main menu (your picture will be lost). Answer "RETURN" to
abort the command and return to drawing.

"T" TEXTWRITER - This command will transfer control to the Textwriter program.
Please refer to section 3, (page 18), for complete operational details of
the textwriter.
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ATARI VERSAWRITER ADDENDUM

Two improvements have been added to the VersaWriter diskette.

1.

In High-Res drawing, you may now draw in 2 additional colors.
Press "2" or "3" to draw in the additional colors. Generally "2"
is an orange/brown color and "3" is a blue color. This may vary
with your Atari and television.

The 2 new colors are also available in brush mode (described on
page 14 of the manual). When asked "Brush Color", you may now
answer 0,1,2 or 3.

An additional program has been added to the diskette. This
utility program allows you to display pictures drawn with the
VersaWriter from your own Basic programs. This utility is simply
added to the end of your own program.

The name of this utility is PICPROG. It consists of lines @ and
30000 through 30160. Your own Basic program may use any lines except
these. PICPROG has been stored on the diskette in two different
formats. "PICPROG.BAS" is stored on the diskette in standard SAVE
format. It must be loaded (using LOAD "D:PICBROG.BAS".) before you
begin typing in your program. "PICPROG.ENT" is stored in LIST format.
It may be added to an existing program using ENTER "D:PICPROG.ENT".
Just make sure your program does not have line @ or lines 30000
through 30160 because they will be deleted when "PICPROG.ENT" is
entered.

To display a picture from your program is now very simple. First,

set the proper GRAPHICS mode for your picture (if not already in that
particular graphics mode). Second, set FS$ equal to the name of your
picture. (Don't forget to include the D: and the extension of .PI7
for Medium-Res Mode 7 and .PI8 for High-Res Mode 8 pictures). Finally
GOSUB 30000.

An example is:
GRAPHICS 8: FS$ = "D:USMAP3.PI8":GOSUB 30000
If you were already in Graphics Mode 8 it would simplify to Jjust:
FS$="D:USMAP3.P18" :GOSUB 30000
This would provide a SPLIT screen picture so that you could display
TEXT at the bottom. If you wished a FULL screen picture just add
16 to the GRAPHICS command.
An example is:
GRAPHICS 8+16:FS$="D:USMAP3.PI8":G0OSUB 30000
A small example program demonstrating the above instructions is

also included on the diskette. It's name is "D:EXAMPLE". Load
and Tist it to familiarize yourself with the operational details.



TECHNICAL DESCRIPTION OF VERSAWRITER PICTURE STORAGE

The VersaWriter pictures are stored on the disk as follows:

HIGH-RES PICTURE (.PI8)

MED-RES PICTURE (.PI7)

BYTE # (Decimal)

Description

BYTE # (Decimal)

Description

WOWoCONOOT P WN -

15-7694

Address Low*
Address High
Length Low**
Length High

DINT (#1)***
BINT (#2)
BCOL (#2)

Picture Data

WO~ WN —

15-3854

Address Low*
Address High
Length Low**
Length High
Color #@***
Inten #9
Color #1
Inten #1
Color #2
Inten #2
Color #4
Inten #4

Picture Data

*%

*k*k

fl

Currently not used.

Screen start address minus 10 when picture was saved.

Length of Picture File including Color register information but

excluding 4 byte address and length header (bytes #1-4 above).

Color Register information (numbers denote color register).
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