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About this guide 

I T his guide, in conjunction with your Welcome Guide, describes the RISC OS 3 
Welcome 
Guide (version 3.5) operating system . 

.-----------,_ 
User 
Guide 

If you are new to your computer, you should first read the Welcome Guide. This tells 
you how to set the computer up and start using the RISC OS desktop, how to use 
the mouse to manipulate windows and files, and how to open menus and choose 
commands from them. 

What's in this guide 
If you have read the Welcome Guide. you should already have a working knowledge of 
the desktop. This guide builds on that knowledge. 

Part I: The desktop tells you more about manipulating files. directories and 
applications. It shows you how to use the Filer menu options. the Apps directory 
and the Pinboard. It also tells you a little about the operating system and disc 
filing system. You'll also find out how to print files and how to select the colours 
and resolutions used on the desktop. 

Part 2: Desktop configuration tells you how to change the way the desktop behaves 
and shows you how to automate the start~up procedure so that your favourite 
applications are started automatically. It also shows you how to set up your printer 
correctly. 

Part 3: RISC OS applications introduces you to the applications that have been 
supplied with your computer and goes on to describe how to use the painting, 
drawing and editing applications. 

Part 4: More applications describes how to use the other applications that are 
supplied with your computer. 

Part 5: Outside the desktop tells you about the Command Line Interface. This provides 
you with an additional way of communicating with the computer. one which 
programmers and experienced users will find especially useful. 

Finally, the Appendices contain reference material on subjects such as fonts, 
configuration. file-types, character sets and error messages. 

At the end of the guide you will find the End-user licence conditions. Index and Reader's 
Comment Form. which you can return to us with comments or suggestions abou~ this 
guide. 
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What is an operating system? 

What is an operating system? 

xiv 

If you look in a computing textbook, it will probably describe an operating system 
in terms such as "controls the operation. coordinating the use of input and ou.tput sources, the 
processing of data etc". 

In practical terms. the operating system of a computer is the software interface 
between the computer's hardware on the one hand, and the programs it runs plus 
the other pieces of equipment it uses on the other. It could be represented 
graphically like this 

The operating system is, as it were, the glue between the computer and its 
programs and peripheral equipment. It allows you to load an application program 
from a disc, for example, and then determines how the program is run. It takes 
input to the program from the mouse and keyboard, and arranges to display the 
results on the monitor. When you have finished your session, it enables you to save 
your work back to the disc in a file. 

How RISC OS operates 

The RISC OS operating system consists of three layers: 

The innermost layer, or the c.ore. contains the programs that actually make the 
computer work and which we don't need to understand here. 

The next layer is the command line Interface. This is a traditional text-based 
interface which programmers use to write programs and scripts. Unless you are a 
programmer, you probably won't ever use the command line. Part 5 of this manual. 
Outside the desktop. gives an overview of all the commands used, together with an 
introduction to using them. If you plan to use the command line you should buy 
the RISC OS 3 Programmer's Reference Manual and the RISC OS 3 Programmer's Reference 
Manual Volume 5 - Version 3. 5 additions. 



About this guide 

The outermost layer is the desktop. This is the layer that this manual is mostly 
about. The desktop shows us files, directories and applications represented as 
icons. Applications display information in windows and. unlike some operating 
systems. you can have many different applications and windows on the screen at 
the same time. You shou ld already have a good idea of how the desktop operates 
from reading the Welcome Guide. 

Running programs on your computer 
Sophisticated as it is. RISC OS just provides an infrastructure of facilities for your 
computer, making it easier for you to do things with it. Once you have grasped the 
basic principles of the RISC OS desktop, you will want to start using it seriously to 
run programs. You can keep coming back to this guide to learn more about the 
operating system and how to tailor it to suit your way of working 

Applications and games 

Application programs. or applications, are designed to help you with your work or 
leisure activities. The best~known application is the word processor. Other 
applications include desktop publishing, drawing and painting. These and other 
software and hardware products are published both by Acorn and by many 
independent companies. Details of these may be obtained from your Acorn 
supplier 

A number of applications and games are supplied with RISC OS, including a text 
editor. draw and paint programs, a music editor and a calculator These are 
described in Part 3: RISC OS applications on page 167. 

XV 
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Programming languages 

Important tips 

xvi 

The BBC BASIC programming language is provided with RISC OS and if you plan to 
write BASIC programs on your Acorn computer you will find the BBC BASIC 
Reference Manual invaluable. This manual is available from your local supplier 

If you are developing desktop applications, Acorn provide the Desktop Development 
Environment. The Desktop Development Environment contains Desktop 
Development software, the Desktop C and Desktop Assembler languages 

Programmers and other users who want to find out about their machine at a 
greater level of detail than is covered in this guide will also be interested in the 
RISC OS 3 Programmer's Reference Manual and the RISC OS 3 Programmer's Reference 
Manual Volume 5-Version 3.5 additions which covers the RISC OS operating system 
and the desktop environment in more depth. 

Before using your computer. you should read the Guidelines for safe operation printed 
near the front of your Welcome Guide. 

Freeing up more disc space 

If you require more hard disc space. you can free up space by deleting directories 
that you don't often use; such as the Video, Images and Sound directories. Before 
deleting them. you should always take a backup of any files. directories or 
applications that you may wish to keep (see Backing up hard discs on page 51). The 
Welcome Guide shows you how to delete files and directories. 

Unexpected behaviour 

If your computer starts behaving unexpectedly, or doesn't do anything at all, see 
the Chapter If things go wrong in the Welcome Guide, which has solutions to most 
common problems. 

Why has the screen gone blank? 

If your screen goes blank while you are not using it, you can usually restore it by 
moving the mouse or pressing any key on the keyboard This facility is designed to 
save wear on the screen. 

Getting out of a mess (resetting the computer) 

You may run a program which causes your computer to 'hang up' -where pressing 
a key has no effect. You can normally cure this by resetting the computer. To reset 
the computer, press the Reset button at the back of the computer. Your Welcome 
Guide shows you where this is. Alternatively, turn the computer off. wait a short 
while (30 seconds) and turn on again. When you reset the computer. any unsaved 
data is lost. For more information about resetting your computer refer to the 
chapter Power on and Reset options on page I II. 



Getting help 

About this guide 

The !Help application 

The l Help application provides on-screen information as you use your computer. 
The desktop itself and most of the applications can give you help in this way. For 
information refer to the chapter Help on page 359. 

This is what a typical Interactive Help message looks like; in this case here is what 
you see when you position the pointer over part of the Create new sprite window in 
the !Paint application. 

11:iiXI ~ ' 'l Interactive htlb ' ' • .,. ~· . ~ ;IF''· -~ ~ ll 

Use this window to create a sprite. ~· 
Fill in the appropriate fields and click OK. 

~ The sprite must have a name, which must be different from the name of other 
sprl tes In the tile. E 

The Help option on the Filer menu 

On the main Filer/Application submenu there is a Help option. Choose Help to 
display useful information about an application. For example, here is the help text 
you see if you click on the !Chars application (for more information. see page 26). 

. File! ,, 
Display ... · ~icalion 

GM'*'M~ Copy ,.. 
SelectaR fie name 
Clear selection OP~t1• 

Options ,.. "CO<'}~ t 

New 01ret:tory Count 
~parent 41' click on Help ... 

Info "' 
Find .. 
SMtyiJI' 

S\Ci.'llP 

... Help window for this To enter a character! position the 11ouse pointer oue 
I. · · I d it and click SELECT or press the SHIFT ke'). The app 1cat1on IS disp aye character will be entered at the caret POSition as i 

it had been typed. 
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Additional products and documentation 

Help on the command line 

You can even get help when you use the command line. If you want to find out 
about a particular •command, press the Fl2 function key to go into command line 
mode and then type •Help, followed by the command you want help on, and then 
press Return . If you want to list all keyword commands type •Help commands 

To return to the desktop, press Return aga in. For more information. see the section 
Getting Help on page 416. 

Additional products and documentation 

xviii 

Acorn issues two product directories that together list most of the Acorn and third 
party hardware and software available for your computer. 

• The Acorn Product directory lists most of the general purpose software and 
hardware ava ilable. 

• The Acorn Education directory lists most of the software and hardware 
specifically produced for schools and colleges. 

Your supplier should have copies of both these publications 

The following additional Acorn manuals can also be purchased from your 
supplier: 

• BBC BASIC Reference Manual- A reference manual for BBC BASIC V and VI 
These are the BASIC languages supplied with every computer. 

• RISC OS 3 Programmer's Reference Manual -A complete four volume reference 
manual for the RISC OS 3 operating system. Essentia l reading for all serious 
RISC OS programmers. This set also includes the RISC OS Style Guide. Thi s sets 
out the programming guidelines you should follow. 

• RISC OS 3 Programmer's Reference Manual Volume 5- Version 3. 5 additions- A special 
programmer's supplement for the RISC OS 3. Version 3 5 operating system that 
is used in this computer. 

• Technical Reference Manuals are also available for most RISC OS computers They 
give the technical specifications of all interfaces used in the computer. These 
manuals are essential if you are developing hardware add-ons and 
enhancements for the computer. 
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Conventions used in this manual 

The following conventions are used in this guide: 

• Menu names and options are shown in bold type; for example: 

Choose the Actual size option from the View menu. 

• Sometimes you will need to press one key whi le holding down another. This is 
shown like this 

CtrH9 (means hold down the Control key and press the function key F9.) 

The mouse 

The mouse has three buttons. From left to right their names are Select, Menu and 
Adjust. The functions they perform depend on the application you are using. For 
some general principles refer to the Welcome Guide. 

• You use the Select button to select and move icons displayed on the screen, 
or to choose from menus. 

• You use the Menu button to make a menu appear. 

• The Adjust button does a variety of things, mostly useful variants of what the 
Select button does. 

Each mouse button can be used in the following ways: 

• clicking - pressing the mouse button just once and then releasing it 
immediately. This is used to choose an icon or action. 

• double-clicking - pressing and releasing twice in quick succession. This is 
used to initiate an action. or to load an application, for example. 

• dragging - holding down the Select (or Adjust) mouse button whilst moving 
the mouse. This moves an object from one place to another on the desktop. 

xix 



Documentation roadmap 

Documentation roadmap 
This roadmap will help you decide which tools and manuals you will need, as you 
learn about RISC OS. 
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1 The desktop 

T he chapter Files and directories in the Welcome Guide provides an introduction to 
I the concept of the desktop, and to the basic filing tasks of loading, saving, 

copying, moving and deleting files, and creating new directories. 

This chapter expands on the Welcome Guide, covering in more detail how the desktop 
works. and how you can use these file-handling features to make the best use of 
your computer, whatever you are using it for. 

You use the desktop whenever you use the computer. It allows you to display and 
manipulate your files, directories and applications in an easy and efficient way 

Directory displays 

lliiTII.CJ 
HardDtsc4 

Information stored in the computer is shown on the screen in directory displays. 
Clicking on the icon for a particular information storage device (such as a disc 
drive) opens a directory display. This is a directory display that you might see when 
you click on the hard disc icon: 

l'f.:l>:!l ,, 
.~S;:Ii8rd[fiS(;.f.J :'' I J 

~ • II • !Boot Apps Diversions Images 

• • • • Printing Sounq Tutorials UtHities 

• Vl(leo f!J 

mu 9~ ~i 
Hard0isc4 · Apps Net 

Moving through the directory structure 

The basic techniques used to move around the files and directories have already 
been introduced in the Welcome Guide in the chapter Files and directories. This section 
introduces you to some more advanced desktop operations 

3 
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To open a subdirectory display 

Double-click Select on the subdirectory's icon (a folder) The subdirectory display 
will then appear on the screen in a new window. 

AOfS: Hai'd0isc4 

11:} 
DiversiOns Images 

f!m 
Sound Tutorials UtilitieS 

If you double-click on the icon for a directory that is already open somewhere on 
the screen. its directory display is moved in front of the other windows on the 
screen. rather than a new window being opened. 

Advanced users may wish to know that pressing Ctrl while double-clicking on a 
directory opens the directory without running the internal files of applications 
within that directory. This speeds up the opening of large directories. and saves 
memory If you do this, individual application icons are not displayed. they are 
replaced by the generic Archimedes application icon 

To open a subdirectory display and close its parent 

If a directory contains a subdirectory. then it is the ·parent' of that subdirectory. To 
open a subdirectory, and simultaneously close its parent. double-click Adjust on 
the subdirectory's icon. 

To close a directory display 

Click Select on the Close icon of the window. 

ff.J IXI 

/~; 
Click on the close· icon to Printing 
remove the directory display Qa. 
from the screen. l:.lll 

VIdeo 

ADFS: Hatd01sc4.$ . 

lft!t fm 
Aws Diwrsions 

dll ftftl 
Sound Tutorials 

:- p 

~ "' 
Images 

~ 
Ut1liltes 

~ 
~ 
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The desktop 
""'!l:l>- I j •:::::::: 

To open the parent directory 

To open the parent of a subdirectory, hold down Sh ift and click Adjust on the Close 
icon. You can also choose Open parent from the Fi ler menu (see page 19). 

Opening a 
parent directory 
on a disc drive ... 

To close a subdirectory display and open its parent directory 

Click Adjust on the Close icon of the window. 

To load any flle into the Edit application 

Any file, not just text files, can be viewed using the Edit application. Just hold down 
Shift and double-click on the fi le icon. Alternatively you can drag the file icon onto 
the Edit icon on the icon bar. 

Path names 
The full path name of a fi le or directory appears in the tit le bar at the top of the fi le 
window or directory display: 

AOFS::HardOise4.$.AppS l ~ 1 

The path name of a file or directory is a complete description of where the file or 
directory is located in a particu lar storage device. You won't normally have to 
remember the pathname. usua lly just the filename is sufficient. You can refer to a 
file or directory by selecting it (clicking on its icon). by giving its filename (in an 
icon. for example) or by dragging its icon to the destination window. 

How a pathname is defined 

Occasionally, however. you need to specify all or part of the sequence of directories 
that leads to a fi lename. The route down the d irectory tree is called a path, so the 
whole sequence. including the fi lename at the end. is called a pathname. At its 
most general. a pathname has the following form : 

filing-system : :disc -name.directory-names.filename 

5 
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For example: 

adfs : :HardDisc4.$.letters.replies.ToBill 

So in this example: 

• ad::s is the filing system name Note that it is followed by a double- colon . If 
the filing system name is omitted from a path name. the current filing system is 
used (see below). On a network the syntax is slightly different; the filing system 
name is followed by the network name. 

• HardDisc4 is the name given to the physical storage area. It may be a hard 
disc, a floppy disc or some other device. 

• Sis the name given to the 'root' directory. This is usually the directory you first 
open when you click on a storage device icon- the structure of directories and 
files on a particular storage device grows out of that first directory. 

The exceptions to this are network fi le servers. where the directory display you 
first open is normally your user directory (denoted by a&). which is one or 
more directories removed from the root. 

If this. and the filing system name and disc name are omitted. the path is taken 
relative to the current directory. 

• letters is the name of a directory contained within the root directory. 

• replies is the name of a directory contained within the letters directory. 

• ToBill is the name of a file within the replies directory. 

Each of the directory names in the path from the root onwards is separated 
from the next element of the path by a full stop. There is no full stop a her the 
filename. 

Current filing system concept 

The concepts of current filing system. current disc and current directory are more 
applicable to command line mode than to the desktop; however. they do still apply 
when using the desktop. See the chapter The command line on page 411 for 
information about the command line interface. 

The current fi ling system is usually that used by your hard disc drive, usually ADFS. 
The cu rrent disc is also usually your hard disc drive. 
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Filing system structure 

A graphical way of representing the filing system structure containing the file 
ToBill would be: 

let ters 
I 

$ (root directory) 

designs databases 

flower tree 

!boot 

received replies staff accounts 

n l 

ToBill ToMary 

l?romBill FromMary 

sales purchases 

Using applications 

~~ 
1Edit 

~ 
~ 

A special sort of directory is used to contain application programs and the 
resources they use; logically enough, these are called application directories. 
Application directories are signified by having a name starting with an exclamation 
mark. For example the editor application is called !Edit 

Double-clicking on an application icon 

To start an application, move the pointer over the application icon and 
double-click; this loads the application onto the icon bar. 

An alternative way to start an application is to double-click on the file icon (for 
example, an Edit file) This starts the application and then loads the file. A text file. 
for example. will be loaded into Edit. and an application will run. See the chapter 
Loading and saving files in the Welcome Guide for more details. 

Clicking or double-clicking on the name next to an icon in a directory display has 
the same effect as clicking or double-clicking on the icon itself. 

7 
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Opening an application directory 

Unlike normal directories. double-clicking on an Application directory starts the 
application program. If you want to open an application directory to view its 
contents. rather than start it. hold down the Shift key and double-click on the 
application icon. 

Unless stated otherwise, references to directories in the rest of this chapter also 
apply to applications. 

Inside applications 

In general. you won't need to know about the internals of application directories. 
One point that you may notice. however. is that directory displays for discs and 
directories that contain many applications sometimes take longer to appear on the 
screen than other directory displays. This is because the individual icons that are 
used to represent applications are loaded from special files in the application 
directories. Once the icons have been loaded. the computer does not load them 
again. 

The Filer desktop interface 
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The Filer provides the desktop interface between you and the computer. It is used 
to carry out the desktop operations (such as copying files) mentioned in this guide 
and the Welcome Guide. You can. for example 

• copy files between your floppy disc drive and a network (if you are connected 
to one) 

• delete a file on your RAM disc 

• move files from your RAM disc to your floppy disc. 

All these actions are controlled by the Filer. 

Filer operations 

Filer operations normally run 'in the background', so that you can carry out other 
desktop activities while copying, searching, deleting and so on. 

A typical background 
Filer copy operation Writing 

FS::Hart!Disc4.$.Utilities.egsprite 

Abort 

131272 bytes to go 
o files copied 

Pause 
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Note: If your computer is running out of memory (you have several applications 
running, for instance). the Filer may not be able to continue in the background In 
these cases it suspends other activities while it completes its tasks. You can tell 
that this has happened by the fact that the normal message boxes are replaced by 
larger, simpler, windows. 

Operations on directories 

Some operations. such as copying and deleting, when applied to a directory, can 
normally also apply to all objects within a directory. If any of those objects are 
themselves directories. the operation applies to their contents as well (and so on) 
Moving an application. for example, will move all of it: its directory and all its 
contents. 

Multiple desktop operations 

Although you can run several Filer operations simultaneously, you shou ld not run 
more than one operation on the same source or destination file or directory at the 
same time. For example. do not copy or move files into a directory while at the 
same time deleting existing files from the same directory. Doing so may result in 
lost files or data. 

Correcting problems 

If a problem arises during Filer operations, you will see an error box displayed with 
the following options: 

rn1 '"t Deletina fitts ~ 

This is what is happen 
and the file being 
processed 

ing ......-- -

Choose one of these 
oorrective operations 

This is the error that 
occurred 

& 

Error whtn deleting 
AOFS 10 57 Wed$ over 

0 dlrectones deleted 

0 lites dele led 

Abort i Skip I Retry 

Tht d1sc tS write protected Move the 
write protect tab and try again 

• Abort lets you cancel the file operation completely. 

I 

& 

• Sldp skips the current file operation and starts afresh on the next file. 

• Restart starts the file operation again from the beginning. 

• Retry tries to start the file operation again from the place at which the error 
occurred. 
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In this case an error occurred because you tried to write to a protected floppy disc. 
To clear this error, remove the floppy disc, move the write-protect button on the 
disc to close the hole and replace the disc in the floppy drive. 

Once the problem that caused the error has been cleared, you will find that clicking 
on Retry normally allows you to continue with the Filer operation. 

Selecting files and directories 

To carry out a filing system operation, you must select which icon or icons you wish 
to apply it to There are several ways of doing this: 

• To choose a single icon, click Select on it. This highlights the icon. 

• To choose a group of icons. click Select or Adjust on the first one. and Adjust 
on each of the others in turn. 

• If the icons are conveniently placed, you can select them by using the mouse 
and pointer to drag a box round them. To do this, move the pointer to one 
corner of the group of icons (not over an icon) and drag to the opposite corner; 
then release the mouse button. You can the use Adjust to deselect unwanted 
icons you don't need or to select additional icons. 

• AOFS HanD~$ ,, 

~ • ~ • 'Boot - Oovers•ons -~ 1!!1 • ~ 
Pmting Sound - U1ht1es 

~ 
VIdeo 

Clicking Adjust allows you to select 
several icons. 

v 
lfl 

AOFS:~IC4$ 

ft!) • Apps Oovers10n• 11•180" 

~ ~ ~ 
Sound Tutorials Ull1toes 

Use the mouse to drag a box 
around a group of icons to be 
selected 

• To select all icons in a directory display choose Select all from the Filer menu. 

The selected icons are always shown highlighted. After the operation, the icons are 
deselected. See the Welcome Guide for basic details about selecting. copying and 
moving files. 

To deselect an icon by hand, click Adjust on it. The entire group of selected icons in 
a directory display may be deselected by choosing Clear selection from the Filer 
menu. or by clicking when the pointer is not over any icons. 
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~ .......... mii~MIIIJI iUii'iHWi*Ll lltii awae ......... =e :;; ee 

The icon bar 

If you find that the icon bar gets covered by windows, you can move it in front again 
by holding down Shift and pressing the Fl 2 key. If you want to move the icon bar 
back again press Shi ft-F l 2. 

t'fJ 
""'"'Y 

liiJ ~ ~ 110 ~I n 
P\Jl1ic - ,,.,. 1011.W !EdC IHtiP 

t!:l m t!ll ~ r·: ;j 0 

Tutorial$ lAiW:.-& V<J<IO '""tsoond Plaint 1SaCalc 

If the icon bar becomes covered by windows ... 

... press Shift-F12 to move it to the front 
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Filer You can select. copy and move files between directory displays just by dragging file 
1--Di-_sp_la..;..y=:..-""-1,_ icons from one window to another. as described in the Welcome Guide. This section 

Select all 

Options 

New directory ,.. 

Open parent 

describes how the options displayed in the Filer menu are used. 

Click Menu anywhere over a directory display to show the Fi ler menu: 

rn v 

~ 
I Boot 

fE:j 
Images 

E:J 
Tutorials 

A~S:.Htlrdf)i5(:4.$ fl 

t::J 
Apps 

fE:j 
Printing 

E:J 
Ulilitles 

• - Ftr,r 
Dtsplay r­
Dir. 'Diversions' ,.. 
Select au 
Clear selection 

Options ~ 

New directory ,.. 

If an operation is shown in grey on the menu. it is not available at that point. and 
you will not be able to choose it. If you are unsure how to choose options from 
menus refer to the chapter Menus in the Welcome Guide. 

The table below shows which main menu options to choose to carry out different 
tasks with the Filer. The main menu options are then described in turn : 

Task Choose See page 

Change the access on a file or directory File/Access 22 
Change the default options on Filer actions Options 15 
Copy File/Copy 20 
Create a new directory New directory 18 
Delete a file or directory File/Delete 22 
Deselect all icons which have been selected Clear selection 15 
Display files & directories in different ways Display 13 
Ensure confirmation of file actions Options/Confirm 16 
Find a file or directory File/Find 27 
Get information on a file or directory File/Info 26 
Learn the size of a file or directory File/Info 26 
Open the parent directory Open parent 19 
Rename a file or directory File/Rename 21 
Select all icons in a directory display Select all 15 
Set a file type File/Set type 28 
Change the time stamp on a file File/Stamp 29 
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Display 

Disolav 
Large icons 

.; Small icons 
Full info 

./Sort by name 
Sort by type 

Sort by size 

Sort by date 

You can change the way file and directory information is shown in directory 
displays using the Display menu. The objects in the directory can be displayed as: 

Large icons 

lf3TXT ~·- AOFS: Htlr(l)isc4.$ ~~ .. ~l!~ ~ , r:; 

~ ~ - mm ;. 
'\ 

!Boot Apps Diversions Images d 

~ 11m II tim 
Printing Sound Tutorials Utilities 

~!Tin ~ 
Vldeo ~ 

BJ 

Small icons 

!r.Jj X-11 •1: 1. • • ADFS::I'J$"dl)isc4.$ fll 

~lBoot ._Apps fJl Diversions 
~ 

~ 
~!!!Images fa Printing a sound ~ 
f!!!1 Tutorials ftUtilities eBVideo B 

Full info 

!CIXI ~ i~L &~• AOFS::H8r:c1Diso4.$· "' 11 

~·Boot I Application 17:46:2931 Aug 1993 r.. 
8!1APP9 I Directory 17 24:19 30 Jun 1993 

11!!!1 Diversions I Directory 17:24·26 30 Jun 1993 

l!!!llmages I Directory 17.24:33 30 Jun 1993 

lf!I!IPrinting I Directory 17.24:43 30 Jun 1993 

@!JSound I Directory 17:25:02 30 Jun 1993 

II!!!!JTutorials I Directory 17·25:13 30 Jun 1993 

@I Utilities I Directory 17:25:22 30 Jun 1993 ~ 
a video twr Directory 17:25:34 30 Jun 1993 ~ 

Full info consists of a small icon. followed by some additional information. The 
letters following the file or directory name show which users are allowed access to 

13 



The Filer menu options 

14 

the files and the type of access that they have. Access permissions are normally 
only used on files stored on file servers. where they can be accessed by many 
different users. The letters before the I indicate owner access information; those 
after the I indicate public access information. To interpret the access information, 
refer to Access on page 22. File sizes are shown in bytes, kilobytes or megabytes For 
more information on displaying the sizes of files and directories, see the Count and 
info options on page 25. 

Icon 

Access 
permissions 

LA r 110K Spr1te 
WRr 106K Spr1te 

WR 269K Orawfile 

LA/ 936 

Changing the directory sort order 

Type of file 

lime and 
date the 
file was 
created 

You can also change the order in which the objects are shown in the directory 
display. The options are 

• Sort by name: ascending alphabetical order. This is the default option. 

• Sort by type: undated files first. then dated files in numerical order of file type, 
then applications. and finally directories. 

• Sort by size: files in descending order of size first. then applications and 
finally directories. 

• Sort by date: most recent first. 

When you change the format for a directory display, the same format will be 
applied to any directory displays you open afterwards. This same format is also 
kept even when you reboot or restart your computer. 

When copying files to a Full info directory display you will see blank icons appear 
with the code word 'DEADDEAD' displayed on the line. When the file copying is 
completed, these words and the blank icon are replaced by the copied file and file 
icon. 

The time and date used is that provided by the computer's real-time clock, which 
can be set using the Alarm application described in the chapter Alarm on page 317. 
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File or Dir or App or Selection 

The File main menu enables you to carry out many different operations on files 
and directories. These File options are only available if you first select (click on) the 
icon you want to use: 

• If you select a directory icon. the name of this option changes from File to Dlr. 

• If you select an application icon. the name of this option changes from File to 
App. 

• If you select more than one directory application or file icon. this option 
changes from File to Selection. 

The options in this submenu are described starting on page 19. 

Select all 

Choose Select all to select all the files and directories in a directory display, so 
that you can copy or move them into another directory display (by dragging) if you 
want to. or to perform one of the operations listed in the Selection menu 

Use the Adjust mouse button to deselect individua l objects. See also Selecting files 
and directories on page I 0. 

Clear selection 

Choose Clear selection to deselect all the icons already selected in a directory 
display. 

Options 

You can set four options to provide finer control over most of the filing system 
operations invoked from the Flle menu described above. These are set using the 
Options menu. When an option has been chosen. its menu entry is ticked 

Flier ''I 
Display ,.. 
File 'Shuttle' ... 
Select all 
Clear selection Options 
ijMII.liQ Confirm 
New directory to- .; Verbose 

Open parent F()(C8 
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Like Display, the options apply to all subsequent directory displays, rather than 
just the one from which they were set Options that are ticked are currently being 
used during Filer operations. 

The table below shows which option to choose to carry out a particular task. The 
options are then described in turn: 

Task 
Request confirmation before carrying out an action 

Be advised about the progress of an action 

Override file locks 

Make sure you don't overwrite a newer file version 

Confirm 

Choose 

Confirm 

Verbose 

Force 

Newer 

The Confirm option causes the operation to ask you whether you rea lly want to 
apply the operation before applying it to each object. This helps safeguard against 
the accidental deletion of files. for example. 

The Confirm option is off by default, but to switch it on, choose Confirm With the 
Confirm option chosen. each time you use a Filer operation you are asked to 
confirm that you want to apply the Filer operation. In reply, you can click one of the 
following: 

• Abort to abandon the entire operation. 

• No to skip the present object and go to the next one. 

• Yes to carry out the operation on the present object and go to the next one. 

• Quiet to continue with the operation without asking for further confirmation 
(in cases where the operation affects more than one object}. 

Filer operation "' ,. CoPVin.a Nes ! . . ":·~ 
Copy 

Filename ADFS HardDisc4 $ horse2 

0 bytes togo 
0 tiles copied 

~ Abort I_ No J. Ye~_j Quiet J -Action to take 
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Verbose 

The Verbose option tells you about the progress of an operation. By default, it is 
switched on. 

The information about the operation will be displayed in a dialogue box. Click on 

• Abort to abandon the entire operation 

• Pause to interrupt it temporarily The box will change to Continue. 

Click on Continue to proceed with the operation, or on Abort to stop. 

Verbose often gives you useful information about Filer actions, so it is worthwhile 
leaving it switched on. 

Force 

Filer operation __ 11""!:: ~~~~~Co~)~D1f· ~iinb~fil~es~. ~~d~·;.~:k' ~ 

1j Reading 
Filename -----1~ l lsc4.$.Printing.lPrintEdit.Messages 

,220 bytes togo 
0 files copied 

Action to take ~ '-==A=bo=r=t:::::!. _______ --==P=a=u=s=e::::UI 

The Force option, when selected, enables you to delete files and directories even if 
they are locked; a locked file cannot normally be deleted. This is particularly useful 
if you want to delete a directory containing a lot of files, some of which may be 
locked. However, this option should be used with great care, as it overrides all file 
protection (see Access on page 22) It is off by default. 

Newer 

The Newer option applies on ly to copying, and is designed to ensure that you don't 
overwrite a file by an o lder version of the same fi le. If you set out to copy a file to a 
directory where there is already a file of that name, the file will only be copied if it 
is newer than the file in the destination directory. The option is off by default. 
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Faster 

If you have chosen the Verbose option. you can click Menu on any of the standard 
Filer dialogue boxes, such as those you get with copying, finding, deleting and 
moving. You will then be able to choose the Faster option. 

Click on this option 
to speed up the 
Filer operation 

This option makes file operations faster. at the expense of the appearance of the 
desktop. Normally during file operations. keeping the look of the desktop 
up-to-date takes priority over speed. If you choose the Faster option. speed takes 
priority and fi les and windows are not updated 

The Faster option on ly lasts for the current filing option; as soon as it is finished 
the desktop is updated to show any changes that have taken place. 

New directory 

To create a new directory 

Open a directory display for the directory in which you want the new directory 
to reside. 

2 Go to the New directory writable icon. Type in the name you want for the new 
directory and click on the name or press Return. 

Filer 
Display ,.. 
Oir. 'rasters' ,. 
Select au 

aear selection 

Options ,.. Name: J 
•. , §i.i!i#ii.pl~ NewDij_ I 
Open parent 

A name must contain at least one. and at most ten. printing characters. The name 
must not contain a space or any of the following characters: 

$&%@\":.,#*" l 
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Open parent 

If a directory contains a subdirectory, then it is the 'parent' of that subdirectory. 
Opening the parent therefore takes you up one 'level' in the filing system tree. 

To open the parent of a directory, choose Open parent. 

Another way is to hold down Shift and click Adjust on the Close icon of the 
directory display. 

This option is not available from the root directory, nor is it. less obviously, from 
the user directory of a file server. In the latter case. you shou ld use Open $ from the 
icon bar menu of the file server icon. 

File or Dir or App or Selection 

File ' 
Copy ,.. 

Rename ,.. 
Delete 
Access t­

Count 

Info .,. 

Find ,... 

Set type ,.. 

Stamp 

File is the main Fi ler menu, enabling you to carry out many different operations on 
files and directories. 

The table below shows the submenus to choose to carry out specific tasks: 

Task Choose See page 

Change the access on a file or directory Access 22 
Copy a file or directory Copy 20 
Copy a file or directory and change the name Copy 20 
Delete a file or directory Delete 22 
Find a file or directory Find 27 
Get information on a fi le or directory Info 26 
Find out how large is a file or directory Count 25 
Rename a file or directory Rename 21 
Set a file type Set type 28 
Change the time stamp on a file Stamp 29 

The File menu item appl ies to specific fi les and directories, and so is only available 
if you first select the file or directory you want to apply it to. The name of the fi le or 
directory will then be incorporated in the menu item- if you select a file ca lled 
'Tornado', for example, the menu item will change to File 'Tornado'. 

You can also put the name of the file or directory in the menu if you move the 
pointer over an icon and press Menu: 

• If you select a directory icon. the name of this option changes from File to Dlr. 

• If you select an application icon, the name of this option changes from File to 
App. 
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• If you select more than one directory application or fi le icon, this option 
changes from File to Selection, (not all the submenu options are available 
when a number of files have been selected). 

Copy 

The Welcome Guide explains the easiest and simplest way of copying - by dragging 
icons from one directory display to another (from the source directory to the 
destination directory). This Copy option additionally al lows you to change the 
name of the file or directory as you make the copy, so that you can also copy it 
under a different name to the destination directory, or back into the source 
directory, so that you can have two copies of the same file. with different names 

To copy a file or directory under a different name: 

Select the file or directory, and display the File/Copy menu option. The 
Copy as box is displayed 

2 Type in the new name of the file or directory. See over for information on valid 
filenames 

3 Click on OK (or press Return) for a copy of the file or directory to be made in 
the source directory, under the new name you have just supplied. To move the 
copy into a different directory, drag the icon (above the filename) into the 
destination directory. A copy of the file or directory wi II appear there. under its 
new name. 

Rer 
I) splay Fie Copy as 
118*1§§· .. 

km Select all Rename ,... 

Clear selection Delete 

1 r o~ Options r Access .... , Horse! 
New directory 1 Count 
Open parent 

Info "' FlOC! .. 
Set type ... 

Stamp 

Files and directories can also be moved by holding down Shift while dragging their 
icons from one directory display to another. This is explained fully in the Welcome 
Guide. 

Moving multiple flies 

The normal way to move multiple files is to select all of the files involved and then 
drag one of the file's icons while holding down the Shift key. This lets you drag the 
files as a package- you'll see the package icon. 



Name 
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However. moving multiple files between two floppy discs results in you having to 
swap floppy discs continually. We recommend that you first Copy the files. and 
then go back and delete the original files. This substantially reduces the number of 
floppy disc swaps you have to make. 

See the section Copying between floppy discs using a single drive on page 61 for more 
information. 

Rename 

To change the name of a file or directory: 

I Select the file or directory, and from the File menu go to the Rename menu 
option and display the Name box. 

Filer 
Display ,.,. File i 

'itl"i'fd~ Copy t Narne : I 
Select au Wlillilil1i ~_j 
Clear selectiOn Delete 
OptiOnS Access " New directory Count 

Open parent 

Info ... 
Fino ... 
Settype ... 

~np_ 

2 Use the Delete key to erase the existing name and then type in the new name 
of the file or directory. 

A filename must contain at least one. and at most ten. printing characters. The 
name must not contain a space or any of the following characters 

S&%®\":.,#*"1 

If you are using a DOS formatted disc there are additional filename 
restrictions; see page 58 for more information. 

Upper- and lower-case letters are normally treated as equ ivalents in filenames. 
Thus. a !though a file may be stored under the name F'ru it. you can refer to it as 
(for example) Fruit, fruit. FRUIT. FruiT. and so on. 

3 Click on the new name. or press Return. The new name will appear in the 
directory display. 

Take care if you are using the NFS Filer (supplied with the TCP/lP Protocol Suite). 
This filing system Is case-sensitive since it displays files stored on other types of 
computer. 
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-

File , 
Copy ,... 

Rename r-

~ 
Access ~>-

Count 

Info ,... 
Find ,_ 
Set type ,._ 

Stamp 

" Access 
Protected 

~Unprotected 

~ Public 

Private 

Access details t-

'HIIII I II I •-&• ·-··············· ··········-,. .• .. 
Delete 

Warning: Before you use this option, make sure you really want to delete the 
file. After deletion the file cannot be recovered. 

To delete a file or directory: 

I Select the file, directory or selection of files that are to be deleted. 

2 Click Menu in the same filer window. This displays the Filer menu. 

3 Move to the File. App or Selection sub-menu. 

4 Choose Delete. The file or directory is then deleted from the directory. 

In this example one of the files from the Images directory is being deleted. 
• • Filer' · ~ 

Display ,.. File .3_· 

11-1! ,.. Copy ,.. 
Select all Rename t-
Clear selection .. 
Options "' Access ,.., 
New directory ,... Count 
Open parent Help 

Info ,.. 
Find ... 
Set type ,. 
Stamp 

You may not be able to delete a file or directory if it has been locked. To unlock a 
file you should choose the Unprotected option from the Access submenu. 

You can override all file locks permanently by choosing Force from the Options 
menu. This should be used with caution! Always remember to turn the Force 
option off after you have finished using it; see page 17. 

You can select more than one object in a directory display for deletion at the same 
time by using Select all. clicking on several objects with Adjust, or highlighting a 
block of them. You can only choose files from the same directory display. See 
page 10 for more information. 

Access 

Access to files means who is permitted to do what to them. The who is either you 
or anyone else; the what is read, write to or delete the files This is of particular 
interest when your computer is connected to a network. 

You can control access to fi les in two ways: one relatively simple way, and a second 
way that requires a slightly greater understanding of how access is set. The simple 
way is as follows: 
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Select the file. 

2 Go to the File/Access submenu. If you have selected only one object. there will 
be a tick alongside either Protected or Unprotected, and one alongside either 
Private or Public. If you have selected more than one object, none of the 
options will be ticked. The meaning of these options is as follows: 

• Protected: the file cannot be deleted or altered {by anyone). This is a good 
way of preventing damage to files you have finished working on However 
the Force option (see page 17). overrides any protection you may have set 
{unless the file is stored on a network server with different ownership) 

• Unprotected: it can be deleted or altered by anyone. 

• Public: it can be read by other users on a network (this is irrelevant if you 
are not using a network, but it is convenient for when you copy objects to 
a network, since this property will be preserved). 

• Private: it can be read by no-one but yourself 

By default, objects are Unprotected, but Private- this means that you can 
read and alter them, but no one else can. 

3 Choose which of these access parameters you want to set for the selected file. 

If you have selected more than one object, none of these options are ticked. If you 
change the access details of a directory, it affects the access details of all the files 
contained in the directory. 

Access details 

The simple form of access just described is likely to be all that most people need. 
most of the time. However, you can also set access in a more detailed way that 
corresponds more closely with the way the computer understands it To do this, 
move to the Access details option and display its dialogue box 

Each of these five options relates directly to one of the five access tlags which form 
part of the properties of a file or directory. The last two come into play only when 
the object is stored on a network. 

When each flag is set: 

• Locked means that the file cannot be deleted. By default, this flag is not set. 
You can still delete a locked fi le if you set your file Options to Force. See 
page 17 for more information. 

• Owner read means that the file's owner can read the file (for example, by 
loading it into an editor). By defau lt. the owner has read access. 

• Owner write means that the file's owner can write to the file (ie, can change it 
and save it in the same place with the same name). By default, the owner has 
write access. 
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• Public read means that other network users can load your files or run an 
application in your network space. By default, other network users do not have 
read access. 

• Public write means that other network users can write to the file. By default, 
other network users do not have write access. 

Access 
Protected 

"Ulproteded 
------- -- -- --

./Public 

Private 
---------- Access de tails .. . ,. Yes No 

.) Locked (i 

<i Cfflner read ...) 
<i Cfflne r write ...) 
.) Public read (i 

..) PubliC write li 

~ 

Click on the appropriate buttons for the object(s) you have selected; click in the 
Yes column to enable an access permission, and in the No column to disable it. To 
apply the change to the contents of directories you have selected (and their 
contents. if any. and so on). click in the Recurse box so that a tick appears If you 
change your mind. you can remove an option by clicking on it with Adjust. most 
directories do not have any access details set. When you are ready, click on OK The 
Recurse box can only be used with applications and directories. 

The ways of setting access relate to each other as follows: 

• If a file is Protected, it is Locked. Owner write is disabled and Public write is 
disabled. 

• If a file is Public, it has public read access enabled 

• The owner read and public write flags can only be set using the Access details 
dialogue box. 

If you select a directory, the access details are not set. If you then set any access 
details they will affect all of the files within that directory. 

If you use a Level 4 file server, you shou ld make sure that you do not set directories 
to Locked. This is because the Locked option may make directories invisible to 
other users on the network. 
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How to identify the file access permissions 

There are several ways to find out the access permissions for a file. Most obviously 
you can display the Access/Access details dialogue box. 

Another way of finding the fi le access permissions is to display the files using the 
Full info menu option. This option shows the access permissions in cryptic form in 
the third column. Owner access permissions are indicated by the letters before the 
I. and public access after the/. L is short for Locked. R (orr) is short for read access. 
W (or w) is short for write access. Here are some examples: 

!e1XI AOF$;:1W<!Disc4.$.drawsl)tile m 
lfi!Horse LR!r 110K Sprite 13.21:45 24 Feb 1993 ~ 
lfillakeNew WR/r 106K Sprite 14:06:1824 Feb 1993 

~Map WRI 2691< OrawFile 16:45:46 25 Feb 1993 

~Map Text LRf 936 Text 16'51:0524 Feb 1993 ~ 
~Sign WR/wr 472 OrawFile 14:53:1426 Feb 1993 lei 

One other way is to use the Info option: see page 26 for more information. 

Count 

Choosing Count will display the number of fi les selected and their total size in 
bytes. 

rr.1 CQuntinafiles.'~ • n~ ,,~_,, 

I Finished 
S::HardDtsc4.$.drawsprite.<man'f> 

5 files counted 
497120 bytes total 

OK I 

When you calculate file sizes remember that there are I 024 bytes in a kilobyte and 
I 024 kilobytes in a megabyte. 

A 1.6MB format disc actually holds 1600 ki lobytes- I 638 400 bytes. 
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Help 

When an application is highlighted, choosing Help will display a help file for the 
selected application. This option is greyed out if the application does not have a 
help file, or if the selection is a file or directory. Here is an example of the help 
screen from the !Chars application. 

FIU)f 

Display ,.. 
I!·E~~ 
Select au 
Clear selection 

Options ,.. 
t.le" •1trectory 

Open parent 

APPlication . 
Copy ,.._ 

f~1'l<l'l"ltt 

Dtt~le 

Acet1ss 

Count 

Ill--
Info ,.. 
Find ,.._ 

S~t typ., 

!:itarnp 

click on Help ... 

To start Chars, double-click on its icon. A windou 
wil! appear showing all the charachrs currently 
available . 

... Help window for this To enhr a character1 position the 110use poinhr ove 
I. · · d' I d it and click SELECT 10r press the SHIFT ke~). The 

Info 

app 1cat1on IS ISp aye character will be entered at the caret pos1tion as i 
it had been typed. 

Choose Info to display the file type, size, access details and date last modified­
information similar to that shown when you choose FuU Info from the Display 
menu. 

' AbOut t,hi~ object 

I !Paint 
I 

r·: Type I App!ication 

Size I 2048 

Access I I 

Date j 17:38:34 30 Ju";, l 993 -

~Object name 

~Object type 

~ Size 

~Access details 

~ Creation date 
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Find 

You may have saved a file or directory somewhere in a directory structure. but are 
unable to remember where. Find enables you to do so. 

To find an object. 

Select the directory or directories you want to search. 

2 Display the Directory/ (or Selection/ if you have selected more than one) Find 
writable icon. 

Filer 
Display ~ DiredOIV · r 

I•:II•JIIIHIII Copy ... 
Select all Rename r-
aear selection Delete 
Options J Aocess ,.. 
New directory t' Count 

Info ,.. Fnl file. ··t •• ;~ 'Pabence I 
Set type ,.. 
Stamp 

3 Type in the name of the file you want to find. Click on the name. or press 
Return. 

As the search proceeds. a box is displayed showing its progress through the 
directory structure you have specified. 

If" I h-' '!., Finding an object •: -

I Found 
S::HardDisc4 S Diversions 1Patience 

2 directories checked 
0 Illes checked 

Abort I Run ' View I _9>ntr"'!!.J 

If the object found is a me. the dialogue box gives you the following options: 

• Abort the search. 

• Run the file. If the file is a program. it will be run; if it is a document. it will 
be loaded into an appropriate editor (if one can be found). 

• VIew the directory containing the file. 

• Continue to search for another object with the same name. 
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If the object found is a directory. you will see the following options 

• Abort the search 

• Open the directory 

• Continue to search for another object with the same name. 

tr •• J Fndina an obiect 

Found 
A.DFS Hard01sc4 $ finder documents 

Abort I 

10 directories checked 
43 file s checked 

Open J Continue 
1 

The Find option can also use Wildcards. These are characters that are used to 
represent unknown characters in the name you are search ing for. 

There are two wildcard characters: 

which represents zero or more characters of any sort. 

# which represents I character of any sort. 

For example: 

aeo• would match aeo. aeon and aeons It matches any name that begins 
a eo. 

aeo# wou ld match aeon. It matches any four letter name that begins aeo. 

aeo## would match aeons. It matches any five letter name that begins aeo. 

All Find parameters are case-insensitive. AEO# is considered to be the same as 
a eo#. 

Set type 

Every file has a file type. The file type determines what happens when you 
double-click on a file icon. For example. files of the type Text are loaded into Edit. 
files of the type Obey are interpreted as lists of commands to be carried out. and so 
on. 

To change a file's type: 

1 Select the file whose type you want to change 

2 Display the Set type name box. 
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3 Type the name of the file type you want, in normal text or as a hexadecimal 
number. For a list of file types, refer to the appendix RISC OS file types on 
page517. 

Filer r 

Display .. File 

1.1111· r Copy ,.. 
Select au Rename t-
Clear selection Delete 

~lions Access ,.._ 

New directory Co lilt 
Open parent 

Info ,.. 
Fllld ,.. Set type ., _ ... 

Sprite/ I 
Stamp 

Stamp 

Files record when they were last altered, and directories when they were first 
created. This information is shown when you display Full Info. or when you select 
a specific file or directory and ask for Info about it (see page 26) The time and date 
used is that provided by the computer's real-time clock, wh ich can be set using the 
Alarm application. 

Stamp enables you to update the date and time stamping on files and directories 
to the current date and time. To do this: 

I Select the object(s) you wish to stamp. 

2 Choose Stamp from the File (Directory or Application) subdirectory. The date 
stamp will be updated. You can check this using the Info menu option. 

Fier 
~splay ~rectory 

I·~ a "' Copy r 
Select all Rename 1 

Clear selection Delete 
Options ~· Aocess ~~ 

New directory ,.. Count 

Info ,.. 
Find ,. 
Set type r 
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~ 
Apps 

Aesouroes 
Open'$' 

When you cl ick on the Apps icon on the icon bar (next to the floppy disc icon) you 
see a directory display containing some of the most often used Acorn applications. 
The three most generally used RISC OS applications- Edit , Draw. Paint are among 
those shown in the Apps directory display. 

IDI XI AesoUI'Cl&d.Apps 1:' 

~ ~ ~ l!j 
\ 

~ 

I Alarm IARPiayer 'Chars 'CloseUp 

:A~ ~I n ~ 
I Draw !Edit •Help •Maestro 

f: liE 0 .. 
!Pa1nl !Sci Calc !Squash Fi 

The Apps directory has its own icon bar menu with an option specific to the 
internal filing system. Click on menu over the Apps icon on the icon bar and 
choose the option Open '$'.The directory display shows the internal resources 
used by the operating system. This directory is only used by the operating system 
and the desktop. 

Information about using these applications starts on page 169. 

Changing the contents of the Apps directory 

The Apps directory is used in exactly the same way as any other directory. However 
the contents of the Apps directory can be changed to suit your personal 
preferences. The configuration application !Boot is used to configu re which 
applications are displayed in the Apps directory. For more information about 
configuring your computer turn to the chapter Setting t~e desktop configuration on 
page 117 
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The desktop 

So far this chapter has shown you how to use the Filer to manipulate your files, 
directories and applications. This section shows you how you can add another 
layer to the Filer by using Pinboard. You might have found out about Pinboard 
already, if you accidentally dragged and dropped an icon onto the screen 
background. In the rest of this section we' ll call the desktop background the 
Pin board. 

Pin board 
Without using Pinboard, the computer screen just shows the icon bar, one or two 
directory windows and maybe an application such as Edit These windows sit on 
the screen background, which is normally a grey tint. 

With Pin board, the screen background is transformed into just that, a pinboard on 
which you can pin icons. You can 

• pin files, directories and applications to the Pin board 

• double-click on these pinned items to activate them just as you would do if 
they were in a directory display 

• move files around on the Pinboard 

• display a picture on the background (a backdrop) 

• make application windows into application icons to save space on the 
desktop. 

Picture 
displayed as 
backdrop 

Ieoni sed 
application 
windows 
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A sprite is a picture that has been saved in the format used by the Paint 
application. You'll find details of sprites and how to create and edit them. in the 
chapter Paint on page 271 . 

Using Pinboard 

This section shows you how to use the Pinboard. The techniques used are much 
the same as those used in normal file manipulations. 

Putting an icon on the Plnboard 

To put an icon on the Pinboard. simply drag it from a directory and drop it 
anywhere on the background. Icons can be moved around the Pinboard in a similar 
way. 

AOFS· HardOiSC4. "' 
t!J ~ II fmj 
1Boot Apps Diversions Images 

f.!!t 
Pmtmg Sound Tutonals Ut1ht18S 

.m 
Video ITI 

• ~ 
Dou ble~clicklng 

Double clicking on any of the icons on the Pinboard has the standard effect. Files 
are loaded into their respective applications and displayed. Directories are opened 
and displayed. Applications are started; applications can also be started by 
dragging them to the icon bar. 

Copying 

Icons dragged from the Pin board to a directory display are copied to the new 
directory. However files cannot be moved from the Pin board to an alternative 
directory. 
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lconising active application windows 

Pinboard allows you to iconise an application's windows. that is to say, shrink a 
currently open window into an icon. For instance, you may have a file that you are 
editing that you want to set aside for a while; you can choose to iconise this Edit 
window. lconised application windows are distinguished by having an icon 
enclosed by scroll bars. 

By icon ising application windows. you can keep windows active on your desktop. 
without the problem of filling up your desktop with unused windows 

How to lconlse a running window 

Any window that has a Close icon can be iconised by holding down Shift and 
clicking on the Close icon. Iconised windows can be redisplayed simply by 
double-clicking on them. 

Hold down Shift and click on the Close icon . 

r:-r7r----,-~----,--....,..,...,.,..,..,-.-----------.=-n ... the window shrinks 
into an icon on 
the desktop 
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Displaying the Pinboard menu options 

Like the Piler, Pin board is controlled by a menu. To display the menu options, press 
Info 
Tidy 

Gridlock 

,.. Menu anywhere over the desktop background. To see the options available for a 
particular icon on the background, click on the icon and press Menu; or press Menu 
over the icon when there is no other selection. 

Remove ioon 
Select all 
Clear selection 
Make backdrop ,.. 

Remove backdrop 
Save ,.. 

34 

Use the following table to decide which menu option you need to carry out a 
particular task: 

Task Optlon 

Tidy all icons into rows Tidy 
Do not allow icons to overlap Grid lock 
Remove a selected icon from the Pin board Remove icon 
Remove several selected icons Remove selection 
Select all the icons on the Pin board Select all 
Deselect icons 
Use a sprite as a backdrop 
Remove a backdrop 
Save the Pinboard configuration 

Clear selection 
Make backdrop 
Remove backdrop 
Save 

The Remove option does not delete your files. It simply removes the icon from the 
Pinboard display. 

Tidy 

Click on Tidy and all of the Pinboard icons line up neatly from left to right along 
the top of your screen . This option does not tidy iconised application windows. If 
you change the screen display resolution your icons may disappear off the edge of 
the screen; choosing the Tidy option brings them back again. 

Grid lock 

The Grid lock option ensures that icons do not overlap each other. Icons line up 
on an invisible grid on the screen. If you want to be able to place your icons 
anywhere, make sure that this option is not ticked. This option does not Grid lock 
iconised applications. 

Remove Icon and Remove selection 

If you press Menu over an icon, you can remove it by clicking on Remove leon. You 
can also use this with the Select aU and Remove selection options to remove all 
the icons. Removing an icon from the Pinboard does not delete it from your disc. 
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lii'iiiiiiiiAi ifltt••••• ......................... ,,,, 

You can also use the Adjust button to select several icons and then use the 
Remove selection option. 

You cannot remove iconised application windows in this way since these iconised 
windows may contain data that you are currently changing. Iconised windows must 
be double-clicked on and then closed using the Close icon. 

Select all 

Select all selects all icons on the Pinboard (apart from iconised application 
windows). 

Clear selection 

Clear selection deselects all icons on the Pinboard. 

Make backdrop 

One of the prettier uses of the Pinboard is to display a picture as a backdrop You 
can display any Sprite file (those produced by Paint for example) . The sprite is 
automatically resized so that it occupies the whole of the background. To display a 
picture, drag the sprite fi le onto the background and click menu over it; then click 
on Make backdrop. For best results, use a desktop that can display the same 
number of colours as there are in the backdrop picture. For more information refer 
to the chapter Desktop colour and resolution on page 79. 

Make backdrop also has a submenu for finer control of backdrop pictures: 

1Pi0board ·~ 

Info "' Tidy 
Grid look 
Remove ioon 
Seledall 
Clear selection Backdrop 

1111111111·1·~ Scaled 
Remove backdrop Centred 
Save ... Tiled 
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The Scaled option has the same effect as clicking on Make backdrop The sprite 
is scaled to fill the whole screen. However. this option may result in a distorted 
backdrop as the proportions of the original picture are not maintained 

The Centred option has the effect of centring a sprite on the background. The 
desktop retains the correct proportions of the sprite. 



Save as 

The desktop 

The Tiled option makes multiple copies of the sprite and tiles them so that the 
backdrop fills your screen. This is useful if you have a small sprite design that you 
want to use; try it and see (the sprite example shown below is taken from the Paint 
tutorial on page 272). 

. 
.Y 

This sprite when tiled ... 

... gives this backdrop 

;.... / :).--

·~ ~ ~ ... . ... 
• ).-- MJFS Holdlote4$ T-1 

~ ~ 
'-? 

81 DnlwTutor 

. .,.. 

gj!IAip 

?!- ,... ~ , ... 

ftRt-

' 

-

F~ 

Note: Each time you use the Display Manager to change the Resolution or Colours 
used by the desktop, the original sprite is required to be read again This may take 
some time if the sprite is stored on floppy disc 

Remove backdrop 

You can remove a backdrop picture by clicking on Remove backdrop. This option 
does not delete any files. 

Save 

Save allows you to save your Pin board configuration to a file. Double-cl icking on 
this file restores Pinboard to its saved state. The Pinboard configuration is also 
saved with a Desktop boot save. You cannot save information about iconised 
applicat ion windows 

More information about the commands used to record Pinboard configuration 
information can be found in the appendix Configuration information on page 497. 
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lconised application menu options 

If you press Menu when the pointer is over an iconised application window, you 
see the standard Pin board options. However if you hold down Shift and press 
Menu you display the menu options associated with the running application's 
windows. 

rru ~ ·- ·· lnlo .. Paint 
rod>f Msc "' Gnd lock Display ... 
Sele<:lal Save ... 

q ........................ 

•• New sprite ,... 
Save ... 

This can be useful if you want to save a file without actually opening the file 
window. A menu may not appear if the window that was iconised did not allow 
mouse clicking at the edge of its window, or if the window did not use menus at aiL 

Marbled desktop backdrops 

The computer contains a number of desktop backdrops that look like various types 
of marble. These can be selected and changed using the Screen configuration 
window of !Boot; see page 128 for more information. The following picture shows a 
marbled backdrop being used with marbled window backgrounds. 
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Filing systems and the desktop 

This section describes the types of filing systems used by the desktop to 
manipulate files on the desktop and the control storage devices that are used by 
the desktop to store information. 

Fortunately most users need to know very little about these different filing 
systems. as most of their functions are controlled using the desktop by one 
'master' filing system, called the Filer. 

This section is provided to give the interested user some additional information. It 
does not contain essential information; most users can skip this section and go on 
to the next chapter. 

Types of filing systems 

The RISC OS operating system provides and supports a number of different filing 
systems, which have been designed to suit the type of storage device on which they 
are found. The main filing systems are 

• ADFS, used with Ooppy discs and some types of hard disc 

• SCSI. used with some types of hard discs. tape drives and removable drives 

• CDFS, used with CD-ROM compact discs 

• NetFS. used with file servers connected via an electronic network 

• RAMFS, used with RAM discs. 

The RISC OS Filer and desktop give a uniform user interface to all these filing 
systems. but with each system there are a few special features provided; these are 
accessed from each device's icon bar menu. 

ADFS and SCSI 

Most hard discs use ADFS although some use SCSI. SCSI can be fitted as an option 
along with a SCSI expansion card. 

The Filer and desktop treat these discs in exactly the same way. 

CDFS 

CDFS is a filing system used to control CD-ROM players. You need a CD-ROM drive 
and the CDFS software. 

Networking 

The NetFS filing system is used to connect electronically to other computers. Some 
systems may also use NFS, a high-speed networked filing system (for computers 
running the TCP/IP Protocol Suite). 
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Finding out the filing system type 

If you want to find out which filing system you are using, look at the name in the 
title bar of the window. This name always starts with the filing system. for example. 
ADPS. Filing systems are usually associated with physical storage devices. The 
icons for the storage device(s) connected to your computer appear on the lefthand 
side of the icon bar. These are identified by different names or numbers. 

!OP<J 1l AOFS;:Hard0isc4.S ~··q,,f,l, • t::l 

1!!1 ~ II 
i • r" 

!Boot Apps Diversions Images 

1ft ltD II • Printing Sound Tutorials lMties 

• ~ 
Video ii 

Disc drive numbering system 

ADFS:~4 

Name disc r-
Dismount 

Verify 
Free 

The drive numbers assigned to hard and floppy discs are not normally used. The 
numbers are not used by the desktop (earlier computer systems used them). so 
you should always name your discs. 

To find out the drive number of a disc. click Menu over the hard disc icon on the 
icon bar. and the menu title bar tells you the filing system name followed by the 
disc number. Historically :0 is the number of the floppy disc drive and :4 is the 
number of the first hard disc drive. A second hard disc drive would be numbered :5. 



2 Discs and filing systems 

I n the last chapter we showed you how the desktop, in conjunction with the Filer. 
is used to control the computer. In this chapter we show you some more 

desktop options that give you further control ot the hard disc and !loppy disc. 
You'll also find out more about using RAM discs- an area of computer memory 
used as a disc. 

Floppy and hard discs 

1111111 • 1 
HardDisc4 

ll:.:U 
0 

Your computer is fitted with a floppy disc and a hard disc. These enable it to store 
large amounts of information for long periods of time; then. when needed. it can 
retrieve the information quickly so that it can be used again. You'll find some more 
general information about discs and disc drives in the Welcome Guide supplied with 
your computer. Hard discs work in a similar way to floppy discs but are much faster 
and can store many times more information. 

Menu options 

AOFS:cO Click Menu over the floppy disc icon on the icon bar, and the disc menu is 
Name disc ,... displayed. The disc menu gives you access to the special tasks you may need to 
Dismount carry out using discs and disc drives. 
Format t-
Backup Clicking menu over the hard disc drive icon displays a similar menu for the hard 

disc although the Format and Backup options are greyed out as they are handled 
Venty by separate applications. 
Free 

Use the following table to decide which menu option you need to carry out a 
particular task: 

Task Choose See page 

Backup a floppy disc Backup 50 

Check a disc for defects Verify 54 

Check how much space is left on a disc Free 55 

Clear a disc's directory displays off the screen Dismount 43 

Close all the files on a disc Dismount 43 

Format a floppy disc • Format 45 

Park the heads of a hard disc Dismount 43 

Rename a disc Name disc 42 

•see the chapter HForm on page 363 for information about formatting hard discs. 
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@iiiG 
Hard0isc4 

Disc name 
NewNameJ 
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All floppy discs and hard discs can be given names. Names that you recognise and 
understand are helpful since they remind you of the files stored on the disc. 

The name of a hard disc is shown underneath the hard disc icon on the icon bar 
and in the title bar of directory displays. Names of floppy discs are only shown in 
the title bar of directory displays The floppy d isc drive icon on the icon bar always 
has the number :0 beneath it. If a hard disc is not given a name it is given the 
number :4 and (if a second hard disc drive is fitted) :5. 

Each disc may be referred to either by a name, or by the number of the drive on 
which it is mounted. You should use names, since the filing system can prompt 
you to insert a floppy disc by name if it is needed 

It is advisable to keep disc names unique. so that the filing system can tell them 
apart. When you format a floppy d isc. unless you give it a name, it is automatically 
given a name based on the current date and time. 

Setting and changing disc names 

To set or change the name of a disc: 

2 

3 

4 

5 

6 

In the case of a floppy disc, ensure that the disc is formatted and is not 
write-protected. then insert it into the disc drive. 

Click Menu over the floppy disc icon on the icon bar. 

Move to Name disc on the icon bar menu for the disc drive. 

Move in the direction of the right arrow to display the Disc name box. 

Type in the name (it must be at least two characters long) 

Press Return or click a mouse button. 

Format 
Backup 
Snar 

Verity 

Free 

If you have any directory displays open for the disc. they will be closed when you 
rename the disc. 
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Naming restrictions 

A disc name must contain at least one. and at most ten . printing characters. The 
name must not contain a space or any of the following characters 

$&%@\": #• " I 

Changing the name of a hard disc 

If you change the name of a hard disc you may find that certain start-up files no 
longer operate correctly. This is probably because they refer to the old hard disc 
name rather than the new one. The files that may need changing are discussed in 
the chapter Modifying the s~stem start-up configuration on page 139. 

Dismount 

AOFS 0 
Name disc.,. 
lll§QI!il iii 
Format 

Backup 

Venfy 

Free 

Task 
Into ,.. 

New task 

Task display 
·commands F12 
Task windoW AF12 
Desktop boot 
Exit .. 

Dismounting discs 

When a noppy disc has been inserted into the computer, and its directory is 
displayed. it is said to be ·mounted'. When you have finished with a disc. it is useful 
to 'dismount' it. This closes all the files on the disc, removes its directory displays 
from the screen. and tells the computer to forget about it. 

To dismount a disc: 

Insert the noppy disc into the disc drive (if it's not still in there) 

2 Click Menu over the noppy disc icon on the icon bar 

3 Choose Dismount from the icon bar menu for the disc drive 

Warning: Do not dismount a disc during a Filer operation on that disc. 

Dismounting hard discs 

Dismounting a hard disc also parks its heads so that once the computer has been 
turned off the computer can be moved safely. The disc remains dismounted until 
the next time it is accessed. or until the machine is next switched on. It is good 
practice to dismount the disc before switching the computer off; you can do this 
automatically by using the Shutdown command from the Task Manager menu. This 
command logs you off networks. dismounts the disc and prompts you to save any 
unsaved files. 

43 



Floppy and hard discs 

44 

Using severa l floppy discs 

U .... l!Jl If the file, directory or application you want is on a floppy disc that is not currently 
in the disc drive, the desktop asks you to insert the floppy disc. Insert the disc into 
the drive and the computer finds the required files automatically. 

.. r.r: ~$4~~ trQill .M>fSFiler : ~·;;:! :.i 

& Please insert disc 'NewApps' 

~J ~~ 

If you decide not to go through with the operation (for example, if the requested 
disc is not available), click on Cancel 

The desktop remembers the names of the last eight floppy discs that have been 
inserted into the disc drive. If you insert and use a disc that has exactly the same 
disc name as one already in use. the ·earlier' disc will be forgotten about. You 
should always try to use unique disc names. 

Copying between floppy discs 

When you are copying from one floppy disc to another using a single floppy drive 
(by dragging a group of objects). you may be asked to swap the discs occasiona lly, 
which becomes tedious when copying many fi les and directories. It is probably 
faster to copy the fi les from floppy disc to hard disc and then from the hard disc to 
the new floppy disc. 

Format 

Formatting discs 

Formatting a disc means setting up a structure on the disc within which data can 
be stored. You will need to format a disc in the following circumstances: 

• To prepare a new. blank disc for use. (If you try to use a disc that has not been 
formatted, you'll see an error message.) 

• To erase the entire contents of a disc and bring it to a known. clean state. 

Warning: When a d isc Is formatted, any data that was previously stored on 
it Is perma nently lost. 



AOFS 0 
Name diSc r 
Dismount 
18fiii§l@r 
Backup 

Discs and filing systems 

To format a floppy disc: 

I If the disc is not already in the drive. insert it. 

2 If the disc is not a new one. and a directory display for it is on the screen. 
dismount the disc by choosing Dismount from the icon bar menu. 

3 Move to the Format submenu of the icon bar menu for the disc drive. 

Free 4 Choose the disc format. You should choose the ADFS I 6M format if you have 
a high density floppy disc and the ADFS 800K (E) format if you have a standard 
double density floppy disc. This displays the Format dialogue box. 

Close icon 

Ready to format 

Click here to start 
formatting - ----+----.. Forrnat 

Disc name 

5 Give the floppy disc a unique name by deleting the contents of the Name box 
and typing in the new disc name. See page 42 for details of file and disc 
naming conventions. 

If you don't give a floppy disc a name. the default name given to the disc is 
based on the date and time: for example I 1_27 _Mon 

6 Click on Format to go ahead with the operation or cl ick on the close icon to 
abandon the operation. During formatting and verifying. an indication of the 
progress of the operation is displayed. You can interrupt the formatting 
process by clicking on Pause. 

7 When formatting is complete you will see the message Disc formatted OK. 
Finish formatting by clicking on OK. 

If the disc formatting process finds errors on the disc. you should turn to 
page 48 for instructions on how to remove the defect. 

The following pages describe the available disc formats in more detail. 
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RISC OS disc formats 

1! .... 21 Formats are chosen from the Format menu on the Floppy disc icon bar menu. 

High density 

(extra hole) 

Double density 

~ 

.r t l 
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AOFS :0 
Name diSC J · 

Dismount Format 
lj.iiiiP.IM Current format .... 
Backup MN*ii! 
~ r~ AOFS BOOK (E) 
Verity AOFS BOOK (D) 
Free ADFS 640K (L) 

Other formats ~ -

Your computer can use both high-density and low-density discs. Usually you would 
choose ADFS 1.6M to format high density discs and ADFS 800K (E) to format low 
density discs. 

There are four different RISC OS formats available: 

• ADFS 1.6M. This format can store 1.6MB of data. 

High density floppy discs (1.44MB IBM type) must be used (they are normally 
marked HD). High density discs must be formatted using this format. 

• ADFS 800K (E). This format can store approximately 800K of data 

This format uses standard floppy discs (720K IBM type) These discs are also 
compatible with RISC OS computers that are not fitted with high density disc 
drives 

• ADFS 800K (D) . The format can store approximately 800K of data. 

This format is now obsolete and is included for backward compatibility only. 

It is compatible with the Arthur 1.20 operating system . 

• ADFS 640K (L). The format can store approximately 640K of data. 

This format is now obsolete and is included for backward compatibility only. 

It is compatible with Arthur 1.20, ADFS on the Master. Master Compact. BBC 
Model Band BBC Model B+ computers fitted with 3.5" disc drives. Each 
directory can contain up to 47 files and subdirectories. 
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Other disc formats 

U .... £1 Additional formats are chosen from the Format/Other formats sub-menu. 

Backup ADFS 1 6M 

ADFS OOOK (E) 

Verify ADFS 800K (0) 

Free ADFS 640K 

DOS 12M 

DOS 3601< 
Atari 720K 
Atari360K 

There are two different PC-compatible formats for floppy discs These formats are 
compatible with computers that use the MS-DOS or DR DOS operating systems· 

• DOS 1.44M. This IBM format stores up to 1.44MB of data 

Discs using this format can be read from and written to by any DOS computer 
with a high density 3.5" disc drive. High density floppy discs (1.44MB IBM type 
discs) must be used (they are normally marked HD). 

• DOS 720K. This IBM format stores up to 720K of data. 

The disc can be read from and written to by any DOS computer with a 3.5" disc 
drive. Standard density floppy discs (720K IBM type) must be used. 

• DOS 360K and DOS 1.2M. These IBM formats are used with 5.25" disc drives. 

These formats require that you purchase third party hardware and software. 
The 360K format requires 5.25" double-density discs and disc-drives while the 
1.2M format requires 5.25" high-density discs and disc-drives. 

There are two different Atari compatible formats for floppy discs: 

• Atarl 720K. This Atari format stores up to 720K of data. 

The disc can be read from and written to by any Atari ST computer with a 
double-s ided 3.5" disc drive. Standard density floppy discs (720K IBM type) 
must be used. 

• Atarl 360K. This Atari format stores up to 360K of data. 

The disc can be read from and written to by any Atari ST computer wtth a 3 5" 
disc drive Standard density floppy discs (720K IBM type) must be used 
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DOS~formatted discs 

DOS-formatted discs should only be used if you are transferring files to or from a 
DOS computer or storing DOS files on the disc. Files stored on DOS discs are 
stored according to DOS file naming conventions and not RISC OS conventions. 

For more information about DOS files and discs, read the section Using MS-DOS 
and DR DOS discs on page 58. 

UNIX and Apple computers 

Many UNIX computers incorporate software that allows the computer to read and 
write to DOS-formatted discs in much the same way that RISC OS does. Most 
Apple computers also have software that allows the computer to read and write to 
DOS-formatted discs. 

5.25" discs 

You can buy third-party interface boards that allow you to add 5 25" discs to your 
computer. 

These can allow you to read BBC Master ADFS and DFS discs (with suitable 
software) as well as DOS 360K and 1.2M discs. 

Atarl-formatted discs 

Atari-formatted discs should only be used if you are transferring files to or from an 
Atari computer or storing Atari files on the disc. Files stored on Atari discs are 
stored according to Atari file naming conventions and not RISC OS conventions. 

ADFS 800K (D) and ADFS 640K (L) formats 

These formats are for backwards compatibility with earlier Acorn systems only 

When you are using ADFS 800K (D) and ADFS 640K (L) formats, you may 
occasionally need to 'compact' the disc; a message appears on the screen when 
compaction is necessary. To compact your disc use the •compact command from 
the command line For more information read the chapter Star command summaries 
on page 443. 

Disc errors during formatting 

Faults that prevent data from being read from or written to a part of the disc are 
known as defects. 

The formatting process is designed to deal with any defects found on the floppy 
disc. Any defects found are displayed during the formatting and verifying process. 



Discs and filing systems 

If a defect occurs, click on Continue: this marks the area of the disc as defective 
and ensures that it is not used. If you don't want to continue with the format/verify 
process. click on the window's Close icon. 

This is the defect 
address __ 

Click on Continue 
to resume formatting -I:::::::::::::::!~=Co=nt=in=ue==. __ __j 

If you get continual disc errors with a floppy disc, the disc may be defective and you 
should throw it away. When formatting has finished the window shows you how 
many defects were mapped out (marked as not to be used). 

This is the number 
of defects -------
Click on OK 
to finish formatting -·I==::::.::J~===O=K==----_j 

Current format 

If you want to find out what type of format a floppy disc has, put the floppy disc in 
the disc drive and, from the Format menu, display the Current format box. This 
will tell you the format type and storage capacity of the floppy disc. 

Dismount 

Backup 

Share 
Verify 
Free 

Formatting a hard disc 

ADFS1 .6M 

ADFS BOOK (E} 

ADFS BOOK {Dj 

ADFS 640K {L} 
Other tonnats 

Hard discs are supplied ready-formatted, and you should not need to reformat 
them. In the unlikely event that a hard disc does have to be reformatted, use the 
application HForm, described on page 363. 
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Backing up floppy discs 

ADFS::O 
Name disc r> 

Dismount 
Fonmat ,.. 

1@5"·• 
Share 
Verify 
Free 

It is a good idea to make backup copies of floppy discs from time to time, in case a 
disc is damaged or a file is accidentally deleted. In addition, it is recommended 
that you make backup copies of applications supplied on discs. and use the 
backups as your working discs. 

You should format the discs that you are using for the backup process and discard 
any that contain defects - even if they have been mapped out by the process. Do 
not use discs that have defects. 

The backup process copies an entire floppy disc (from the 'source' disc to the 
'destination' disc) as a single operation . You can only back up onto discs with the 
same format as the source disc. 

Warning: Backing up a disc deletes the entire previous contents of the 
destination disc. 

To back up using a single disc drive: 

I Choose Backup from the icon bar menu for the disc drive. If the destination 
disc is a new. blank disc. it must be formatted first (see Format on page 44). 

U .. £ l 2 When prompted, insert the source disc into the disc drive and click on OK. For 
safety, write~protect the source disc. 

!OJ XI .. Baekul) to drive o 

I Drive 0 Namej souroe1 I 
Insert source disc 

I 
OK I 

3 Similarly, when prompted, insert the destination disc. and click on OK. Repeat 
steps 2 and 3 as prompted until all of the data has been copied. The 
destination disc will be given the same name as the source disc. 

Drive 0 

Insert destination disc 

Continue I 
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4 When the Backup has finished. click on the OK to conclude the operation . 

If you are using your computer a lot. it is good practice to back up the files you have 
been working on at least once a day. and to back up all your files once a week, or 
once a month. Naming discs with the date of the backup wil l help you find out 
when the backup was made. without having to check the date of the files on the 
disc. 

Backing up hard discs 

IDiiW • J Hard discs can be backed up by copying valuable data and applications to floppy 
discs. The backup procedure used for hard disc differs from that used for floppy 
discs. 

You should keep backup copies of the directories 

• !Boot 

• Apps 

• Printing 

• Utilities . 

You should also back up any data you may have produced and applications that 
you have installed. 

Warning· This backup procedure does not back up files that are bigger than the size 
of a single floppy disc (approximately 1.6M). 

You should back up your hard disc using the following procedure· 

Click on you r hard disc icon to see the directory display 

2 Select all of the main directories that you wish to backup. You can only choose 
directories from a single directory display. 

iall<Or-~~.'1 AOFS:·Hai'd0isc4.S ··,.. ,'IHf -- ·- • Diversions 
• Images -- fliiSound 
a Tutorials ·- 81Video 

3 Choose the Count option from the Selection menu. 

1 
r Fmished --

1 pisc4.$.Utilities.Patdles !Patch Transforms 

474 filescounted 
3789331 bytes total 

OK I 

r. 

A 
~ 
~ Il l 
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4 Take the figure given by the Count option and divide it by 1.000,000. This will 
give the approximate number of high-density floppy discs needed to store the 
information on. Use SciCalc. the calculator application. to perform the 
ca lculation. See page 393 for more information about SciCalc. 

5 Format this number of high-density floppy discs using the 1.6M format 

6 Give all of the discs exactly the same disc name- call them Backup for 
example 

!Qj.l<J .. ·~. ForrooHADFS 1 .6f.1) 

Drive 0 Name I baciO.Js:f I 
Ready to format 

II 
Format I 

7 Put the first of the backup discs in the disc drive and click on the floppy drive 
icon view the directory display 

8 Select all of the directories you are to backup and drag them to the floppy 
directory display. 

-- • • eJDiverslons Iii- t!J Sound riii.. 11!!!1 Video 

9 Wait while the files are copied. 
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I 0 When the Disc full when writing error message is displayed remove the floppy 
disc and replace it with the second backup floppy disc. Be sure to label the 
order in which the floppy discs are used. 

rDI COPVfna files '""•'"~ 'J 

~~ Disc fuJI when writing 
ources.!Fon!s.System.Medium Outlines 

23016 bytes to go 
1151iles copied 

_ A~ Skip I Restart I Retry I 

& ~he disc has no more available space & 

II Click on the floppy disc icon to view the directory display 

12 Click on Retry. 

13 Repeat this procedure each time you see the Disc full error message . 

lful ., ... 
II Disc full when writing 
l fup.$.Printing.!Printers.Modules PDriver 

4644 bytes to go 
294 tiles copied 

Abort I Skip I Restart I Retry I 

14 When the copying process is finished the backup is complete. 

If you need more floppy discs you can format them. given them the correct disc 
name and then continue on with the backup 

Restoring the data 

You can restore the data by inserting the first floppy disc in the disc drive, clicking 
on the floppy disc icon and dragging its contents to the root directory. When the 
first floppy disc has been copied over. insert the second disc, click on the floppy 
disc icon and repeat the procedure; carry on unti l all the discs have been copied. 

Other ways to back~up files 

To fit more information onto floppy discs, you can use the file compression 
application !Squash: you'll find more information about this in the chapter Squash 
on page 401 . 
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Verify 

ADFS.:() 
Name disc ,.. 
Dismount 
Format ,. 

Backup 

Sh"1t~ 

iWi!li 
Free 

You can check whether the disc is free from defects by verifying the disc. Verifying 
checks that all the data on the disc is readable (it does not check that the data is 
correct). This is not something you need to do very often. but is a good idea if, for 
example. you have made a backup of important data and want to check that it is 
stored safely. A disc is verified automatically when you format it. 

To verify a disc: 

if you are verifying a fioppy disc. insert it in the disc drive. 

2 Choose Verify from the icon bar menu for the disc drive. 

The Verify dia logue box is displayed and the verify starts. 

IGi Xi ' 

I Drive 0 

·~ Verity 

Name I sou roe 1 

Verifying 

Pause 

if there are no faul ts on the disc. the message Disc verified OK appears. 

Defects on a floppy disc 

If you find that there are defects on the fioppy disc. click on Continue to carry on 
with the verify; repeat this process if any further defects are found. 

The easiest way to remove the defects is to format the disc again. This allows you 
to mark the faulty areas of the d isc as bad so that they are not used again. 



Free 

AOFS 0 
Name disc ,.. 
Dtsmount 
Format 

Backup 

Verify 
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Defects on a hard disc 

If there is a fault on the disc, the position of the error on the disc is displayed 

Write down the number displayed. 

2 Click on Continue to carry on with the verify, repeat this process if any further 
defects are found. When the verify ends you should have a list of the defects 
found. 

3 Turn to the appendix Removing a disc defect on page 529 and follow the 
instructions given there. 

To check how much free space is available on a disc. choose Free from the icon bar 
menu for the disc drive. 

This shows the amount of unused space on the disc, together with the amount of 
space that has already been used. The total disc size is shown as well . This window 
is updated whenever the space available on the disc changes. 

IG IXII Free soace on source1 

Free 556KBytes 

Used 244KBytes -

Stze 800KBytes 

Adding more applications to the hard disc 

Adding applications to the hard disc is quite easy Most applications should simply 
be copied into a directory on the hard disc. Some applications require you to add 
system modules or fonts to the computer. These are normally supplied as !System 
and !Fonts files. To add these to the computer they should be merged ustng the 
! Boot application: 

• To add a !System to the computer refer to System on page 130. 

• To add a !Fonts to the computer refer to Fonts on page 130. 

Do not copy a !System or !Fonts directly onto your hard disc. 

You must not double-dick on a !Fonts or !System icon. This will confuse the 
computer resulting in erratic operation. If you have double-clicked on a ! Fonts or 
!System icon you should reset the computer 

Note: You won't need to copy or use any !Scrap applications you find as one 
already exists inside the !Boot application. 
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What to do if something goes wrong 

L=JJ 
\ 

Most errors and problems connected with discs are accompanied by 
self-explanatory messages. Often all you need to do is acknowledge that you have 
read the error message by clicking in the appropriate box There are a few cases 
that are more serious or need a little extra explanation 

Protected disc 

This message indicates that a noppy disc is write-protected. This prevents you from 
accidentally writing to the disc. You can remove the write protection by sliding the 
small tab at one corner of the disc so that the hole is blocked off. For more 
information . consult your Welcome Guide. 

Write-protect 
hole 
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:•:: Message from AQFS Filer -

& This esc IS wrrte protected move the 
wrtte protect tab and try a gam 

I OK J 

Unreadable disc 

This message indicates that the noppy disc cannot be read properly by the 
computer. The noppy disc may not be formatted at all or it may be formatted in a 
way that cannot be read on the computer. The computer cannot read discs 
formatted with Apple Macintosh or Commodore Amiga disc formats. 

.. Message from Filer .. - -· • 

~ Error when reading ADFS::O.$- Disc not 
understood has it been fonnatted? 

I. OK I 
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Disc errors 

On a floppy disc 

If a disc defect error occurs with a floppy disc while you are using it (a rare 
occurrence) you will see a disc error message such as. 

151 CoEWina files ·-·-
1
1 

EnorwhenwrHI~ 
DFS ::App2.$.con1~ uratlon. 01 confij 

64218 bytes to go 
1 files copied 

Abort I Skip I Restart 1 Retry I 

& Disc error 10 at :0/00030000 & 

To correct the error you should copy any files you want to save from the affected 
disc onto another disc. and then reformat the affected disc. Formatting the disc 
·maps out' the defect and the disc can then be used again. If the disc contains 
many disc errors or if the disc errors persist after reformatting, throw the disc away. 

A similar error can occur if you try to use a disc that has not been formatted. 

On a hard disc 

If a disc defect error occurs on a hard disc, the position of the error on the disc is 
displayed. 

1 Write down the number displayed. 

2 Turn to the appendix Removing a disc defect on page 529 and follow the 
instructions given there. 
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RISC OS can read and write to MS-DOS and DR DOS floppy discs that use standard 
DOS formats This makes it easy for you to transfer information between your 
computer and any computer that can use these formats RISC OS can also format 
discs in the standard 720K and 1.44M DOS formats 

Using DOS discs 

DOS-formatted floppy discs can be used in the same way as RISC OS-formatted 
discs: just put them in the disc drive and click on the floppy disc icon. There are 
however some limitations: 

• DOS discs shou ld only be used to transfer files between your computer and a 
computer that can use DOS discs. 

• You should not use DOS discs to store RISC OS applications and programs. as 
anyth ing stored on a DOS floppy disc is subject to DOS naming conventions. 
This results in filenames being altered and shortened. 

• To avoid possible data corruption DOS discs must be dismounted before they 
are removed from the floppy disc drive. 

The menu options available for DOS files and directories are exactly the same as 
those for RISC OS files and directories. Files can be copied and moved between 
RISC OS and DOS formatted floppy discs. To run DOS applications. you will need 
the PC emulator application PC Soft or a PC hardware expansion card. 

Transferring files between RISC OS and DOS computers 

If you save files to a DOS-formatted floppy disc you can transfer the files to a DOS 
computer by taking the floppy disc and reading it with a DOS computer. Similarly, 
you can transfer files from a DOS computer to RISC OS by taking the files stored on 
a DOS-formatted floppy disc and reading it on a RISC OS computer 

Character conversion 

You should be able to read RISC OS text files on a DOS computer. However DOS 
and RISC OS use different top-bit set characters which are not interchangeable. In 
practice this means that all the letters you can type on the keyboard. except the£ 
sign, will be readable. Most characters generated using the !Chars application will 
not be readable and may be translated into different characters when read on a 
DOS computer 

When moving files created on a DOS computer to RISC OS the same restrictions on 
'top-bit set' characters apply Some DOS word processors end each line with a 
carriage return and a line feed; this makes text appear with a ]Od 1 on the end of 
each line This can be cured easily by using Edit to replace the carriage returns with 
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nothing Carriage returns should be searched for with a Hex IOd 1 (choose the Hex 
option in the Find text box). 

Some other word processors only use carriage returns at the end of each line. 
When these fi les are imported into Ed it the text is shown as continuous characters. 
Use the CR~LF option in the Edit menu to convert it into lines again. Binary and 
other non-text files are transferable between computer systems. 

Filename llmltatlons 

This section shows you how filenames generated on DOS computers and RISC OS 
computers translate between systems 

On RISC OS computers. filenames are limited to 10 characters. On a DOS 
computer names are limited to eight characters with a three letter extension. For 
example TESTFILE.TXT is a valid DOS filename. 

• When copying files from a RISC OS d isc to a DOS disc. names are truncated to 
eight characters and the names are translated into all uppercase. For example 
Configure becomes CONFIGUR. The RISC OS file type of an object is 
preserved DOS filenames are not case sensitive. 

• If you are copying a file from RISC OS to a DOS disc. the filename must not 
start with a I. or contain more than one I. or contain more than three 
characters after a/. 

• When copying files from a DOS disc to a RISC OS disc. the filename. including 
the extension is truncated to I 0 characters. One of the characters will be a'/' 
which is added to separate the filename from the extension. For example. 
AUTOEXEC.BAT becomes AUTOEXEC/8. 

• Filenames are only truncated if the command •configure Truncate is set to on, 
which it is by default. If *Configure Truncate is set to off, an error is generated. 
For more information on this command turn to page 456. 

Copying DOS flies between DOS discs on the RISC OS system 

When copying from one DOS floppy disc to another DOS floppy disc (or a DOS hard 
disc partition) , filenames are not truncated . All eight characters. the dot separator 
and the three character extension are copied. However. when looking at the files in 
a directory display the 'dot' separator is displayed as a'/'. 

File access 

Since there is not a complete mapping between RISC OS file attributes and those 
provided by DOS. access rights are set as follows: 

• A RISC OS file which is locked will be read only under DOS. 

• A DOS file which is read only will be locked under RISC OS. 
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DOS file icons 

If you display a disc that contains DOS files. the RISC OS Filer displays file icons 
using the DOS file icon. 

If you wish, you can assign RISC OS file types to DOS file extensions using the 
*DosMap command. This. for example. lets you assign DOS files with the 
extension TXT the RISC OS file type Text For more information refer to the DosMap 
command on page 461. 

Using DOS hard disc files 

If you have a DOS hard disc file (created using the PC Soft emulator application or 
with a PC hardware expansion card). the Filer displays it with the DOS hard disc file 
icon. Double-dick on this icon to display the files on your DOS hard disc. The Filer 
treats the DOS hard disc file as a normal directory and allows you access to the 
DOS files in a RISC OS directory display 

Copying and moving DOS hard disc files 

If you wish to copy or move your hard disc file. it will be copied or moved as a 
single file. not as a series of files and directories. 

If you wish to copy it as files and directories, double-click on the DOS directory 
icon. and then copy the files from within it. 

Deleting DOS hard disc files 

If you wish to delete your hard disc file, the Delete option on the Filer will delete it 
as a single file (not as a directory) 

You should be very careful not to delete your hard disc file by accident. 

Using RAM discs 

-RAM 
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A RAM disc is an area of computer memory that is being used just like a disc drive. 
It is called a RAM disc. because you use it in a way very similar to a hard or noppy 
disc. However, the important thing to remember is that objects on the RAM disc 
are not 'safe' in the way that objects on real discs are safe they will be lost when 
the computer is switched off or reset. 

The main reason for using a RAM disc is that saving and loading files and 
applications to or from the RAM disc is much faster than to a noppy or hard disc. 
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Creating a RAM disc 

You can create a RAM disc for the current session using the Task Manager. 

Click on the Task manager icon This displays the Tasks window. 

2 Scroll the window to display the System memory allocation area. 

3 Move the pointer to the area marked RAM disc. Press Select to the right of the 
OK label- at the point where the bar will start - and drag the bar that appears 
to the size you want. 

aot< • Font cache 
System spntes 
RAM diSC 
Appllcaoons (free) 

OK Drag this bar 
140K • ~-------- to change the 

5192K RAM disc size 

You can change the size of the RAM disc after you have created it, but only if it is 
empty. When you have created a RAM disc. an 'microch ip' icon appears on the icon 
bar. Click on this icon to display the directory. 

If you want to set up a RAM disc each time you use the computer. use the ! Boot 
configuration application described in the chapter Selling the desktop configuration on 
page 117. 

Using a RAM disc 

A RAM disc is a convenient way of speed ing up some operations. at the cost of 
using some of the computer's memory. 1\vo examples are given here: 

Copying between floppy discs using a single drive 

As mentioned in the section Dismount, earlier in this chapter. when you are copying 
a group of objects from one noppy disc to another using a single drive. you have to 
change the disc after each file or directory. This can become ted ious. An alternative 
is to allocate as much space as you can to a RAM disc. copy all the files (or as many 
as will fit) into the RAM disc from the source disc. and then copy them from RAM 
disc to the destination disc. When you have finished. delete the files from the RAM 
disc. and quit the RAM disc by choosing Quit from the icon bar menu. 

Keeping frequently~used files In a RAM disc 

Another common use of the RAM disc is to hold programs and data fi les that you 
use frequently. Keeping them in the RAM disc reduces the time they take to load. 
and may help you avoid having to change discs to find them. 

Do not keep files that you are changing in the RAM disc: it is too easy to switch off 
the computer without transferring them to a permanent medium such as a hard or 
floppy disc or a network file server. If you use the Shutdown option from the Task 
Manager. it will warn you if there are still files in the RAM disc. 
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RAMFS 
Free 
Olit 

Free 

Quit 

As with most storage devices, the RAM disc has its own icon bar menu wilh 
options specific to the filing system. Click on Menu over the RAM disc icon on the 
icon bar and the RAMFS menu is displayed. This gives you access to two 
commands - Free and Quit. 

To see how much space is available. click Menu on the RAM icon. and choose Free. 
This displays the total free and used space. in KBytes. 

' I I Free~oe on ABmOiscO .• 

Free 218KBytes 

Used 6KBytes I 
Size 224KBytes 

When you have finished using the RAM disc. you can remove it from the icon bar by 
pressing Menu over the RAM disc icon on the icon bar and clicking on Quit. If the 
RAM disc is not empty you will be warned that you will lose its contents if you go 
a head. Click on OK to close the RAM disc if you don't mind losing it, or on Cancel 
if you want to keep it. 

1. ·r •I 1Mtssaoe from ADFS F"ll« 

& The data 1n the RAM filing system will be 
lost it you close 1t down Are you sure you 

want to proceed? 

Cancel I I 01< I 
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Networking 

Communicating with other 
computers 

If your computer is connected to a network- maybe it is part of your school or 
office network- you'll see the network icon on your icon bar. The main part of 

this chapter shows you how to use the network to communicate with other 
computers. 

If your computer Is not connected to a network you don't need to read this 
chapter. 

Networking can be a very difficult area to understand; it uses many jargon words ­
Econet, Ethernet. AUN, Level 4 and fi le server- to name a few. However you can 
forget most of them; using a network is actually quite easy and is explained in this 
chapter. There is an overview of the different types of Acorn network on page 71 . 

If you have the network icon on your icon bar you can probably communicate with 
other computers on the network. Acorn uses two types of networking: 

• Disc sharing on a network. With this type of network users can allow their 
discs to be shared with other users. It is also possible to share a printer with 
other users. 

• File server sharing on a network. With this type of network users can access 
a special computer known as a file server. The file server has a specific area in 
which the user can store files and access applications. Users can also share a 
common printer. 

It is possible to use both these types of network at the same time. 
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Disc sharing on the network 

If you have an icon like this on your icon bar you can share discs on your network. 
The icon tells you that there are other discs on the network that you can access. 

To access one of these discs click on the d iscs icon. This displays a window 
showing the discs that can be used. 

Click on the disc that you want to use. The disc name is displayed under the discs 
icon on your icon bar. You can now use the network disc. It is also possible to share 
your own disc with other users and to print using a shared printer. More 
information about Disc sharing is available from your supplier. 

File server sharing on a network 

~ 
Net 

I 
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A file server network is a number of computers that have been connected together 
so that they can communicate with a dedicated computer called a file server. The 
file server may also have a printer that can be accessed by all users; the printer 
server. 

This type of network is usually administered by a network manager (a person. 
rather than a piece of software). The network manager allocates each person a user 
name. This name is used to identify them to the file server. 

The flle server 

A file server is a computer that holds a central store of computer programs and 
data; all network users can read data from the file server. If your network manager 
allocates you storage space on the file server you can store data on the file server 
in your own special user area. 

The printer server 

A network usually also includes a printer server. A printer server is a networked 
computer that is directly connected to a printer. All users of the network can use 
the printer. 

Other services 

You may also be able to use Electronic mail. a way of sending electronic messages 
between network users. Ask your network manager for more information. 



Free 
Bye 

Communicating with other computers 

Logging on 

Before you can use the file server you need to log on to it using the Net Logon 
dialogue box. If there is more than one fi le server on your network, you will need to 
choose which one to log on to. Use F'S List in the network icon bar menu to open a 
display showing the file servers available; there is an icon for each file server. If a 
file server has more than one storage device available for you to use (for example, 
an extra hard disc). there is an icon for each device in the FS List window 

If you click on one of the file server icons, the Logon dialogue box appears, with the 
file server name already in the first writable icon. For example: 

ij.pq : Ust of file servers ' 

~~ 
~ 

C1f.:.~ 
~-· ~ I"' 

Black Circus CS-Lab 

f~ 'iJCCJ h!\'\::.:J 
~ Loa on 

DAidridge File server! C. reus I 
.[4 UsernameH I ,. 

Password I Kal<adu 
lt:.JJ 

You can also display this dialogue box by clicking on the Net icon on the icon bar. 

To log on to a network file server: 

Click on the Net icon. This displays the Logon window. 

-· _;,,,. _,, logon ll I 

File served I 
Usernamel I 
Password! I 

2 Type in the name of the file server (this may already be set up), the user name, 
and (if needed) the password Press Return to move to a new line. 
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[1}~ 
,,~l 
"world 

Your user name is set by the network manager. Your password does not appear 
on the screen: this is to prevent other users seeing your password. 

... Loa on ·1. 

File server I Business1 I 
Us ern arne I Steve I 
Passvvordl -----1 I 

If the user name and password are valid. a directory display for the user directory 
(the top-level directory in the user's own network directory) is opened; otherwise 
an error message is displayed. When you have successfully logged on. the Net icon 
on the icon bar changes to show a connection (the text under the icon is the file 
server's number or name) and the network directory is shown on the desktop. 

If you do not have a user directory. you are logged onto the root directory of the file 
server instead. 

You can. of course. log on to several file servers; a Net icon is displayed on the icon 
bar for each file server. 

You can set up the computer to automatically fill in the file server entry, see the 
section Net on page 121. 

File server network menu options 

Logon ,.. 

Open ·s· " 
Free 

Bye 

FS Ust 

To check which file servers are available. choose FS list from the File server menu. 
A list of file servers is shown in a window. Full info. reached via the Display menu 
in this window. shows the file server net address (a number) as well as its name. 

Logon 

To log on to a network file server from the File server menu move to the Logon 
submenu. 

File server 
FS list -, Loa on •I 
l!!!,l.lp File serverjWor1d I Open '$' ,.. 

Usemamell I Free 
Bye Password! 



File server 
FSiist 
Logon ,.. 

IM!Mr--
Free 
Bye 

Communicating with other computers 

Logging on without displaying a directory 

To log on without displaying the user directory, hold down Shift and press Return 
for the last time when logging on; do not release Shift until the file server name or 
number appears under the Net icon, indicating that you are logged on. 

Updating the file server directory display 

If a file shown in a file server directory display on your screen is deleted by another 
user, your display is not updated automatically. If you try to open the deleted file, 
you will get a 'File not found' error message. You can update the display by closing 
the directory display and opening it again. 

Open $ 

On a file server you log on to your user directory. This is one or more levels down 
from the top level (root) directory. The user directory is sometimes referred to as 
the user root directory (URD). Path names to the user root directory begin with&. 

In some cases. you may be prevented from looking at any directories other than 
your own. If you are not sure about your privileges, ask your network manager. 

You can open the root directory of the file server by choosing Open $ from the File 
server menu. If the file server has more than one disc, the disc names are displayed 
as a submenu; click on the disc whose root you want to display. 

Free 

To check how much space is available on a fi le server. choose Free from the File 
server menu. This displays the free space on the fi le server. Free is the amount of 
space you have left in your user area. Used is the amount of space that has been 
used (by all users) on the file server. Size is the total size of the file server disc. 

Size 116MBytes 

If you find that you are running out of space. ask your network manager for more. 

Bye 

When you have finished using a fi le server. log off by choosing Bye from the File 
server menu. Any directory displays for the fi le server wil l be closed. Choosing 
Shutdown from the Task Manager icon bar menu does this automatically. 
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Your network directory 

Normally users have their own directories on the file server in which they can work 
and save files. Your own network directory usually has the same name as your user 
name. It is represented on screen by the character&, so if you logged on to a file 
server on a hard disc cal led History, the directory display for your directory would 
have the title Net: :History . &. 

If the file server can't find your user directory, the directory display shows the files 
and directories in the root directory of the file server; however. you won't 'own' this 
directory (unless you are the network manager), and so your access to many of the 
files and directories it contains may be restricted. 

Using files and programs 

You can use files and programs on the file server in the same way as you would use 
them directly from your own computer. They load from the hard disc on the file 
server into your own machine. If you wish to load applications automatically when 
you start~up, let the network manager know. because you may need a special 
Desktop boot fi le which the network manager can create. 

When you want to save a file to your file server directory, just drag its icon into your 
network user directory. If you try to save a file in someone else's directory, and you 
do not have the privilege to do so. you will get the error message Insufficient 
access. 

Using files from other users' directories 

You may sometimes need to use a file that is stored in another user's directory. If 
the file has Public read access you can look at. but not save. any changes to a file in 
someone else's directory. However. you can change the file and then save it in your 
own directory by dragging the Save file icon to your own directory display. 

To load a file from another user's directory. you need to display the file server's root 
directory, and then move down the directory structure into the other person's 
directory. To display the root directory, choose the menu option Open $ (see 
page 67}. 

The root directory display shows all the user root directories. Double-click on the 
directory for the user whose files you want to use. There may be some icons 
missing from the directory display: these are for files that the owner has locked 
against all public access. If you try to load an application from someone else's 
directory, it will generate an error message if the owner has not given public read 
access to it. There are other reasons why you may get an error message doing th is; 
ask your network manager for advice. 
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Setting the access rights to your own files 

File ownership 

You can look at, change and delete any files in your own user directory. but cannot 
change or delete fi les owned by someone else, though you may be able to look at 
them. Some files and directories may be hidden from you completely, so that you 
do not even see their icons in the directory display. By default, other users will have 
no access to your files. This section gives you a quick overview of Access 
permissions on networks, for a full explanation of Access options turn to Aaess on 
page 22 . 

You can set the access you want other people to have to your files using the Access 
command from the file's directory display menu. 

The Owner rights set what you can do with the file; the Public rights control what 
other users can do with the file. You can lock the file aga inst deletion to prevent 
you accidentally deleting it yourself, but you don't need to set this to prevent other 
users deleting your file as it is locked to them anyway. 

If you allow public write access to your file. other users are able to alter it without 
your knowledge If you allow public read access only, they can look at the file but 
not alter it Never completely remove the access rights to your files by denying read 
and write access to yourself as well as to others. 

You cannot specify the access rights to a directory, only to the files within it, but 
you can lock a directory against deletion using Access. 

Hidden objects 

If you lock a directory or allow no public access to a file. and the network manager 
has enabled the hidden objects option (at the fileserver). the directory or file 
becomes a hidden object and is not visible to other users. 

Setting your password 

The password is a security procedure to prevent other users logging on with your 
identity and consequently gaining the same access to your files as you have. 

You shou ld change your password occasiona lly to help preserve the security of 
your files. To change your password, you need to use the *Pass command. 

I Press F12 to move to the command line. 

2 Type: 

Net (press Return) 
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3 Type: 

Pass oldpassword newpassword (press Return) 

4 Type: 

ADFS (press Return) 

5 Press the Return key to go back to the desktop. 

The first time you set a password you may not have an old password . so use the 
null string "" in place of oldpassword. For example, to set your password for the 
first time to Hebrides, type: Pass "" Hebrides 

If you later wanted to change this to Shetland, you would type: 
Pass Hebrides Shetland 

Your password must be at least six and not more than 22 characters long. 

Choosing a password 

When you are choosing a password, do not select something very obvious that 
could be guessed by someone else. Do not, for example. use the date of your 
birthday, the name of a member of your family or a pet, your telephone number. or 
the registration number of your car. 

In some cases, the network manager may prevent you resetting your password, or 
looking at any directories other than your own. If you are not sure about your 
privileges. ask your network manager. 

Using the Printer server 

If your file server also has a Printer attached to it, this printer can be accessed by 
other users on the network. This Printer server is chosen using the Printer manager 
application. ! Printers. 

Ask your network manager for details about which printer driver to use and the 
name of the network printer. then set up the printer according to the instructions 
given in the chapter Setting up for printing on page 149. 
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Networking with non-Acorn computers 

!NFSFller 

~ 
!VT220 

If you want to communicate with other types of computer on the network such as 
DOS and UNIX computers, you may be able to use the TCPIIP protocol suite 
software. The TCP/IP protocol suite is available from your Acorn dealer. 

The TCP/IP protocol suite lets you commun icate with non-Acorn computers in two 
ways. If the host computer is running the Network File System then you can use the 
NFS Filer software to display files resident on the host computer in a RISC OS type 
directory display. You can then manipulate these fi les in the same way as you 
would files on your own computer. 

The other item of TCP/IP software is the VT220 terminal emulator. This software lets 
your computer emu late a VT220 termina l in a RISC OS window. With this 
application you can log in to and use a remote computer. 

Contact your network manager for more information about TCP/IP network 
communications. 

Types of network available 

Acorn uses several types of networking systems. These are based on Econet and 
Ethernet cabling. They use either the established Econet network software or the 
newer shared disc and AUN networking software. 

Here are brief descriptions of the types of network Acorn currently support. Further 
networking protocols are likely to be added in the future. If you want to know more 
ask your network manager. 

Econet networking 

The standard networking in schools until relatively recently. Data transmission 
rates are fairly slow. Original networks used Acorn BBC Master computers as file 
servers. It is now possible to have an AUN network running with Econet. 

Acorn Access networking 

An easy to install Ethernet network for small to medium-sized installations. Allows 
simple disc sharing and printer sharing between all Acorn RISC OS computers on 
the network. 

Acorn AUN networking with file servers 

An Ethernet network that goes one stage further than Acorn Access in that you can 
also have a dedicated computer that is used solely as a file server and a printer 
server. It is also possible to use AUN on a Econet network or mixed 
Ethernet/Econet network. 
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Acorn AUN networking with Acorn TCP/IP protocols 

Large Ethernet networks can be set up to use TCP/IP protocols as well as AUN 
protocols. This enables your computer to connect to non·Acorn computers as well 
as Acorn computers. 

'Network not plugged in (no clock signal)' error message 

Probably the most frequent error encountered when attempting to log on to a 
network is 'Network not plugged in'. This means that your machine is physically 
disconnected from the network, either at the back of the computer or at the socket 
box at the other end of the cable. 

Newly-connected file servers 

If a new file server has been connected to your network, it will not automatically 
appear on the FS list. To make it do so. log on to the new file server explicitly using 
the file server number (ask your network manager), and the next time you display 
the FS list, the new file server will be included. 

Applications copied from a network 

If you copy an application from the network, log off the network (click on Bye). and 
then (without first loading the application itself) double·click on a file for that 
application, you will see the message 'Not logged on' This is because the 
computer. having ·seen' that the application came from the network. is still trying 
to find it there. When you have copied the application. you should therefore run it 
from your own disc (by double·clicking on it) before attempting to load a file into 
it 

Network failures 

If there are any serious errors. such as damage to the disc of a file server, these 
should be handled by the network manager. The only error you are. in genera l. 
likely to meet when using the network is failure of the network itself, rather than 
the filing system. This can happen for a variety of reasons: both 'hard errors'. such 
as the network becoming disconnected. and 'soft errors'. such as the network 
becoming jammed as a result of too many people using it at the same time. Most 
problems tend to be soft and can be cured by trying the operation again, or by 
logging on to the file server again. 
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Typefaces and fonts 

Afont is a set of characters that share a similar style. RJSC OS uses fonts in all its 
windows and directories. This chapter shows you how to choose. use. control 

and print with tonts. 

When you look at the Desktop. the text underneath the icons and that used in 
windows for utilities and applications can be displayed using a font you choose. 
For example. the desktop uses the font Homerton (unless you've changed it 
already!): all the text used in the desktop windows is displayed in the Homerton 
font. 

Choosing a font 
RISC OS groups fonts into three categories. The typeface. weight and style: 

• The typeface name (for example. Homerton) is common to a whole font family 
and describes all fonts with the same general appearance. 

• The weight indicates the thickness of the characters. For example, a font of 
normal density is often called Medium. while heavily printed fonts are often 
called Bold. 

• The style indicates other basic variations in the characters. for example. Italic. 
Oblique or Shadow. 

For example the font Homerton.Bold.Oblique consists of the following Homerton 
is the typeface. Bold is the weight. Oblique is the style 

Here is how you would choose Homerton.Bold.Oblique from a fonts menu: 

FOI)t Ust 
System Font 

Corpus f" 

Darwin 
""' 

Harnerton 
4*'·'11'="'·!1A)~ Bold 

NewHall ,..,. I:Miji•)til@lli:H 
Selwyn .,(Medium 

Sidney tledium.Oblique 

System ,..,. 

Trinity 1-

WlMPSymbol 
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Types of font 
RISC OS comes with a set of fonts permanently built into the computer. These 
fonts are available for use by all applications that can use fonts. The fonts are 
called Corpus. Homerton, NewHall and Trinity: 

This font 1s called Corpus 
This font is called Homerton 
This font is called Ne\\ Hall 
This foru i-. called Trinit) 

Corpus is a version of the fixed pitch font Courier. Homerton is a version of the 
font Helvetica. NewHall is a version of the font New Century SchoolBook and 
Trinity is a version of the font Times Roman. Each of these fonts also comes in 
Bold. Italic and Bold Ita l ic (or Oblique) styles: 

Th~s is C:orpu..; Ned~um Oblique 
ThiD iD Corpu~ Bold 
ThiD is Corpuo Bold Oblique 

Th1s 1s Homerton Med1um OI:N1que 
This Is Homerton Bold 
t his Is Homerton Bold Oblique 

Additional fonts 
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There are also some additional fonts used for specia l purposes: 

This font is called Syste~ Fixed 
This font is called Syste~ 11editlft 

Sidney and ~ t .Jj.A. *:l•'Y j ,A. K1!'"*·: -·-*-
Selwyn fonts TfllO ¢ovt to xw .. A.to I:tOV€\jl )lf( l:@®1UJ¢:::) 

There are two 'old style' System fonts, a fixed pitch font and a proportiona l font. 

Selwyn is a symbol font. This has a character set that gives special symbols such as 
arrows. stars. ticks and crosses. It is a version of the font ZapfDingbats 

Sidney is another symbol font. This includes Greek characters and mathematical 
symbols It is a version of the Symbol font set. 

WimpSymbol is used by the desktop and should not normally be used in 
applications. 
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You can expand the range of fonts that you can use by adding more fonts to your 
computer. Fonts are added to the computer using the configuration section of the 
! Boot application; this is described in the chapter Setting the desktop configuration on 
page 117. 

Proportionally spaced fonts 

The fonts supplied with your computer fall into two categories: 

• Fixed-pitch fonts. 

• Proportionally-spaced fonts. 

Fixed-pitch fonts (such as System font and Corpus) allow the same amounts of 
space for each character. An 'i' will take up the same amount of space as an 'm'. 
Fixed pitch characters are found on typewriters. 

Proportionally-spaced fonts (such as Homerton and Trinity) allocate different 
amounts of space to different characters. Thin characters take up less space than 
fat ones. This allows more text to be fitted on the page and give the text a more 
professional look. 

This is a fixed pitch font 

This is a proportionally spaced font 

Serif and Sans serif fonts 

A serif font has strokes at the edges of the letters; these allow your eye to follow on 
from one letter to another- rather like joined-up writing. San serif fonts don't have 
these. Sans serif fonts can make the page look tidier and they are often used for 
headings and other places where large font sizes are used. 

~two 
Strokes on the t 
lead your eye to tw 0 thew 

A Serif font - Trinity 

A Sans serif font - Homerton 
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Most applications let you select the size of the font you wish to use. The font size is 
measured in points. a point being 1/72 of an inch. Some applications also al low 
you to set the font height separately. If you want characters with different height 
and width values, set the size first and then the height. Acorn fonts can be sized to 
any height or width allowed by the application: 

Th ... '"'"."'" b poo·,t 
Thillla ~.too 10po)tfrt 

ThtG 1~ lcklmerton 12 point 
This Is Homerton , 4 point 

This is Homerton 24 point 

There are two applications included in the applications su ite that use fonts- Edit 
and Draw. These two applications use them in slightly different ways. Edit can 
display text in any type of font; however it can only print out in the font that is 
standard on your printer. On the other hand, Draw can both display and print fonts 
of varying size and typeface 

Using fonts in the !Draw application 

You can put text using fonts into a drawing created with Draw. Select the Text tool . 
then click Menu over the Draw window and choose the Style menu. Go to the Font 
name menu and click on the font you wish to use. See the section Changing the way 
an object looks- its style on page 221 for more details. 

Mise ,.. 
Save 1---,St""t;:::-o --, 
Wt. r- UnewkHh r 

~ Ent8t ~ Une oololW ,. 
Set&ct F6 ,.. Fill oolour ,.... 

Un.epanem "" 

Zoom " ..lOin 
Grid >- Start cap " 

o/ Toolbox 'FI End cap 

w"ding <Ue "1-;;:::;c;c;:;---, ............. .X9n!List 
169! iiiM~ .t Sys~ Font 
F'ont -511& ,... Cofl)IJ$ t-
Font height .. oa.,.,;n , I-~-..::;Jille::;:;t1Qn::::---, 
l8Jitcolour ~ II§Mi!HM BokJ 
Bad<ground " Nev.Hai 1- Bold Obll<:!ue 

S....yn 1!1)11$~~~~~ 
Si<t>ey l\l$dium Obliqoe 
System ,... 
Trinity r· 
Wlf.FSymbol 
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Controlling fonts 

These are the techniques used to display high quality fonts on the desktop. For 
more information you can also turn to the section section Fonts on page 130. 

Anti-aliasing 

All fonts (apart from the System font) can be anti~aliased. Anti-aliasing uses 
shaded pixels at the edge of each character to blur the edges of a character. so 
making it lose its jaggedness This makes the character look better on screen. You 
can change the type and extent of anti-aliasing applied to the font (see page 130). 

Font cacheing 

When the fonts are requested for display they are processed and stored in a font 
cache (a part of memory) for future use. If you use that font again it does not 
require any processing and the characters are displayed much faster. If you are 
using a lot of different fonts you may want to increase the font cache. 

Adding more outline fonts 

You can purchase additional Acorn outline fonts for your system from third party 
suppliers. These are added using the Fonts screen of the !Boot configuration 
window. See page 130 for more information. 

Printing with fonts 
If you have used fonts in your application, you can (if the application permits it) 
print out using those fonts also. Exactly the same outline fonts are used for both 
the screen and the printer. 

The RISC OS printer manager program sits between the application and the printer. 
Printers, printing and printer drivers are explained fully in Printing your files on 
page 95 and Setting up for printing on page 149. 

PostScript printers 

PostScript printers have their own set of fonts stored inside the printer. When you 
print to a PostScript printer the Acorn fonts are mapped to the PostScript fonts 
already stored inside the printer. Acorn fonts that cannot be mapped to PostScript 
fonts are sent to the printer by the Printer manager as they are needed. 
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Most Acorn fonts can be mapped to PostScript fonts. For more information about 
using Acorn fonts with PostScript printers, refer to the chapter FontPrint on 
page 351. 

Converting PostScript fonts to outline fonts 

It is possible to convert standard PostScript Type I fonts to Acorn Outline fonts 
using the TIToFont application supplied in the Application suite. For more 
information, look in the chapterT!ToFont on page 405. 



5 Desktop colour and resolution [J 

The number of colours displayed and the size of the desktop can be changed 
using the Display manager. The Display manager icon is always on the 

righthand side of the icon bar. next to the Task manager. 

Colours 

The desktop is designed to work well in all colours, so you won't notice an 
immediate difference in appearance if you change to a 256 or greater colour 
display. However you'll see a difference if you display a sprite picture that uses 
many colours or use an application such as !Draw that allows you to use many 
colours. 

Resolution 

The resolution is the number of dots displayed on the computer screen The higher 
the resolution. the more dots are displayed on the screen so the better the 
displayed quality of the desktop. applications and pictures on your computer. 

The resolution also determines the area of desktop displayed on your screen. The 
higher the resolution. the more of an application or picture that can be viewed in 
the same screen space. 

The easiest way to find out how this works in practice is to try using the Display 
manager yourself. 

r;:J Acorn AKF60 :•. ': ''· ~I Acom AKF60 -, 

Colours j 16 colours ~ Colours I 256oolours :§1 
Resotubon 

,_ 
800x 600 ,. Aesoluboo 1600 X 600 :121 

Cancel Change Cancel Change l 

JQI AcomAKF60 t' < ·;: ' ltj Acorn AKF60 ~·~ 

Colours j 256 colours :rl Colours I 32 thousa~ ;§l 
Resolubon j 1024x768--~ Resolubonr - 800 x 60-0-- :gl 

Cancel Change Cance I Change I 
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Using the Display manager 

The following pictures show the same desktop: the first at a high resolution. the 
second at a medium resolution and the third at a low resolution . As you can see. 
the higher the resolution the larger the size of the desktop. 

High resolution desktop 

Low resolution desktop 

Using the Display manager 
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Clicking on the Display manager icon shows the Screen display window in which 
you can change the Resolution and the number of Colours. The information shown 
in the window gives the current settings of the desktop. 

Changing the number of colours 

To change the number of colours, click on the Colours menu icon and choose the 
colour number you want. 



Desktop colour and resolution 

For example. choose 32 thousand colours then click on Change. Your desktop and 
applications are now displayed in 32 thousand colours; of course you must have an 
application running or display a picture that takes advantage of the increased 
number of colours before you see any difference. 

If.; I ' AOom AKFSO 

Colours I 16 colours 

Resolution I 800x600 

Colours 
1J Black/white 

'13 4 greys 
""" 16 greys 

Cancel Change ,( 16 colours 

Changing the resolution 

256 greys 
256 colours 

32 thousand 

16million 

To change the resolution. click on the Resolution menu icon and choose the 
resolution you want. The menu starts with low resolutions at the top and 
progresses to higher resolutions at the bottom. 

'lJ I AcornAKF60 

Colours I 16 colours ll Res61Uli0n 
Resolution! 800x 600 ll 1280x480 

Cancel I Change 1600 )( 600 
......................... 

640 x480 
,f800x 600 

1024 )( 768 

The resolutions you can select depend on the type of monitor you are using. The 
monitor type is defined in the Screen configuration menu (see page 128). 

For example, choose a resolution such as 800 x 600 and then click on Change. Your 
desktop is then displayed using 800 dots horizontally and 600 dots vertically. You'll 
notice that the sizes of your windows and the icon bar have changed. while the 
information they contain is still the same. 
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How colours and resolutions interact 
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As you experiment with the Display manager you will find that you can only display 
certain combinations of colours and resolutions. These combinations are limited 
by the computer. the amount of video memory (called VRAM) it contains and the 
capabilities of your monitor. Your monitor is defined using ! Boot; see the section 
Screen on page 128 for more information. 

The Display manager always assumes that the most recent change you make is the 
most important. If you choose a resolution for the desktop to display. the Display 
manager may have to reduce the number of colours that are available. If this 
happens, it will try to pick the maximum number of colours possible at that 
resolution . 

If you choose a display with a large number of colours, the Display manager may 
have to reduce the resolution at which it can display. If this happens, it finds the 
best resolution at which this number of colours is possible and uses this when it 
displays the desktop The Display manager does not always pick the optimum 
resolution and you may have to change to a more appropriate resolution for the 
desktop. 

Note The Display manager does not automatically increase the resolution or 
colours available. 

Choosing between grey scale and colour 

As well as choosing the numbers of colours. you can also choose to use a 256 grey 
scale display or a 16 grey scale display instead. To use colour again, choose a 
colour option from the menu. 

if::. I Acorn AI:<F60 i ~ 

Colours j 16greys 1ll 
Aesolution j 800 x600 1ll 

Cancel I Change I 

Performance trade-offs 

This section only applies if your computer does not have Video memory (VRAM) 
installed. 

For each Display choice, there is a compromise between the Resolution selection, 
the Colours selection, the processing speed and the memory usage. 



Desktop colour and resolution 

Generally, the greater the resolution and number of colours. the slower the screen 
displays and more memory used. Additionally the overall performance of the 
computer is slower. With VRAM installed. all display options have equal video 
performance and processor performance is not affected 

Advanced options 
Normally you won't need to use tl1e information given in tl1is section 

The Mode string 

Click Menu over the Display manager icon on the icon bar and display the Mode 
box. The mode box contains the mode string. This is the technical definition of the 
screen display mode the desktop is currently using. The mode string is made up of 

• the X (horizontal) resolution 

• theY (vertical) resolution 

• the number of colours 

• the X (horizontal) EIG value 

• theY (vertical) EIG value 

• the frame rate (optional) . 

You shouldn't use this to change the desktop directly. However you can change the 
EIG values to change the size of the desktop and you can replace the whole string 
by an old type mode number. These options are described below 

Changing the desktop size without changing the resolution 

You can change the apparent size of the desktop by making everything displayed 
on the desktop smaller or larger than it should be. 

Making everything larger can be useful if you want over-large text on the desktop. 
Making everything smaller allows you to fit more on the desktop, however the 
definition of the desktop is reduced since only half the usual number of pixels are 
being used to display the same information. The desktop size is changed using the 
EIG factor. 

The EIG factor 

The EIG factor controls the size of the desktop as follows: 

0 = larger than normal 
I = normal size 
2 = smaller than normal size 
3 = even smaller 
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Click Menu over the Display manager icon. 

2 Choose the Mode dialogue box. This displays the rnode string being used by the 
current display. 

3 To change the EIG factor, display the mode string from the icon bar menu. The 
mode string is the textual equivalent of lhe options chosen by the Display 
manager window. 

Display 
Info t- Mode - -~· ~ Y600 C16 EX1 EY1 Fsqj I~ 

4 Move the cursor to the mode string and change the EX and EV EIG values. 

5 Click on OK for the new EIG values to take effect. 

Larger EIG value 
(smaller sized text) 

Smaller EIG value 
(larger sized text) 

Standard EIG 



Desktop colour and resolution 

For example, a typical screen display may have the following mode string: 

X640 Y480 C16 EXl EYl F73 

To make the size of the desktop smaller change the EX and EY EIG values to a 
larger number. For example: 

X640 Y480 C16 EX2 EY2 F73 

The EIG values are changed back to their default values whenever the Display 
manager is used to change display modes. 

EIG stands for External~to-lnterna l Graphics. 

Using old type mode numbers 

The mode numbers used with Acorn systems using RISC OS 3 version 3.1 and 
earlier can stil l be obtained by typing an old type mode number directly into the 
mode box on the icon bar. To do this 

Press Menu over the Display manager icon and display the mode box. 

2 Delete all the information in the box (type Ctrl-u). 

3 Type in the old type mode number and then click on OK. 

Mode 

31j IS 

A list of old type RISC OS 3 version 3.1 screen modes is given is the appendix 
Old-type screen modes on page 523. Not all of these modes may be available on your 
monitor. 

Display characteristics 

Square pixel modes 

Square pixel modes are the most useful for everyday use; they maintain the correct 
proportions of drawings on the desktop. The main square pixel modes are 

e 640 X 480 

e 800 X 600 

• 1024x768 

e 1280 X I 024. 

(Your system may not be able to display al l of these). 

85 



Altering the amount of Video RAM 

Rectangular pixel modes 

Rectangular modes do not maintain the correct proportions of the desktop but 
they do allow you to have more space on the desktop Some example of these are 

e 640 X 352 

e 1056 X 256. 

Altering the amount of Video RAM 
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When you change the amount of Video RAM (VRAM) in your computer, the defaults 
you have set with the !Boot/Screen configuration window may be need changing 
and a new set of defaults should be selected. 

Video RAM upgrade kits together with full instructions on how to perform the 
upgrade are available from your supplier. 



6 Using colour in applications 

M any of the applications you use with your computer can use colour Within 
the application suite the Draw and Paint applications can use colour To 

make using colour easy the computer uses the same way of choosing colours 
whatever application you are using So once you've learnt how to use colour with 
Draw, you can use the same procedures in Paint and with other applications as 
well. 

Choosing a colour model 

RGB 

CMYK 

You can give practically any object a colour. In this chapter we shall use! Draw as an 
example application that uses colours. 

There are three ways of specifying colour; these are called the colour models· 

• RGB (Red. Green. Blue): screen colours. used mainly to create documents and 
pictures that are to be viewed on-screen 

• CMYK (Cyan. Magenta. Yellow, Key-black) : used mainly by commercial print 
shops. 

• HSV (Hue. Saturation. Va lue): very similar to mixing paints, used mainly by 
graphic artists. 

Once you've chosen the colour model you are going to use. it's a good idea to keep 
using this colour model for the whole of the picture you are working on 

This colour model is used for files that are to be viewed on a monitor RGB colours 
are created by mixing Red. Green and Blue light. You would use this colour model 
if you were making a graphic presentation that would be viewed on the computer 
screen. 

This model is used when you want to create colour separations for four-colour 
process printing The print shop can print colours from a combination of cyan . 
magenta. yellow and black (key). The black colour is used to reinforce dark colours 
and grey shades that may otherwise appear muddy when printed 
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Colour and the desktop 

HSV 

This colour model is often used by artists. Hue is the basic look of the colour. The 
Saturation is the amount of white added to the colour; the smaller the saturation 
the greater the amount of added white. The Value is the brightness of the colour 
(the amount o f added black in it). 

Colour and the desktop 

Colour in !Draw 
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The colours you can choose to use with your applications are not limited by the 
colou rs you are currently using with the desktop. You can always choose from 16 
million colours and the application stores this exact colour information. The 
screen and colour slice only shows an approximation of what you've chosen; in a 
16 colour display mode the representation will not be very accurate. If you want to 
choose a colour exactly you shou ld type in its value in the numeric fields. 

The colour representation is restricted by the number of colours in the screen 
display mode. All colours are translated as faithfully as possible when you change 
colour. Colour information is stored within the application and is not lost when 
you change modes 

You can also choose colours in grey modes. If you particularly want to only use 
greys in your application you should make sure that when using the RGB colour 
model all of the colour values are the same: this will ensure a grey shade is chosen. 

The Draw application uses colour extensively and you can choose colour for the 
graphic objects and for text. All the colour options are in the Style menu. Graphics 
can be given a Line colour and a Fill colour Text can be given a Foreground Text 
colour and a Background text colour Here is the menu for line colour 

Draw 

Mise 
Save 
l§ld!f 

./Enter 

Select 

Zoom 
Gnd 

I> 

I> 
,.. 

' F6 ,.. 

.t Too box •Ft 

S e 
Une width ,.. 

!llldd.!!•ii!M Une colour 

Fill colour t- ~ RGB .) CMYK -...) HSV 
Line pattern t-
Jom ,._ 
Start cap ,... 

End cap 
Wind•ng rule ,.. 

Font name !" 

Font size .,.. 

Font height r­
Textcolour 

J Red I }lasl ~·;. 

.)Green~ ~% 

li Blue ~ I~ .,. 

J None Cancel ) [ OK 



Using colour in applications 

Choosing a colour 

Using the RGB colour model 

The intensities in the RGB model are added together. Think of RGB as beams of 
red. green and blue light mixing together. 

Click here to choose RGB 

Constant component 
Constant component 

Colour slice Green I 69.4l / J..% 

Blue !10o.o1 f J.. % 

Click to change 
values 

Click to choose 
a standard 
colour 

Drag on sliders to 
change values Click to confirm colour 

Result of colour mix 

Black -.----­
' __ .,... .. 

Red ~.-__ ..v 

·Green 

The RGB colour cube 

There are six ways of choosing a colour in the RGB model: 

• Drag the bars in the sliders. As you move the slider the colour you have chosen 
is shown in the box at the bottom left of the window. At the same time the 
numeric values change to show you the percentages of the colours chosen . 

• Click anywhere in the colour slice. You can also drag continuously around it. 

• Type in numbers directly If you know the percentages of the colour you want 
then it is easiest to type it in directly. Use the Tab keys to move between fields. 
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• Click on the up/down arrows. This allows fine tuning of an already selected 
colour. Clicking on the arrows changes the value by 1% Clicking with the shift 
key held down changes the va lue by 0.1 %. 

• Clicking on a standard colour. This gives you access to the standard desktop 
colours directly. 

• Clicking on None chooses no-colour. The selected text or graphic will be 
transparent. This button may be greyed out if not applicable. 

Cancel does not apply the colours chosen . OK applies the chosen colour to the 
selected text or graphic object. 

The Colour slice 

In the RGB model the colour slice is a plane through a colou r cube. The slice is 
taken through with a single constant colour. In the example shown in the diagram 
below. the constant colour is blue at 58.4%. 

Colour slice Drag here to change the 
constant component 

Green 
component 

ti AGB ...) CMYK ...) HSV 

; Red 1 143 91 r .... % 

I ~ J~een ~ ( _.l o/. 

I (i Bkle ~~~ ·.4 

I •·........--............. 
_j None Cancel OK 

Red ____ ..., 
component 

Click on the 
buttons to 
change the 
constant 
colour 

The colour slice shows all the colours available by varying the red and blue 
components and keeping the blue component constant. 

You can change the constant component by dragging the sl ider up and down. You 
can change the constant colour by clicking on the colour buttons 



Using colour in applications 

Using the CMYK colour model 

The colours in CMYK are added together. The amount of each colour can range 
from 0% (no colour) to 100% (full colour) . 

Click here to choose CMYK 
Type values in directly 

,......,....--""'=----"'C"':"":==--=-----;-:'----=--+--.,-------. Click to change 
t---""'lllt-----'...;;;..;;=:;.;..;.."'-'-~""""'"-...;..;..:,~-rvalues 

Cyan 

Magenta (iiiiiiiiiiiiiiiiiiiiiiiiil 

Yellow l as9l tl% 

0 11l% 

Click to choose 
a standard 
colour 

Black 

_j None cane!!_] C oK 

Result of colour mix Click to confirm colour 

Drag on sliders to change values 

There are five ways of choosing a colour in the CMYK model: 

• Drag the bars in the sliders. As you move the slider the colour you have chosen 
is shown in the box at the bottom lert of the window. At the same time the 
numeric values change to show you the percentages of the colours chosen. 

• Type in numbers directly. If you know the percentages of the colour you want 
then it is easiest to type it in directly Use the Tab keys to move between fields. 

• Click on the up/down arrows. This allows fine tuning of an already selected 
colour. Clicking on the arrows changes the value by I%. Clicking with the shift 
key held down changes the value by 0. 1%. 

• Clicking on a standard colour. This gives you access to the standard desktop 
colours directly. 

• Clicking on None chooses no-colour. The selected text or graphic will be 
transparent. This button may be greyed out if not applicable. 

Cancel does not apply the colours chosen. OK applies the chosen colour to the 
selected text or graphic object. 
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Using the HSV colour model 
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The colours in the HSV model are organised in a colour cone with colours 
represented by degrees on the hexagon. This model is rather like mixing together 
paints on an artists palette; You begin with the colour and add elements of white 
and black paint to it to get the exact tone you want 

Click here to choose HSV 

Colour slice 

Type values in directly 

l % 

Click to change 
values 

Click to choose 
a standard 
colour 

cancel 01< J 

Result of colour mix 
Click to confirm colour 

There are six ways of choosing a colour in the HSV model 

• Drag the bars in the sliders. As you move the slider the colour you have chosen 
is shown in the box at the bottom left of the window. At the same time the 
numeric values change to show you the values of the colours chosen. 

• Click anywhere in the colour slice. You can also drag continuously around it. 

• Type in numbers directly. If you know the percentages of the colour you want 
then it is easiest to type it in directly. Use the Tab keys to move between fields. 

• Cl ick on the up/down arrows. Th is allows fine tuning of an already selected 
colour. Clicking on the arrows changes the va lue by 1%. Cl icking with the shift 
key held down changes the value by 0.1 %. 

• Clicking on a standard colour. This gives you access to the standard desktop 
colours directly 

• Clicking on None chooses no-colour. The selected text or graphic will be 
transparent. This button may be greyed out if not applicable. 



Using colour in applications 

Cancel does not apply the colours chosen. OK applies the chosen colour to the 
selected text or graphic object. 

The Colour slice 

In the HSV model the colour slice is a surface through the colour cone. The slice is 
taken through with one of the components constant. If you make the Hue the 
constant component the colour slice shows the true colour at the top right of the 
slice. The colours then fade into white at the top left and into black at the bottom. 

In the example shown in the diagram below. the constant component is the Hue at 
is at 231.3 degrees (a dark blue). 

Colour slice 

ft.le 

component 

_jNone Cancel I 

vary ___ ~~ 
component 

Drag here to change the 
constant component 

1?31.31 !.' • 
o.o I~ o;. 

Click on the 
buttons to 
change the 
constant 
component 

LOK J 

The colour slice shows all the colours available by varying the Saturation and Value 
components and keeping the Hue component constant. 

You can change the value of the constant component by dragging the slider up and 
down. 

Saturation is the amount o f white in the colour: I 00% gives the brightest colours 
(least white); 0% give the most washed out colours (most white) 

Value is how bright the white is: 0% gives no white (resulting in black); I 00% gives 
maximum white (resulting in a bright colour). 
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The Hue is a number between 0 and 360. This refers to the angle of colour used in 
the colour hexagon. In the hexagon the main angles are: 

• oo a Red hue 

• 60° a Yellow hue 

• 120° a Green hue 

• 180° a Cyan hue 

• 240° a Blue hue 

• 300° a Magenta hue 

• 360° a Red hue (round ful l circle) 

120° v 
Green 

Cyan Red oo 

The HSV colour cone 



7 Printing your files 

A ll printing is handled by the printer manager. !Printers The printer manager 
..l"l. looks after the job of sending the file you want printed to the printer and 
making sure that it is printed correctly. 

This chapter assumes that you have already set up the printer driver 
configuration (or It has been set up for you) and that your computer Is 
connected to the printer, either directly or via a network. 

If you want to set up !Printers yourself. you shou ld find that the Printing chapter in 
the Welcome Guide will give you enough information. especially if you are connecting 
an Acorn printer. If you need more information. or you wish to configure some of 
the more advanced features of the printer manager. turn to the chapter Setting up for 
printing on page 149. 

Starting !Printers 

Printing a file 

Load the printer manager by double-clicking on the ! Printers icon (which is in the 
Printing directory). After a few seconds the printer manager icon appears on the 
icon bar 

If you see more than one printer icon on the icon bar you will be able to print on 
more than one printer (or print in different ways on the same printer). 

There are three ways you can print a fi le. 

Drag the ftle you want printed to the printer Icon 

To print a Draw file. Paint file or other application fi le. drag the file (from a directory 
display or Save as box) onto the printer driver icon. If the application is not already 
running. it will be loaded before the file is printed (as long as the Filer has 'seen' 
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the application) For example, if you want to print a Draw file, Draw will be loaded 
onto the icon bar. However Text files are printed directly (!Edit is not loaded). 
While a file is being printed, Printing appears beneath the icon. 

mum -I IL:::!J lilJ t~~~f, 
Hard0iso4 ;0 Apps JP 150 

Choose the Print option from the application's menu 

Paint and Draw files and those of many other applications can also be printed by 
selecting Print from the appropriate menu in each application: 

OJerwrite 
Wordwrap ~Fs 

The Print option sometimes offers additional size or layout options; for example in 
the Paint application: 

fii' Landscape ...) Portrait 

Scalex [2] :[] 
Sealey [2] :[] 

Corner x I 0.25 

Corner y I 0.32 

fii' Inches .) Centimetres 

Copies [I] 



Print 1 
~~~9} 
I Esc I 

Printing your files 

Press the Print Scm key on the keyboard 

Alternatively you can press Print Scrn. This will often lead to the Print dialogue box. 

Stopping a print job 

You can stop a print job at any time by pressing Escape. After pressing Escape you 
should reset your printer {see your printer manual for details on how to do this); 
this allows the printer to be ready for printing again . This may not work with text 
print jobs. 

Things you can't print 

You cannot print directories and applications; if you try to do so you will see an 
error message. 

If you try and print a file and RISC OS cannot find the application associated with 
the file, a dialogue box asks if the file should be printed as plain or fancy text 

,;. OJelv from Printer ~aer •· -:l 

Don't know how to print DOS tiles. print 
'INDEX' as plain or fancy text? 

Plai.'J... J Cancel I Fancy I 

If you see this message you should click on Cancel and try to find the application 
that the file requires to print properly For an application to be known to RISC OS it 
must have been displayed in a directory display. 

If you don't have the application, try printing it using the Plain option. The Fancy 
option is most often used to print files created using the 1st Word Plus application. 
The fancy text fi le format is described in detail in the appendix The fancy text file 
format on page 521. 

Using more than one printer 
If you see more than one printer icon on the icon bar you will be able to print on 
more than one printer {or print in different ways on the same printer). For example. 
you might have a printer connected directly to your computer and another printer 
connected via a network. 

Although you can have many printers on the icon bar, on ly one of these can be 
selected at a time: al l of the others are greyed out When you click on the Print 
option in an application or press the Print key, the file to be printed is sent to the 
selected printer. 
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Print queue control 

To print using a different printer. click on that printer's icon on the icon bar This 
selects the chosen printer and greys out all others. You can also print using any of 
the printers (selected or not) by dragging files onto the desired printer's icon. 

:mmr3 ~ orJ r:-
Hardooso4 0 Apps JP 150 LW 11 NTX 

Using the same printer with different options 

You can also set up several printer icons that print to the same printer but use 
different print options. You can, for instance set up different print resolutions and 
quality If you need more information. turn to the chapter Setting up for printing on 
page 149. 

Print queue control 

Info 

Printing several files 

You can print several files one after another by dragging their icons to the printer 
icon on the icon bar. You can select multiple files to be printed and then drag their 
icons onto the printer icon together. The files waiting to be printed are placed in 
the printer queue. You don't have to wait until one has finished printing before 
sending the next. 

The print queue 

Pnnters 
... 

Files to be printed wait in a print queue until the printer is ready for them This way 
you can carry on with your work at the same time as the printer is printing 

Pmter control 

'• ii§!i$i.i.!ft 
To control the print queue. choose Queue control from the !Printers icon bar 
menu. This displays a list of files to be printed in the Printer queue window You 
can also display this window by clicking Adjust on the printer icon on the icon bar 
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Edrt paper sizes . 
Save ctoooces 
Ouot 

Queue 
Pause printer 
Suspend pnnter 

Flushpmter 

Pause entry 

Delete entry 

if,j I Printer oueue : 

mypnnter (Generic PostScript.) on parallel [Printing] 

~ 4.06 pm 22 Sep 1993 3% of 9 Kbytes SCSI Conn170 • postpoc 

I f~ lr: 

The Queue menu 

Clicking Menu over the first entry in the Printer queue window displays the Queue 
menu from which you control the printer 



Printing your files 

Pause printer stops sending your file to the printer. The rest of the unprinted part 
of the currently printing fi le is not printed until you click on Resume printer. 

Suspend printer prints the file currently being printed and then stops the printer. 
No further files are printed until you click on Resume printer. The printer queue is 
frozen in its current state. 

Flush printer deletes the entire print queue so that no more files are printed or 
queued. 

Pause entry stops the currently printing entry from continuing to print unti l you 
click on Resume entry. 

Delete entry removes an entry from the queue completely. 

If you click Menu over one of the other entries in the printer queue (an entry not 
currently printing) you can choose the additional Suspend entry option. Suspend 
entry stops the printer from printing a file in the print queue. The print queue 
'jumps over' the suspended file. The fi le can be put back in the queue to be printed 
by clicking on Resume entry. 

These controls only effect your personal printer queue. they have no effect on other 
users using a shared network printer. 

Text printing and graphics printing 

Your computer uses two modes of printing: text printing and graphics printing. 

Text printing 

Text printing uses the standard font built into the printer. This makes printing very 
fast. Text printing is used by the application Edit. 

There are two types of text printing- Plain and Fancy. The way in which a file is 
printed depends upon its type: 

• Command and Obey files are always printed as plain text. 

• Text files are always printed as fancy text (you can use 1st Word plus codes in 
the text). 

Printing other file types 

• PostScript files (with the file type PoScript) are sent to the PostScript printer 
for interpretation. 

• Other files check with their application (eg Draw files check with !Draw) to see 
how they are printed. 
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Using PostScript printers 

Graphics printing 

Graphics printing sends a complete image to the printer effectively making the 
printed output the same as that seen on the screen. The applications Paint and 
Draw use graphics printing. 

This section refers only to dot-matrix. inkjet and HP Laser)et type printers; 
PostScript printers handle graphics printing in a different way. 

Graphics printing can be slow. However you can speed it up in the following ways: 

• Print in monochrome instead of grey scale. You only need grey scale if you are 
printing fonts, or printing sprites in shades of grey or in colour. 

• Maximise the free memory in your computer by quitting all the applications 
you are not currently using and any RAM disc you may have. 

• Configure a fairly large font cache- at least 128KB. The font cache can be 
temporarily changed using the Task manager. See page I 05 for information. 

Saving your choices 

You should save any changes you make to the settings for your printer. otherwise 
you will have to go through the setting-up procedure again. next time you start the 
printer manager. To do this, click on the Save choices option on the printer icon 
bar menu. 

Info 

Pmter control 
QJeueco~ 

Ecit paper scze s 
Q§¥,11 I 
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You don't need to read this section unless you are printing to a PostScript 
printer. 

Dot-matrix, LaserJet and inkjet printers use RISC OS fonts for both displaying text 
on screen and for graphics printing. PostScript printers. however. use RISC OS 
fonts for displaying text on screen and use PostScript fonts for printing. These 
PostScript fonts can be both built into the printer and downloaded by (sent from) 
the computer. 



Printing your files 

Whenever you send a file to the printer, the printer manager 

• converts any Acorn fonts needed to their equivalent in PostScript (if they are 
not already resident in the printer) 

• sends these fonts to the printer 

• sends the file to be printed 

• erases the fonts it has sent. 

The printer manager uses the printer's built-in PostScript fonts when they are 
available, speeding up printing text files considerably. 

Speeding up printing 

Hints and tips 

There are other (more advanced) ways of speeding up printing. These options are 
handled by the FontPrint application. They are Downloading and Mapping 

Downloading 

If you constantly use fonts that are not resident inside the PostScript printer, you 
may find that your files print faster if you pre-send (download permanently) the 
fonts when you first start using the printer manager. Permanently downloaded 
fonts stay inside the printer, ready for use. until the printer is reset or switched off. 

Mapping 

Instead of Acorn fonts being downloaded to the printer they can instead be 
mapped to a corresponding PostScript font. Mapping is the technique by which an 
Acorn font is used by the computer, but the equivalent PostScript font is used by 
the printer. For example, the Acorn font Homerton Medium is always mapped to 
the PostScript font Helvetica. This way the bu ilt-in PostScript fonts are used 
whenever possible. 

For information on how to download and map fonts, refer to the chapter FontPrint 

on page 351. 

Attempting to print to non-existent printers 

If you attempt to print to a printer which is not connected to your computer, the 
computer can freeze, waiting for the printer to be connected. You may need to 
restart your computer. 
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Blank pages on dot-matrix printers 

If you find that a dot-matrix printer with fan-fold paper is printing alternate blank 
pages. try turning off the printer's form feed if it is switchable. or reduce the 
number of lines printed per page on the Edit paper sizes dialogue box. 

Printing BASIC listings 

To print a listing of a BASIC program. drag the program file from a directory display 
to your printer icon. When a BASIC program is loaded into Edit. it does not print as 
text from Edit 

Printing Music files 

To print a music file. you have first to load it into Maestro and choose Print, rather 
than just drag it from a directory display to your printer icon. 



8 Managing the desktop 

T his chapter shows you how to change various advanced parameters that 
I control the desktop environment The menu option you will use most often is 

Shutdown; used before you switch off the computer. You probably won't often use 
the other options unless you are setting up the desktop for some special use. 

These parameters are set using the Task manager. each use of the computer being 
known as a Task. The Task manager is the control panel for the computer. Through 
it you can monitor and control the computer system. With the Task manager you 
can change settings for as long or as short a time as you want. All changes to the 
Task manager are ·forgotten' when the computer is reset. 

I
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'Tasks' include anything the computer is doing running an application. controlling 
what appears on the screen. managing areas of memory. and running the Task 
manager itself. 

If you need to change system settings often. you may find it more convenient to 
change them permanently using the !Boot configuration application. Settings 
made with ! Boot are 'remembered'. even when the computer is reset. For more 
information on !Boot turn to chapter Setting the desktop configuration on page 117. 

Shutting down the computer 

Into 

New task 
Task display 
·commands 
Task window AF12 

Desktop boot 

The most common task that you use the Task manager for is to shut down the 
computer. Shutdown is the process of closing down the computer and all 
associated tasks. You should always shut down your computer immediately before 
switching it off with the On/Off switch. 

Choosing the Shutdown option 

Move the pointer over the Task manager icon on the icon bar and click Menu. 

2 Choose the Shutdown option on the menu. 
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Other Task manager functions 

Shutdown quits all your applications and makes sure all your work is saved. You 
are logged off any network and file servers you were logged into and your disc 
drive(s) are parked so that it is safe for you to switch your computer off. 

Shutdown messages 

As you shut down the computer. RISC OS checks your computer to see if you have 
saved all of your currently open files. If it finds a file that has not been saved, you 
will see a message much like this one from Edit. 

... 

1 file modified 

• Cancel J 

If you don't want to save the file, click on Discard. The file's contents are lost and 
the shutdown procedure carries on. If you want to save the file, click on Cancel. 
This stops the shutdown procedure so that you can save the file. After saving the 
file, start the shutdown again by clicking on Shutdown. 

After your computer has been shut down you will see the following message. 

The c:ompu!&r •s now ready 

to be sw.tdled oft 

Restart 

You can now switch off the computer. 

Other Task manager functions 
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The Task manager is also used 

• to control and monitor tasks and the use of the computer's memory 

• as a means of access to the RISC OS Command Line 

• to enable you to start up your computer exactly the way you want, with specific 
applications running 

• to leave the desktop. 

The Task display is updated dynamically as applications are running This allows 
you to monitor the state of the system. 



Managing the desktop 
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Controlling tasks and memory 
Clicking on the Task manager icon produces a window containing details of the 
current tasks and the use of the computer's memory. You need to scroll or resize 
the window to see all of this display. Memory usage is presented in the form of a 
number and a bar graph. When the bar is displayed in red, you can alter its value by 
dragging the end of the bar. The display's parameters are shown in four distinct 
sections 

• Application tasks 

• Module tasks 

• System memory allocation 

• Dynamic areas. 

Application tasks 

Application tasks lists the applications which are currently running, and how 
much memory they are using. The bars marked Next and Free show how much 
memory is allocated by default to an application when it starts up, and how much 
free memory is remaining in the system; these two values can be changed. 
However, most applications override the va lues allocated to Next and Free, and 
take as much memory as they need (assuming it is available) 

Paint 
NFS Flier 
Printer Manager 
Alarm 
ARPiayer 
Sci Calc 
Characters 
Edit 
ChangeFSI 
Type 1 Converter 

Next 
Free 

64K II 
328KIIIIIalll 
128K IIIII 
224K 11m 

96K II 
192K 1111 
96K II 
24K I 

160K 1111 
320K 111111111 
180K 1111 
640K 

3004K 
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Controlling tasks and memory 
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Module tasks 

The next section, Module tasks. lists all tasks which are running as relocatable 
modules (modules are extensions to the operating system), together with the 
amount of free memory in the module area. 

Resource Filer 
Free 
Display Manager 
Ptnboard 
VProtect 

Free in Module area 23K 1 
Largest block 17K 1 

System memory allocation 

The third section of the display, System memory allocation, shows how the 
computer's memory is used. Some of the values in this section can be changed. For 
example, when using a large number of fonts, the system may begin to run rather 
slowly; increasing the area allocated to the font cache will speed things up. This 
value should not be reduced to less than 32K. (For more information on fonts and 
the font cache. see page 125.) A second candidate for reduction is the System 
sprites memory as this space is not normally used by the desktop . 

• lXII ~ oil •• • • J 
II 

Screen memory 236K -
Cursor System Sound 32KI 
System heap/stack 48K I 
Module area 284K-
Font cache 20KI 
System sprites OK 
RAM disc OK 
Applications (free) 380K-
Applications (used} 832K 
System workspaoe 32K I 

Total 20481< 
!~ I cl -,., .,.. 



Managing the desktop 

Dynamic areas 

The fourth section, Dynamic areas. contains the entry Wimp Sprite Pool. This is a 
special memory area reserved for the sprites used by the Window manager. This 
value is only alterable by applications that use the Wimp Sprite Pool. This area 
may also contain other entries. 

Forcing tasks to quit 

The Task manager can be used to force any of the tasks from the first two sections 
of the display to quit: 

I Position the pointer over the entry for the task you wish to quit and click Menu. 

2 Move to the submenu entry for the task. and click on Quit 

Info 

New task 

·commands 
Task window AF12 

Desktop boot 

Exit 
Shutdown AnF12 

The task will quit, and the memory it was using freed. Although some programs 
(including Edit, Draw and Paint) warn you if there is some work you have not saved, 
not all programs do so; this command shou ld therefore be used with caution. as a 
last resort to force a program to quit. 

Quitting tasks using the system monitor 

The system monitor allows you to remove selected tasks from the memory of your 
computer. It is generally used when you want to remove a task that is misbehaving 
but you do not want to restart the whole computer system again. 

The system monitor is activated by pressing the Alt~Break key combination. This 
displays a dialogue box from which you can selectively quit any of the tasks 
currently running in the computer. 
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When you press Alt-Break the system monitor window displays the current task. It 
then asks you if you want to Stop the task (quit it). go onto the Next Task running 
or Cancel the system monitor window. 

Messaae from Window Manager -

Press Stop to terminate Paint. 

Next Taskl _ Cancel j Stop 

The system monitor also allows you to stop the internal desktop tasks. If you stop 
these tasks you cannot start them again (except by using the command line). The 
in ternal desktop tasks are: Task manager. Filer. ADFS Filer, Resource Filer. Free and 
Mode Chooser. 

You can also stop some tasks. for example printing a file. in a less permanent way 
by pressing the Esc key. 

Command line options 
r-----::T::-as-:-k-· --;-:-

Into 
New task 

Task drsplay 
·commands F12 

Taskwtndow •F12 

Desktop boot ,. 

EXIt 
Shutdown • rtF12 
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The following options are used to access the command line Most users will not 
normally need to use the command line. For more information on the following 
options. see the chapter The command line on page 41 I . 

New task 

To start a new task. move to the New task submenu of the Task menu. This 
produces a box into which you can type any Command Line command. If the 
command causes a task that is not a desktop application to run. any output from 
the task will be displayed in a new window; other tasks will be suspended until this 
task has completed. If the task is a desktop application, starting it from the New 
task submenu is equivalent to double-cl icking on the appli cation. 

"Command 



Managing the desktop 

• Commands 

By selecting • Commands from the Task menu, you can enter Command Line 
Mode. A * prompt appears at the bottom of the screen, and you can enter 
operating system commands. To return to the desktop, press Return at a • prompt 
without entering any other characters on the line. Pressing Fl2 is equivalent to 
selecting * Commands from the Task Manager menu. 

To get back to the desktop. press the Return key on an empty line. 

Task window 

This option allows you to use Command Line mode in a window. If you ever have to 
use the command line for more than a single command. this is the best way to do 
it. To open the window. choose Task window from the icon bar menu. You can 
have more than one task window open. When you open a task window, you will see 
the * prompt You can now enter operating system commands in the window. 
Using the Task window is explained fully in the chapter Tlie command line on 
page 411. 

IQI XI 
• l 

Exit 

Task window 

~ 

IIi 

Clicking on Exit causes the desktop and all tasks to be closed down and replaced 
by the command line. The desktop may be restarted by typing desktop at the • 
prompt. and then pressing Return. 
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Saving your desktop layout 

b1l 
~ 

Once you have a desktop layout on your screen that you would like to use each 
time you start your computer. you can save the layout using the Desktop boot 
option From the Desktop boot option select the Save boot flle box Click on OK. 

There is no need to change the pathname given in the Save boot file box. 

... Task '"'J''':: 
Info ,.. 
New task ,.. 
Task display 
·commands F12 
Task window AF12 S~:~ve boot li 1e 1 

1•:1111111 "" Exit [il 
Shutdown AflF12 

j.Tasks !Boo~{9KJ 

Then when you next switch on your computer. the boot file is used to recreate the 
same desktop that you saved. 

The Desktop boot option is explained in the chapter Modifying the system start-up 
configuration on page 139. 

Tips for making a good desktop boot flle 

Once you have decided on the layout you wish to save, make a note of it and then 
restart your computer and create the layout again. When you've done this you can 
save the Desktop boot file. Creating the layout in this way stops you storing 
extraneous information in your desktop boot file. 

Don't use the Task manager Task display window to change any configuration 
options before you save your Desktop boot file. If you want to change some of the 
configuration options it may be better to change them permanently using ! Boot 
before you save your desktop boot file (see the chapter Setting the desktop configuration 
on page 117). 



9 Power on and Reset options 

The procedure for switching on and switching off your computer has already 
been described in the chapters Switching on and Switching off the computer, both in 

the Welcome guide. This chapter briefly recaps on this and goes on to describe some 
of the more advanced ways of resetting your computer. 

Switching on your computer 
Switch on the mains supply for the computer (at the mains outlet on the wall). 
and that for the monitor (if its power cable is not plugged into the back of the 
computer) and printer (if you have one). 

2 Switch on the mains supply for any external peripherals you may have 

3 Switch on the monitor and printer 

4 Switch on any external devices you have. 

5 Switch the computer on. by pressing the On/Off switch. The green light on the 
righthand side of the computer will light up and the orange hard disc light will 
flash . 

6 Once the monitor has warmed up you will see the initialisation screen and 
when initialisation has finished you will see the desktop. You can now start 
working with the computer. 

a 
RISC OS 3 

© Acom Computers Ltd , 1994 
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\'Protect I .49 (10 Oct 1993 l i!l instaJJcd 
© 199111993 Pine· le Son" arc 
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Switching off your computer 

Switching off your computer 

Task 

Info 

New rask 
Task desplay 

·commands 

When you've been doing some work on the computer and want to switch it off, you 
can simply switch off using the On/Off switch on the front of the computer 
However. you'll lose any unsaved work this way. 

Using the Shutdown option 

·~ .• ,. 
r· 

F12 

2 

3 

Make sure that you save any work you have been doing. 

Move the pointer over the Task manager icon (the Acorn) and click Menu. 

Choose Shutdown from the menu 

Task wtndow 'F12 

The computer checks to see whether you have left any work unsaved. If you 
have. a window appears. asking you if you really want to quit the tile and 
application. Desktop boot 

Exit 

•• 
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If you're su re you want to quit, click on Discard (to discard any changes) . If you 
want to save your work before you switch off. click on Cancel. save the work, 
then choose Shutdown again. 

The computer performs any 'tidying-up' operations necessary, such as quitting 
any applications. logging off any networks to which you may be connected. and 
parking the hard disc drive heads. A window appears when this has happened, 
telling you that the computer is ready to be switched off. 

The oomputer is now ready 

to be switched orr 

I Restart I 

If you now decided not to switch off. you could restart the computer. Click on 
Restart to do this. 

Switching off the power 

Switch off the computer at the On/Off switch. If you have any other periphera ls 
connected to your computer, check in the manuals supplied with them to see 
whether you need to switch them off every time you switch off the computer 

You should always switch off all your equipment if you are not using for long 
periods: for example. overnight. weekends and holidays 



Power on and Reset options 

Resetting your computer 
In certain circumstances you may find it necessary to ·reset' (switch off- then on 
again) your computer. It's easier (and quicker) to reset the computer than to switch 
it off and on again using the On/Off switch. 

Shutdown first 

You should always try to shut down your computer down using the Shutdown 
option on the Task manager menu before resetting your computer. If you have a 
problem with your computer that does not allow you to select the Shutdown 
option you can still reset your computer. however you will lose any currently 
unsaved data. 

Reset procedure 

There are two ways (other than using Shutdown) to reset the computer: 

• Holding down the Ctrl key and pressing the Break key- the best way to reset 
the computer. 

• Pressing the Reset button at the back of the computer- the only way to reset 
your computer if your keyboard no longer functions correctly; this also resets 
your keyboard . 

You should use these methods in preference to switching your computer off by the 
power switch and then on again. 

Computer fails to start correctly 
If your computer gives unexpected error messages while it is starting up or fails to 
start up correctly or at all. try the following actions: 

Reset the computer by holding down the Shift key and then pressing the Break key. 
This displays the Desktop without running any of the ! Boot files. 

If the desktop is displayed correctly, the cause of the problem may be within the 
! Boot application. You should now try to find out why your start-up files caused a 
problem. If you can't see anything on the screen turn to the next section if you can't 
see anytfting on tfte screen. 

Your computer will not behave properly without ! Boot being run during start up; 
once you have cured the problem, you should reset your computer again. 

Restoring the lnltlai!Boot settings 

It is possible to restore the !Boot settings to those that were delivered with your 
computer Double-click on the !ResetBoot application in the Diversions directory 
and follow the instructions displayed on the screen 
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Advanced reset options 
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If you can't see anything on the screen 

There are several problems that could have occurred: 

• You may have chosen the wrong monitor type configuration or a screen mode 
that your monitor cannot display 

• Some part of the configuration memory in the computer has been altered 
wrongly. 

To correct these problems you must use Delete power on to reset the computer 
configuration. This also changes the Monitor type, Colours and Resolution to Auto. 
Monitor type Auto should be usable on all VGA types of monitor. Once you have a 
usable desktop you should select a Monitor type more suitable for your monitor. 

If. after performing a Delete power on the computer still does not display anything 
on the screen. check to if the monitor and computer passes the Self-test routine. 

Self-test routine 

When you first switch on the computer it goes through a power-on self test routine. 
While the test is in progress the screen changes colour and the floppy drive's LED 
flashes once. If the LED flashes more than once. or the screen display continuously 
shows the same colour. a hardware fault has been detected and start-up is halted. 
Contact your supplier for advice. 

Normally the start-up proceeds to the desktop display 

If you cannot see anything on the monitor screen. check that it is connected 
properly. Connection instructions are given in the Welcome Guide. 

Advanced reset options 

114 

This section tells you how to use various advanced reset options such as resetting 
the machine configuration and configuring the specific type of monitor. Most users 
will never need to use the options described here. 

Returning the computer to its Initial configuration 

Switch-on the computer while holding down R or Delete. This resets the CMOS 
RAM configuration to its defau lt state. 

R power on preserves the Econet station number. the country code, the number of 
floppy and hard discs and all bytes relating to expansion cards. All other bytes are 
set to the defau lt state. 

Delete power on only preserves the Econet station number. All other bytes are set 
to the default state. 

However if the configuration protection connector inside the computer is set to the 
'protected' position. CMOS cannot be altered and these options have no effect 



Part 2: 
Desktop configuration 
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10 Setting the desktop 
configuration 

Your computer will function well with the defau lt settings that were set up when 
it was manufactured. However you can change most of the settings that affect 

the computer to suit more closely your own particu lar way of working, by using the 
configuration application ! Boot. Changes to the configuration mostly take effect as 
soon as you make them. and are maintained even when you switch the computer 
off. 

With !Boot you can change the configuration of the 

• hard discs and floppy discs 

• networks and fonts 

• sound and screen 

• windows and memory 

• mouse and keyboard 

• lock and system . 

Warning: You should always keep a saved copy of the configuration of your 
computer so that you can restore the configuration to its original state. See the 
section Saving the system configuration overleaf. 

The table below shows which icons to choose to carry out configuration tasks: 

To set the: Choose Page 

Hard disc drive configuration Discs 120 
Floppy d isc drive configuration Floppies 121 
Network configuration Net 121 
Sound configuration Sound 127 
Monitor configuration Screen 128 
Window behaviour Windows 132 
Memory allocation Memory 125 
Mouse gearing Mouse 123 
Keyboard rate Keyboard 124 
Font configuration Fonts 130 
System configuration System 130 
Password locking Lock 134 
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Changing the configuration 

Changing the configuration 

To start the configuration application !Boot: 

Click on the hard disc icon. 

2 Double-click on the !Boot icon in the directory display. 

This displays the Configuration window: 

@Oil ::J u:.sl 
Discs Floppies Net Screen 

EJ la:al - «f) 
Mouse Keyboard Memory Sound 

IZJ E [gj] ,.., 
System Fonts Windows Lock 

3 To open any of the Configure option dialogue boxes. click on the relevant icon. 
For example, to change the sound system configuration. click on the sound 
icon. 

Saving the system configuration 
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You should always keep a copy of your own configuration file so that if you lose 
your configuration you can easily and simply restore it. The configuration can be 
lost (or partly lost) by 

• the computer's interna l battery failing 

• using special power-on reset combinations 

• using an unwise *Configure command 

• changing the configuration without remembering your initial settings. 

To save a configuration: 

Press Menu over the Configure display. 

2 From the Save option display the Save as dialogue box, showing the special 
Configure icon. 

3 Save it by dragging the icon to a directory display Keep a copy on floppy disc 
in a safe place. 



Setting the desktop configuration 

You may also find it convenient to save more than one configuration. perhaps your 
computer is used by someone else who prefers a different setup from you . 

CQIJfigure 
Info ,. Save as 

~1e1: 1'-

Quit rn 
I Conhgure[ J [Ot< l 

You should keep your configurations on a floppy disc and keep them in a safe 
place. If the configuration in your computer is lost for any reason you will need to 
restore your configuration settings from disc. 

Restoring a configuration 

You can restore a configuration by double-clicking on the configuration file. 

What Is In a configuration file? 

Configuration files record only those features that you can set using the Configure 
application. but not the aspects of your computer's configuration that can be 
changed using the Command line. You should keep a separate note of changes you 
make to the configuration via the command line. For more information about 
commands avai lable from the command line. read the chapter The command line on 
page 411. 

The configuration file may prove particularly useful if you are running an 
application that uses a large proportion of the computer's memory. Such an 
application's documentation should contain advice about how to change 
configuration details so as to release as much memory as possible. but this may 
produce a configuration that. while it is useful for a particular application. may not 
suit your usual requirements. 

You could therefore save several configuration files. each optimised for a particular 
application or way of working that you cou ld use whenever necessary. 

Making sure configuration changes take effect 

Some of the configuration options do not take effect instantly, they require the 
computer to be shutdown and restarted before the options take effect. For example 
the Use ArthurLib option in the Net window and al1 the Memory options only take 
effect after a shutdown and restart. 

To exit from the configuration screen. click on its Close icon or choose Quit from 
the menu. 
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The configuration windows 
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The configuration windows 

Discs 

WJii[[3 
Discs 
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The configuration windows use some special conventions: 

• When you click on the menu icon a menu is displayed. You can also click Menu 
to display the menu. 

• When you type a number or word into a box. make sure you always press 
Return, otherwise your typing will not be remembered by the computer. 

Click on the up and down arrows to change the number of hard disc drives you 
have in your computer. 

You can have 

WJii[[3 

I.~.S~ndown delay I I · SCSI ha<d discs 

• up to two IDE hard discs 

• up to four SCSI hard discs. 

Oft 

Set 

Usually your computer will only support one type of hard disc (IDE or SCSI) . Look 
in your Welcome Guide to find out which type of disc your computer has. Consult your 
supplier if you are in any doubt. 

When you have selected the number of hard discs. click on OK to make the 
changes. Do not select a different number of hard discs from those actually in your 
computer as this may cause problems. 

IDE drives support Splndown delay. This is the interval between the last disc 
access and the disc drive motor being turned off. Once the motor is turned off. the 
drive is reactivated (the motor is turned on aga in) as soon as you access the hard 
disc. For most disc drives Spindown delay is not activated and cannot be used. 



Floppies 

II .... ::!Jl 
Floppies 

Net 

Setting the desktop configuration 

Click on the up and down arrows to change the number of floppy drives you have 
so that they reflect the number in your computer. 

disn C:Jrives • 

Set I 

When you have selected the number of floppies, click on OK to make the changes. 
Do not select a number of floppies different from that actually in your computer. 

This option is only available if you are connected to an AUN or Econet network. 

Net ·t ·,; 

This station fi[ 130 12 

File server P .-I --Ja-c-kd_a_wJ,.--------,1 JJI 

Print server ~~ I VIOLET l:tdl 
~...!'.!; . • 

P" Use Arthurlib 

Broadcast Loader 

['7 Enable 

_j Colour hourglass when used 

This station 

This gives the Net station number of your computer. The number before the dot is 
the net number, common to all computers on your net. The number after the dot is 
the station number of your computer; it is set by your network manager. 

Fileserver 

This sets the file server (by number or name) that will be selected by default when 
you click on the Net icon bar icon, in order to log on to a network. 
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Net 
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Display the list of possible file servers by clicking on the menu icon. Click on a 
server name to select it. 

Print server 

This sets the printer server (by number or name) that will be selected by default 
when you use the printer manager (!Printers) to print to a remote network printer 

Display the list of possible printer servers by clicking on the menu icon. Click on a 
server name to select it. 

Use ArthurLib 

If this box is ticked. the library directory S.ArthurLib is selected after log on. If this 
box is not ticked. then the library directory $.Library is used. Your network manager 
will tell you which option to use. This option is not set immediately; the computer 
has to be reset before this option takes effect. 

Broadcast Loader 

Click on Enable to activate the Broadcast Loader. The Broadcast Loader is used to 
increase performance when loading application software from file servers in a busy 
environment. It should normal ly only be used with Econet networks. 

Clicking on Colour hourglass when used displays the hourglass in a different 
colour during Broadcast Loader operation. If you have this option set. the 
hourglass changes colour. going red when re~broadcasting a request and green 
when receiving a rebroadcast. 

This network software operates without you having to take any action. If a message 
packet fails it is automatically re-requested. 

Ask your Network manager for more information about using Broadcast Loader. 

For more information about networks. see the chapter Communicating with other 
computers on page 63. 
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Mouse 

rJ 
Mouse 

Setting the desktop configuration 
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This dialogue box sets up the mouse configuration options. 

• • M:>u se speed 

slow .) J (i' .) J fast 

Type I Standard mouse 

Drag delay ITJ I...\ 

Drag start distance 0 I...\ 

Double click oolay 0 !....::. 

Double click canoe! distance 0 I~ 

Mouse speed can be set from slow to fast. The faster the speed set. the quicker the 
pointer moves around on the screen. 

Type is the type of mouse used with the computer. The Acorn mouse is defined as 
the Standard mouse. You can use a Microsoft or Mouse Systems type serial mouse 
connected to the serial port. If you do. change the mouse type accordingly. 

Microsoft serial mouse 
Mouse Systems serial mouse 
Standard mouse 

Don't choose the wrong mouse type. otherwise your computer may not operate 
correctly 

Drag delay is the amount of time you need to hold down the mouse button before 
the computer decides you are starting a drag. The default is 5 tenths of a second. 

Drag start distance is the distance you can move a mouse before the computer 
decides a drag has occurred. The default is 32 OS (operating system) units. 

Double click delay is the time interval in which two successive clicks are 
interpreted as a double-click. The default for this option is I 0 tenths of a second. 

Double cUck cancel distance is the distance you can move the mouse during a 
double click operation before the double-click is cancelled. The default for this 
option is 32 OS units. 

Values that differ greatly from those above may give rise to very strange effects with 
some applications. 
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Keyboard 

Keyboard 
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liiiii:ll This dialogue box sets up the Auto repeat and Caps Lock options for the keyboard. 

Ke~d C)~~====~~:]K~~~~======~ 

P" Enabled 

Delay for ~ I_: centiseconds 

then repeat every [!] /...,\ centiseconds 

.) On (e Off ..) Shift caps 

Auto repeat 

This option controls how quickly characters are repeated when you hold down a 
key on the keyboard . 

To turn on auto repeat. cl ick on the Enabled box. 

The Delay for rate is the time interval before a key starts to autorepeat. Use the 
arrow keys to adjust this rate. The default value is 32 centiseconds. 

The repeat every rate is the time interval between the generation of auto repeat 
characters. Use the up and down arrows to adjust this rate. The default value is 8 
centiseconds. 

Caps Lock 

This option configures the state of the Caps Lock key when the computer is turned 
on Choose one of the following options by clicking on its radio icon (button) 

On configures Caps Lock to be on- when you type you will see uppercase letters. 

Off configures Caps Lock to be off- when you type you will see lowercase letters. 

Shift caps configures Caps Lock to be on- when you type you will see uppercase 
letters. However holding down the Shift key will produce lower case letters. which 
does not happen when On is chosen . 

In normal use Caps Lock should normally be configured Off. 
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Setting the desktop configuration 

You can change the al located memory by clicking on the up arrow to increase 
memory and on the down arrow to decrease memory. Alternatively you can cl ick 
over the numbers and type in your alternatives. Remember to press Return when 
you have finished typing a number. If you change any of these options you must 
reboot the computer, otherwise the changes will not take effect. 

!fu~ 

Screen memory 0 
System hea~stack 0 I. KBytes 

Mxfule area 0 {_' KBytes 

Font cache 0 r.: KBytBs 

Font cache limit 0 1.' KBytes 

System sprites 0 I KBytes 

RAM disc 0 I. KBytes 

Screen memory 

This reserves an area of memory for use by the screen. Normally you will not need 
to reserve any screen memory, since the memory required for the screen is taken 
automatically if it is available. However if you are low on memory and wish to 
reserve some for the screen, use this option. 

System heap/stack 

This reserves extra memory for the System heap over and above that needed 
initially by the system. We recommend that you leave this value at zero (0) unless 
you have a specific application that requires a different setting. 

Module area 

This reserves memory for modules that will be loaded from disc. This is extra on 
top of the area used by the ROM modules. We recommend that you leave this va lue 
at zero (0). unless you know that an application you will be using has a large 
number of RAM modules. Even then this will not be a problem unless you are 
running short of memory. 
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Font cache 

This reserves an area of memory for fonts. If you seldom use fonts you should set 
this to a small value. about 32Kbytes. If you are making extensive use of fonts. 
using a publishing or drawing application for example, then a larger font cache 
may help- about 256Kbytes. The size of the font cache depends on the font 
characteristics and the screen mode you are using. However the font cache can 
grow to the size defined by the font cache limit option if the free memory is 
available. See the appendix The Font manager on page 491 for more information 
about fonts. 

Note: Do not set the font cache below 32Kbytes. If you choose to use sub-pixel 
anti-aliasing (see page 130) with your font you should allow more font cache as 
this technique takes up more font cache space. For example if you use 
Homerton.Medium as your desktop font, you need a font cache of 32Kbytes. 
However if you use the same font and size with sub-pixel anti-aliasing turned on, 
you need 128Kbytes. If you see an hourglass on the screen as the desktop is 
redrawn you may need to increase the font cache size. 

Font cache limit 

This value specifies the maximum size to which the cache may grow. When the 
cache reaches this setting, old fonts are deleted from the cache as new ones are 
added If this value is zero or smaller than the Default font cache then the cache 
will not expand. If you are using several fonts then you may want to set this to a 
high value such as 256Kbytes. If your computer contains more than 4MBytes or 
memory you can set this to a higher values such as 512Kbytes 

System sprites 

This is an area for use by system sprites. This option can normally be set to zero. 
Some games may require a small sprite area (approximately 32Kbytes). 

RAM disc 

This creates a RAM disc of the size you have specified. The RAM disc icon appears 
on the icon bar. Unless you always use the RAM disc it is probably less wasteful of 
memory to start the RAM disc from the Task manager when you want it. 

These memory allocation options are not set immediately. The computer has to be 
reset before these options take effect. 

Your Desktop boot file overrides these settings 

When you save a Desktop boot file. the values of the Font cache, System sprites 
and RAM disc are saved in the Desktop boot file: these values are taken from those 
in the Task Manager configuration window. 
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Sound 

WaveSyntll·Beep 
SIM\} lib· Soft 
Strlnglib·Piuck 
Stringlib·Steel 
Stringlib·Hard 
Percussion·Solt 
Percussion ·Medium 
Percussion-Snare 
Perwssion-Noise 

Setting the desktop configuration 

These values may be different from those set up in the !Boot/Configuration 
window (for example, altering the Task manager will result in different values) 

Once you have saved a Desktop boot file, altering these values in the Memory 
window of !Boot/Configuration has no effect, since the values in the Desktop boot 
file override those in the configuration files. 

The only way to allow these settings to take effect is to save a new Desktop boot file 
or edit the existing Desktop boot file. 

For more information refer to the chapter Modifying the system start-up configuration on 
page 139. 

This dialogue box sets the Sound configuration. 

10. 
WaveSynth-Beep 1dJ 

[!] /~ 
tJ' Quiet beep J Loud beep 

Volume 

Sound volume sets the volume of the computer's speaker. This controls the overall 
level of sound output from any sound-generating activity. 

Voice 

This sets the voice which will be output by the first of the computer's eight sound 
channels. Since this is the channel used by the beep, you can use this setting to 
change the type of beep to any of the installed voices. 

Click over the menu icon to display a list of installed voices; choose a voice by 
clicking on it. You can also cycle through the voices using the up/down arrows. 

Beep 

This sets the level of the computer's standard beep, used for giving warnings, 
drawing your attention to error messages, and the like. The 'meaning' of Quiet and 
Loud is determined by the value you have set for Sound volume: a Loud beep is 
not quite as loud as the highest value you have set the volume. 
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[C)] 
Screen 

Monitor tvoe 

Acorn AKF 50 

Acorn AKF60 

Acorn AKF 80 

Auto 

This window sets up the Screen configuration parameters. 

Screen 

Monitor type j Acorn AKF60 
Colours (,..-.:...__1_6_c_ol_ou_r_s __ ..,...... 

Resolution ! 800 x600 

Blank delay I 
Background texture 

JNone 

..)3 .J J 

Off 

<i' s ..,) ..) Random 

I _jlighter Try 

Defau lt Cancel Set 

When you have finished setting up the parameters click on the OK button. If you 
have made changes in the window but don't want to save them. click on Cancel. If 
you want to bring the screen into a known state click on the Default option. 

Monitor type 

Click on the Menu icon to display a list of monitors that are supported. Find the 
monitor that you are using and choose it by clicking on the monitor name. 

If your monitor is not listed, the Auto option should enable the use of your 
monitor, but it probably won't make full use of all of its facilities. 

Note: When you change the amount of Video RAM (VRAM) in your computer, the 
computer only recognises the change if you reselect your monitor type. You will 
then have access to a new range of options in the Display manager. 

If you want to use an alternative monitor type with the computer you should 
contact your supplier for more information. 
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Changing the monitor type configuration 

If you have chosen the wrong monitor type configuration and screen mode 
combination for your monitor, you may not be able to view or use the desktop. 

To return to a screen combination that is usable. you must use Delete power on to 
reset all the CMOS bytes. This also has the effect of changing the Monitor type. 
Colours and Resolution to Auto. 

Monitor type Auto should be usable on all VGA types of monitor. Once you have a 
usable desktop, you should select a Monitor type more suitable for your monitor. 

Colours 

Click on the Menu icon to display the colour selections that are supported. Initially 
we recommend that you choose either a 16-colour selection or a 256-colour 
selection. If you find you always work with more colours you can change th is 
selection. 

Resolution 

Click on the Menu icon to display the desktop resolutions that are supported by 
your monitor We recommend that you use a square pixel mode such as 640x480. 
800x600 or I 024x768. Square pixel modes keep the proportions of objects 
constant. If you find you always work with other resolutions. change this selection. 

Blank delay 

This controls how long the interval is between the last key press or mouse 
movement and the screen blanking (turning black). Moving the mouse or pressing 
a key switches the monitor screen on again. 

Note: There may be interference on the blanked screen if a sound is played while 
the screen is blanked out. This is nothing to worry about. 

Background texture 

This allows you to choose one of seven different background textures for the 
desktop, or. if you prefer, no texture at all. You can also click on the Lighter button 
to get a lighter version of each texture. You can try out the background before 
choosing it by clicking on the Try button. If you would like a different background 
each time you start the computer. click on the Random button. The None option 
gives the standard grey background. 
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~ This window is used to update your computer system with replacement parts of the 
IJ..Zj operating system or additional extensions required by applications. These parts 

System are called modules and are supplied in an application called !System. 

E 
Fonts 

To add a !System to your computer drag the !System icon you wish to add over the 
I System icon in this screen. Updating the !System may take a little while. as the 
modules are read from the disc and then stored in the computer. 

Oroptl1e new !System direct()(}' 
here to merge it with !System 

This dialogue box allows you to change the font configuration. 

Anti-alias up to 32 point 

Cache bitmaps up to 32 I , point 

Sub· pixel anti-aliasing 

horizontal up to I Off 1 _' point 

vertical up to I Off 1 point 

Desktop font 

Drop new !Fonts here to ra. 
merge them with !Fonts l.E 

~I 

The Font manager uses a technique called anti-aliasing to improve the quality of 
fonts. This technique blurs the jagged edges of characters making them look much 
smoother. All character sizes are given in points. A point is equivalent to 1172 of an 
inch. 
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Anti~alias up to 

Click on the arrows to place an upper limit on the size of anti -a liased fonts. Fonts 
in larger sizes are usually printed without anti-aliasing. Larger fonts benefit less 
from anti~aliasing. and since an anti-aliased font occupies a lot more memory than 
a non-anti-aliased font, it is not worth displaying large fonts with anti-aliasing. 

The value given here should never be set to less than 12 points as this is the size of 
the text used by the desktop. 

Cache bitmaps up to 

Click on the arrows to specify the largest bitmap font size which is to be kept in the 
font cache. This value should normally be set to the size of the bulk of the text in 
any particular document. 

Fonts in the font cache are stored as bitmap fonts. Bitmaps allow speedy text 
drawing to the screen. Fonts larger than this size will be drawn from outlines 
directly to the screen without caching and without anti-aliasing. 

If the cached bitmaps va lue is set high, and you are using a few large fonts - for 
headlines. perhaps - they may take up all the font cache, flushing out smaller 
fonts. The smaller characters will then have to be cached again when needed. This 
effect can slow down printing and the display. 

This parameter is relevant for the printer, especially if you are printing documents 
with a lot of text. Its ideal value depends on the screen mode, printer type and the 
printer resolution . 

If you have are printing at a high resolution, you may wish to increase the value of 
this parameter. 

Sub~plxel antl~aliasing 

This controls a refinement of anti~aliasing in which four separate versions of each 
character are retained. This can have a beneficial effect on the qua lity of characters 
(on the screen) at small point sizes. However it is heavy on computing power and 
may result in unacceptably slow screen updates. Therefore this parameter should 
not normally be changed from its default value of off. 

If you use this option you wi II need to increase your font cache: see page 125 for 
more information. 
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Bold 
Bold.Oblique 

./Medium 

Medium.Oblique 
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Desktop font 

The menus and directory displays on the desktop can be displayed using any of the 
text fonts available on your computer. To choose a font. click on the Menu icon and 
choose the font that you want to use. All fonts are displayed at l2pt size. The 
standard desktop font is Homerton.Medium. We recommend that you only choose 
between Homerton.Medium and System font as the standard desktop font 

Merging !Fonts 

This part of the window is used to add fonts to the computer. Fonts normally come 
supplied in a !Fonts application. To add the fonts to the computer's internal !Fonts 
application (hidden within !Boot) you drag the !Fonts icon that contains the new 
fonts to the !Fonts icon in this window. Updating the fonts will take a little while as 
the fonts are read from floppy disc and stored in the computer. 

Clicking on the OK box redraws the screen using the values you have set up with 
this window. 

If you want to understand more about how the Font manager operates. you should 
read the appendix The Font manager on page 49 I. 

This window is used to configure the way the desktop windows behave. 

I 

[7rnteractive file copying 

Instant dragging 

I {7Move [7 Horizontal scroll 

[7 Vertical scroll (7 Resize 

2!.U None l 

Allow windows off-screen 

(7 to bottom and right 

(7 to top and left 

17 Beep when an error occurs 

l7 Open submenus automatically 

(7 Textured window backgrounds 

_j20 window tools 
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Interactive file copying 

This option allows background Filer operations; it allows you to do something else 
while you are carrying out a Filer action such as copying. This option is normally 
enabled, allowing Interactive file copying. 

If you Interactive fi le copying is disabled, the desktop cannot be used while the 
Filer copying operations are in progress. Not using Interactive file copying can 
sometimes result in quicker Filer operations 

Instant dragging 

When set, these options update the screen as a window is dragged, resized or 
scrolled. There are four possible states, any of which can be on or off. When these 
options are ticked, the screen is updated instantly, when off. only a dotted outline 
moves until you have fin ished the drag. Using outline moves is sometimes quicker 
than instant moves: 

• Move gives instant effects when you move a window around the screen. 

• Resize gives instant effects when you resize a window. 

• Horizontal scroll gives instant updating of the windows' contents when using 
the horizontal scroll bars. 

• Vertical scroll gives instant updating of the windows· contents when using the 
vertical scroll bars. 

Click on AJI to select all of these options and None to deselect them all. 

Allow windows off-screen 

Windows can be dragged off screen so that part of the window is not on the 
desktop. You cannot lose a window. since part of the Title bar is visible on screen: 

• to bottom and right means that you can drag windows off the righthand and 
bottom edges of the screen. 

• to top and left means that you can drag windows off the lefthand and top 
edges of the screen. 

Beep when an error occurs 

This causes a beep to sound whenever an error box is displayed on screen. 

Open submenus automatically 

This option allows submenus and dialogue boxes to display automatically after a 
short delay Submenus are indicated by a righthand arrow on the menu 
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Textured window backgrounds 

This option allows you to have textured backgrounds on your desktop windows. 

20 Window tools 

This option changes the look of the main window icons so that they no longer have 
the three-dimensional look. 

I") The Lock screen can be used to give the computer password protection. this 
enables you to protect your hard disc and computer configuration against 

Lock unwanted changes. 

Once the computer has been given a password you can choose whether the 
computer is locked or un locked. 

The computer can be in one of three states: 

• No password set 

• Password set - computer unlocked 

• Password set - computer locked 

No password set 

This is how the computer is delivered. The computer is fully unlocked: 

• All of the hard disc can be read from and written to. 

• All of the computer's software configuration can also be modified. 

Password set - computer locked 

You have set a password using the Lock window 

• On the hard disc only the Public directory can be written to. All parts of the 
hard disc can be read from. 

• None of the computer's software configuration can be modified. 

The computer must be unlocked (using the Lock window) before other parts of the 
disc or the configuration can be altered. 

Each time the computer is switched on (or reset) it starts up locked 

Password set - computer unlocked 

You have set a password using the Lock window and you have explicitly unlocked 
the computer using the Lock window. 

• All of the hard disc can be read from and written to. 



Setting the desktop configuration 

• All of the computer's software configuration can be modified. 

Each time the computer is switched on (or reset) it reverts to being locked. 

Setting the password 
Click on the Lock icon; this displays the Lock window: 

Od password I! I 
~=======::; 

New password I I :=:=======::; 
New password I I 

'----;-----:-;::::::====; 
Change password I Cancel II Loci< I 

2 Set the password by clicking in the New password box and typing in your 
password. It must be five characters or longer. 

3 Use the down arrow to move to the next New password box and type the 
password in again. 

4 Click on the Lock button. 

You' ll see that the configuration window has changed. Now only the Lock screen 
can be used. Your computer is locked. 

=ro~x~--------~~~--.----~~---

n 
Lock 
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Changing the password 
Click on the Lock icon; this displays the Lock window: 

Old password IJ I :===========: 
New password I I :====== ====: 
New password I I 

~----------~~~ 
Change password I Cancel I G k I 

2 Type your existing password in the Old password box. 

3 Set the new password by clicking in the New password box and typing in your 
password. It must be five characters or longer. 

4 Use the down arrow to move to the next New password box and type the 
password in again. 

5 Click on the Change password button. 

Removing the password 

If you have a password and want to remove it so that there is no password on the 
computer: 

Type the password into the Old password box. 

2 Click on the Change password button. 

OldpasswordiJ I :======== 
New password I I :======= 
New password I I 

~--------~~~~ 

Change password I Cancel I ~ j 

This restores the computer the way it was delivered with no password at all. 

Locking the computer 

If you have set the password and unlocked the computer you can lock the computer 
again: 

Click on the Lock icon this displays the Lock window. 

2 Click on the Lock button. 

Your computer is now locked. 
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Unlocking the computer 
Click on the Lock icon; this displays the Lock window 

Old password 1--... 1 I 

New password I I 
New password I I 

Change password I Cancel II UnlOCk I 

2 Click in the Old password box and type in your password. 

3 Click on the Lock button. 

Your computer is now unlocked. 

Using the hard disc with a locked computer 

With a locked computer you can sti ll read files and load and run applications on 
the hard disc. You can also write files, directories and applications to the Public 
directory in the root directory of the hard disc. 

However you must already have created the Public directory. Floppy discs are never 
locked. 

Using applications with a locked computer 

Some applications automatically write information to the hard disc as they are 
started or during use. If your computer is locked then this cannot occu r. 

!Alarm usually saves its alarm files onto the disc. You can't do this with a locked 
disc so you'll see an error message. However you can explicitly save your alarm file 
to the Public directory; see Alarm on page 317 for detai ls on how to do this. 

!Printers cannot be modified while the disc is locked. 

Applications that save configuration details using a Save choices option cannot 
be changed: !ARPiayer for example. 

You cannot use the Desktop boot option in the Task manager to save a new boot 
file. 

Protecting the computer against tampering 

Even with a computer that has been password locked. the computer can still be 
tampered with if a user performs a command to reset the computer configuration­
a Power-on Delete. To overcome this problem a special configuration protection 
connector inside the computer case can be changed so that a configuration reset 
cannot be performed. 
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When the configuration protection connector is in place the configuration cannot be 
affected by a configuration reset. The procedure for setting this connector is given 
in the Welcome Guide. To protect against tampering with the connector you should 
also lock the computer case with a padlock. 



11 Modifying the system start-up ~ 
configuration 

T his chapter explains how the computer operates when you switch it on. It 
• covers the processes involved between switch-on and the time when you can 

start working. These processes are started and controlled by the ! Boot application. 

The !Boot application is always stored on the hard disc in the root directory Click 
on the hard disc icon and you will see it. 

Never move or delete !Boot; your computer may not work If you dol 

If you want to alter the way in which the computer starts up you need to change 
some of the files within !Boot. If you've used the Save Desktop boot file option 
from the Task manager you already know of one way to make changes to ! Boot. This 
chapter shows you how change ! Boot by hand. This chapter will tell you how 

• to save a Desktop boot file 

• to change the contents of a Desktop boot file 

• to use the !Boot application 

• to modify some of the files in 'Boot 

• to update the resource applications !System and !Fonts directly 

• to modify the contents of the icon bar Apps directory. 

Saving all of !Boot 

! Boot is one of the most important applications on your computer. Without it your 
computer will not operate correctly You should make sure that you save a copy of 
!Boot on a noppy disc before you start changing any configuration parameters 
within !Boot You should follow the directions given in Backing up hard discs on 
page 51 . Follow the procedure given there. but only drag !Boot to the noppy disc 
directory display 

You could also make a copy of! Boot on the hard disc so that you can quickly copy 
back a working ! Boot if you have problems. When you copy ! Boot. give it a different 
name (for example, Bootcopy) that does not begin with an exclamation mark. This 
ensures that the computer does not think it is an application. You can also restore 
the !Boot file to its factory defaul t values using the !ResetBoot application in the 
Diversions directory. 
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The Desktop boot file allows you to save the current working environment- the 
Desktop- so that when you next switch on the computer you wil l see the same 
environment again. The Task manager chapter (page I 03) gives basic information 
about how to create and save a Desktop boot file. 

What a Desktop boot file saves 

The Desktop boot file can save 

• applications running on the icon bar 

• changes made to running application defaults 

• the Pinboard and backdrop 

• network connections 

• system configuration changes. 

The Desktop boot files tell the computer to start up certain programs and to set 
certain options each time you start up the computer. For instance you could start 
up Edit and Alarm. and then log onto your file server. 

The following section shows you how to make a Desktop boot file and how to 
modify it to include your own commands and scripts. 

Making a Desktop boot file 

To create a Desktop boot file, follow these steps: 

Make a list of exactly what you want your Desktop boot file to do. 

2 Save any files you are working on. 

3 If your computer already has a Desktop boot file you should delete it (see 
page 145) 

4 Shutdown and then restart your computer. 

5 Set up your desktop just as you want it to look when you switch on. This might 
include 

• starting one or more applications 

• opening one or more directory displays 

• loading a printer driver 

• logging on to a network. 

It is important that you do not do anything that you don't want to have in your 
Desktop boot file. as otherwise your Desktop boot file stores unwanted 
instructions. 
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6 When you are ready. press Menu over the Task manager icon and move to the 
Desktop boot option and display its dialogue box. which looks like th is: 

. Task ~-" 

Info "' New task "' Task display 

·commands F12 

Task window "F12 $ave boot file 

'•II'HMM I'? 

~ Exit ' 

Shutdown "fiF12 
, .Tasks. !Boo~~~ 

7 Save the file by clicking on OK. 
Don't change the path name given in the Save box. 

Now, each time you switch on or reset your computer. the Desktop boot file is used 
to start up and display the desktop in exactly the way it looked when you saved the 
Desktop boot file. 

Inside the Desktop boot file 

It is fairly easy to inspect and edit your Desktop boot file. 

Finding the Desktop boot file 

The Desktop boot file is stored in the following file. 

ADFS: :HardDisc4 .$. !Boot . Cho ices . Boot . Tasks . !Boot 

Remember to view the contents of an application directory such as 'Boot, hold 
down the Shift key when you double click on the application. 

To view the Desktop boot file. start !Edit and then drag the Desktop boot icon onto 
the Edit application icon on the icon bar. 

Inside the Desktop boot file 

This section looks at the typica l lines found in a Desktop boot file. You don't need 
to know these details to use a Desktop boot file. but an understanding may be 
useful if you decide to edit your Desktop boot file. To look at a Desktop boot file. 
drag the boot file icon from the Save boot file box to the Edit icon. You'll find out 
how to change this file on page 143. 

The following example uses typical entries and values; however these may be 
different or not present on your computer. 

141 



Desktop boot files 

142 

WlmpSiot ~next 640K 

This gives the amount of memory allocated to the next application. usually 640KB. 

ChangeDynamlcArea ~FontSlze 32K 
ChangeDynamlcArea ~SpriteSlze OK 
ChangeDynamlcArea ~RamFsSize OK 

These give the amount of extra memory reserved for Fonts, the Sprite cache and 
the RAM disc. If you have used the Task manager to change these values, those 
changes are saved here and will override any set by the !Boot configuration 
window. 

If you have not purposely changed these three settings it is a good idea to delete 
them from the Boot file. You can then change these settings using the! Boot 
configuration window. 

ColourTransLoadlngs &2 &4 & I 

This gives the colour balance used by the desktop. This should not normally be 
changed 

Desktop SetPalette 

This tells the desktop which set of colours to use. This reflects the settings chosen 
using the Palette. 

net:logon :Business Steve 

This line logs Steve onto the fi le server 'Business·. 

Filer_OpenDlr adfs::HardDisc4.$ 2 7 J 2 712 188 ~sn ~sl 

This line causes the root directory of the disc HardDisc4 to be displayed when the 
desktop starts up. The numbers define the position of the display on the desktop 
and the parameters -si and -sn define the format: small icons and sorted by name. 
The position of directory displays on the screen is given in OS (operating system) 
units and. the display type given with one or more of the following parameters 

• -li, large icons 

• -si. small icons 

• -fi, full information 

• -sn, sort by name 

• -st. sort by type 

• -ss. sort by size 

• -sd. sort by date . 
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Filer _Boot adfs: :Hard Dlsc4.$.Apps. !Alarm 

This line defines a file stored in a directory, in this case the Alarm application. It 
causes the application's location and sprite to be stored in memory so that when 
the application is looked for. the computer know where to find it. 

You can edit the Desktop boot file to add Filer_Boot lines. Adding lines for files in 
frequently-used directories will speed up open ing these directories (the first time) 
but will make starting up or resetting the computer take longer. 

RMEnsure VProtect 0 RMRun System:Modules.VProtect 

This runs the virus protection module VProtect. It protects your system against 
viruses. 

Pin board 
Backdrop -T ADFS::HardDisc4.$.1Boot.Resources.Configure.Textures.T6 

This starts Pin board and displays the desktop backdrop you have chosen from the 
!Boot Screen configuration window. 

Run adfs::HardDisc4.$ .Apps.!Edit 

This starts the Edit application so that its icon appears on the icon bar You can 
edit the Desktop boot file to run any applications by using the Run command 
followed by the pathname of the appl ication. 

Set Edlt$0ptlons Fl3 B I W8 H 12 NTrlnity.Medlum 

This sets up some configuration options for the Edit application. These options are 
saved automatically when you save your Desktop boot file 

You can set up the configuration options for many different types of application 
Details of configuration options for each of the applications in the application 
suite can be found in the appendix Configuration information on page 497 

It is possible to store configuration options for applications that are not loaded 
immediately. These configuration options are kept in memory and used when the 
relevant application is loaded. 

Editing the Desktop boot file 

Changing application parameters 

Most of the applications in the application suite have a set of parameters that tel l 
the applicat ion how to behave. These parameters can be saved then edited 

For example. if you use run Edit and then perform a desktop save. the following 
lines could appear in the Desktop boot file. 
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Set Edit$Options FB D NCorpus.Medium 
Run ADFS : :HardDisc4 .$.Apps. !Edit 

The line beginning Set tells Edit to display the text colour in dark blue (FB ). 
leaving the background white, switches word wrap on (D). and sets the font to 
Corpus. Medium (NCorpus. Medium). 

Occasionally you might want to edit out the Run line so that the application is not 
started. This will leave the Set line which contains the parameters you use with 
your application. Now, whenever you start your application. it will use the 
parameters that are in the appropriate Set line. Editing your file in this way lets you 
set up parameters for your applications without actually starting them. 

You should be careful when experimenting with Desktop boot files. It is very easy 
accidentally to save a Desktop boot file and in doing so wipe out your current 
Desktop boot file. Make a copy of your current Desktop boot file before you start 
experimenting, or save the resu ltant Desktop boot files with a name other than 
! Boot. You can then use Editto copy the relevant parts of the files into a new ! Boot 
file. 

Any file can be made a Desktop boot file simply by giving it the file type Desktop 
(Use the Set type option in the File menu). and saving it as: 

ADFS: :HardDisc4 . $ . !Boot. Choices .Boot .Tasks. !Boot 

Desktop boot file overriding the CMOS RAM settings 

When you run a Desktop boot file. it may be set to override some CMOS RAM 
settings that are set by the !Boot configuration application. This can cause 
confusion. If you have saved a Desktop boot file and then change these parameters 
using ! Boot configuration . the changes don't have any effect This is due to the 
boot file overriding the configuration settings. The following settings are affected: 

• Font cache size 

• Sprite cache size 

• RAM disc size. 

If you are not changing these settings you may want to delete them from your 
desktop boot file so that changes you make using !Boot configuration are used 
correctly. 

Pre RISC OS 3 applications 

Applications written before RISC OS 3 was released cannot automatically be saved 
using the Desktop boot option in this way. However. you can still add lines to your 
Desktop boot file by hand. 



Modifying the system start-up configuration 

The following l ine runs the application !OidApp. 

Run adfs: :HardDisc4.$. !OldApp 

Changing the name of your hard disc 

When you create a Desktop boot file. the file includes the name of the hard disc. If 
you rename your disc, or move your auto-loaded applications. the Desktop boot 
file may cease to work unless you edit or reconstruct it. 

Moving applications 

If you use the Desktop boot fi le to load applications you must not move those 
applications to a different d irectory unless you also change the Desktop boot file to 
reflect the changes. If the Desktop boot file cannot find an application or file it 
simply ignores the instruction and continues. 

Deleting a desktop boot file 

If you've created a Desktop boot file that you no longer wish to use. go to the 
directory 

ADFS: :HardDisc4 . $ . !Boot . Choices . Boot . Tasks 

and delete the !Boot file that is in that directory. 

Inside the !Boot application 

This section is not essential reading, if you don't feel you need to know about the 
!Boot application you can skip this section. 

The !Boot application is a collection of files and applications that are used to 
control the desktop. You won't need to know about all of them, just the few 
essential ones of which the most important is the Desktop boot fi le we have just 
described in the previous section. 

When you switch on your computer the first action the computer takes after 
completing its hardware tests is to read a file called PreDesktop. This sets up 
essential operating system and desktop parameters. It then reads the Desktop 
boot file (also called !Boot): this controls the way the desktop starts up and is 
described in detail at the start of this chapter. After this the computer is ready to 
use. 

The !Boot application also contains the essential resource applications that most 
applications use; !System. !Scrap and !Fonts. It also contains the configuration 
application !Configure (described in the chapter Setting the desktop configuration on 
page 117). 
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The PreDesktop file 

The PreDesktop file is used to configure the computer for particular purposes. You 
won't normally need to change any of the parameters in this file. But if you do need 
to change the way your computer works. put any changes in this file. Examples of 
how to use this file are given in the file itself. 

The PreDesktop file has the following pathname: 

ADFS: :HardDisc4.$. !Boot.Choices . Boot.PreDesktop 

The PreDesktop file can be edited with !Edit. Load the file by dragging the 
PreDesktop file over the !Edit icon on the icon bar. 

Aliases 

This section is used for setting system aliases. This part of the file is only of use if 
you use the command line interface. 

Paths 

This section of the file is used for defining standard paths and directories It is only 
of use if you are programming. 

Options 

A section for placing other options that may need to be set up. 

ResApps 

This section registers applications with ResourceFS for display in 
Resources:S.Apps: the Apps directory on the icon bar. Clicking on the Apps 
directory on the icon bar displays all the applications that have been registered in 
this section. 

The line in the file registers all the applications currently in the Apps directory on 
the hard disc. You can also add other your own choices of application here using 
the AddApp command. 

For example: 

AddApp Boot: ·.Apps. !* 

This command adds all the applications (! • means 'all files starting with a !')in the 
directory Apps 

You can add other directories or just single applications using the command 

Add.App 



Modifying the system start-up configuration 

For example 

AddApp ADFS: :HardDisc4.$.Utilities. !ChangeFSI 

Mise 

A section for placing additional instructions such as 

• modules and sprite files to be loaded 

• obey files to be run 

• directories whose ! Run fi les are to be run 

Resource applications 

Inside !Boot. there are three resource applications; these resources are used by the 
computer and by other applications to store essential information. However. you 
won't often use them directly in your everyday computing tasks. 

!System 

!Scrap 

!System is used to keep system modules issued to replace or to supplement 
existing parts of the operating system. 

Adding applications 

When you buy additiona l applications for your computer you may find that 
additional modu les are supplied in the form of a !System application. The !System 
supplied with the application must be merged with the !System in the computer 
using the ! Boot configuration application. See page 130 for more details. The 
modules kept in !System are loaded as required by applications 

f2=:\ !Scrap is used to store temporary files. Applications often use temporary files 
tL:l during copying and saving; these files are erased when they are no longer needed. 

!Fonts 

!Fonts is used to store the fonts needed by the desktop and applications. If you 
have many fonts. !Boot may create additional !Fonts to store them in. 

Adding fonts 

When you buy additional fonts or applications that contain new fonts you will find 
that the fonts are supplied in a !Fonts application. This !Fonts must be merged 
with the !Fonts in the computer. This is done using the !Boot configuration option; 
see page 130 for more details. 
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Other files in the /Boot application 

Finding the resource applications 

!System 

You may need to add modules by hand because they are not supplied as part of a 
!System. The !System application can be found in ! Boot . Resources The 
modules should be copied to the modules directory within !System 

!Fonts 

Similarly, you may need to add fonts by hand because they are not supplied as part 
of a !Fonts. The !Fonts application can be found in ! Boot. Resources. The font 
directory should be copied into !Fonts. 

Other files in the !Boot application 
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Resources directory 

This contains the resource applications !System. !Scrap and !Fonts and the 
configuration resource !Configure and its associated Configure directory. If you 
want to make sure that no one changes the computer configuration. it is possible 
to remove the !Configure application from this directory. If you do this, 
double-clicking on !Boot give a message that you cannot configure the computer. 

Utlls directory 

Contains utilities used by the !Boot application 

Library directory 

Contains utilities used by the !Boot application that can also be used by other 
applications. 

Choices directory 

This contains: 

• The PreDesktop file already described. 

• The Desktop file (used as a supplemental file for commands not put in the 
PreDesktop file). 

• The PreDesk directory which contains desktop configuration information This 
is executed before the Desktop starts 

• The Tasks directory which contains the Desktop boot file (also ca lled !Boot) 
which is described earlier in this chapter. It also contains other files to be 
executed after the Desktop starts. 



12 Setting up for printing 

A ll printing is handled by the printer manager. !Printers. This provides an 
I'\.. interface between your printer and the file that is being printed. 

Before you start printing, the printer manager must be set up so that it is using the 
correct printer driver for your printer and so that it communicates correctly with 
your printer 

This chapter tel ls you how to set up ! Printers. If your printer is already set up 
correctly you can find out how to print files by referring to the chapter Printing your 
files on page 95. 

This chapter tells you how to 

• set up and connect your printer 

• choose which printer driver to use 

• configure the printer driver. 

Setting up the printer 

Before you can print from your computer, you need three things 

• a suitable printer 

• a printer cable, with connectors for the computer and the printer 

• an appropriate printer driver. 

If you are connecting to a network printer, you'll need to make sure that you have 
the appropriate network connection for your computer. Contact your Network 
manager for more information. 

Types of printer 

Your supplier will advise you on suitable printers for your computer RISC OS 
supports most types of popular dot matrix printer, such as the Epson LX range and 
the IBM X24. as well as colour printers such as the lntegrex. HP Desk)et and 
Cannon Bubblejet. It also supports laser printers compatible with the HP Laser)et 
as well as PostScript printers such as the Apple LaserWriter. 
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Setting up the printer 

The following printers are among those supported: 

Acorn JPI50 
Apple PostScript printers 
Apple ImageWriter 
Canon Bubblejet series 
Citizen Swift series 
Epson EX, FX. JX & LX series 
Epson MX & LO series 
HP Laser)et & Desk)et series 
IBM Proprinter series 

Other printers 

IBM PostScript printers 
lntegrex Colourjet 
NEC P series 
OMS ColourScript 
Oume ScripTEN 
Star DP. LC & XB series 
Star Laser Printers 
Tl OmniLaser printer 
Most PostScript laser printers 

If your printer is not on this list, check the ReadMe files in the Printers directory to 
see if your printer is supported. You can also often run your printer in emulation 
mode. Most dot-matrix printers can emulate the Epson FX or LO printer. Most 
non-PostScript laser printers can emulate the HP Laser)et or Desk)et printers Read 
your printer's user manual for more information. 

!Printers also supports direct-drive printers These are high performance printers 
that connect directly to the computer using an expansion card. 

Connecting the printer 
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Serial and parallel 

If you are connecting the printer directly to your computer you have two choices: 
connection via the serial port or the parallel port. If your printer can use either type 
of connection. use the parallel port as it usually speeds up printing Your supplier 
will be able to advise you on which port to use 

Your supplier will also be able to advise on a printer cable. If you are making one 
yourself. details of the pin connections from the computer's output ports can be 
found in the Welcome Guide. You will also need to consult your printer 
documentation for information on how to wire the connector to the printer A 
standard PC (personal computer) printer cable will usually work. 
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Network and NFS 

If you are connected to a network of computers, you may have access to a network 
printer. Consult your network manager for more information. 

Direct drive 

Direct drive printers connect to their own expansion card inside the computer. 
Instructions on how to fit an expansion card are given in the Welcome Guide. 

The Printer manager 

In this section we assume that you have connected your printer to one of the 
communication ports on your computer or that you are using a computer on a 
network. 

The printer manager application (called !Printers) provides an interface between 
the printer and your appl ication software (an editor or word processor, for 
example). It is used for printing files. and to provide printer support for 
applications. 

IE! The printer manager uses printer definition fi les (often called printer drivers) to tell 
Printers the computer what type of printer you are using. These fi les are contained in the 

Printers directory. 

Loading !Printers 
Click on the hard disc icon. 

2 Double-click on the Printing directory. 

3 Double-click on the Printers icon. 

After a few seconds the printer manager icon appears on the icon bar. 

4 Click Menu over the Printers icon on the icon bar and then choose the Printer 
control menu option. 

11:::1 /. I .. ,~, Printer oontrbl 0 
Name Type Connection Status I= 

B" 

This displays the Printer control panel. The next step is to load a printer driver. 
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Loading printer drivers 

To load a printer driver: 

Double click on the Printers directory. 

Printers This conta ins the printer definition file directories. There is a directory for each 
printer manufacturer. 

~ 
~ 

JP-150 

2 Double-click on the directory that corresponds with the manufacturer of your 
printer. 

3 Drag the appropriate printer definition file icon onto the Printer control 
window 

The definition file will have a similar name to that of your printer. See Choosing 
a printer type below. 

The printer name appears in the control window. 

4 If you want to have more than one printer loaded, drag additional printer 
definition files to the Printer control window. 

Prinlltr control 

AoomJP 150 

Choosing a printer type 

You should choose the printer type that is closest to the printer you have. If your 
printer is not listed, it may have a compatibility mode that can be selected. 9-pin 
dot matrix printers can usually emulate the Epson FX printer. while 24-pin dot 
matrix printers can usually emulate the Epson LO printer: your printer manual 
should give details 

Non-PostScript laser printers can often emulate the HP LaserJet or have a 
compatibility mode that emulates the HP Laser)et (or Desk)et); again. your printer 
manual shou ld give details. 
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Configuring the printer type 

After you have loaded your printer driver, you must choose the correct printer 
configuration to give the results you want. 

To display the configuration window. either double-click on the printer driver in the 
printer control window, or highlight the printer entry and choose the Configure 
option from the Printer control window menu. 

Connection ... 
<'>1-11~'<1 

Active 
Inactive 
Remove 

Select all 

Clear selectiOn 

If you want to change the configuration of a printer that is already on the icon bar. 
click on the printer icon on the bar while holding down Shift. 

Classes of printers 

There are three classes of printers; each has a slightly different configuration 
menu. These are: 

• PostScript compatible printers (type PS). 

• Laser]et and Desk)et compatible printers (type LJ). 

• Dot matrix and Inkjet printers (type DP) 

In the following sections. each configuration type is explained separately. If you 
have a dot matrix or Inkjet printer, read the information starting with the next 
section. If you have a Laser)et or DeskJet printer. read the information starting on 
page 156. If you have a PostScript printer, read the information starting on 
page 158. 

153 



Configuring dot matrix and Inkjet printers 

Configuring dot matrix and inkjet printers 

Resolution 
60by72dpi 

... 120 by 72 dpi 
120 by 144 dpi 
120 by 216 dpi 

240 by 72 dpi 
240 by 144 dpi 

240 by 216 dpi 

154 

Dot matrix and inkjet-type printers use the Bit image configuration window 

Bit image printer configuration 

Name I EX-800[ 
Type Epson EX-800 Colour 

Paper I A4 (Generic OP) -l1J 
Printer options 

Resolution r- 120 by 72 dpi ~ 
Paper feed I Auto 1J.l 

Quality r 16 million small halftone- - ~ 

Text printing options 

Print title _j ' 
Print line numbers _j l 

Print linefeeds l7 1 

Text quality II---:-:No~hi-:gh7.1ig-:h-:-ts--l1J 
Control codes I Standard :§j•• 

Cancel O!< l 

Choosing the printer name and paper type 

The Name box gives the name that will appear beneath the printer icon on the icon 
bar. You can. if you wish. change this or leave this blank. 

The Paper box gives the paper size to be used by the printer. This is usually 
A4 (Generic DP) in Europe. If you want to change the paper size. click on the menu 
icon; this displays the Paper sizes menu. Choose the alternative paper size you 
wish to use. The correct paper sizes are marked Generic DP. It is also possible to 
generate other page sizes using the Edit paper sizes option from the icon bar 
menu; see page 164 for more details. 

Printer options 

The printer Resolution menu can be d isplayed by clicking on the menu icon. 
Increasing the resolution usual ly gives a better quality image, but printing usually 
takes longer. 

The Paper feed menu can be displayed by clicking on the menu icon. This menu 
lets you choose between Auto. Manual and Roll paper feed. Choose Auto if your 
printer has a sheet feeder or uses fanfold paper. Choose Manual if you have to 
insert each page by hand while printing is under way; you are prompted to insert 
paper at the end of each page Choose Roll if your printer is using a paper roll . 



Setting up for printing 

,.,..,....,,....-:"',..,.,au"'"~~~~y=:-_-=----, The Quality menu lets you choose the type of printout quality. Click on the menu 
Mono smo• h6lllone icon to display the menu. 
Mono Iaroe llaWtone 

Grey 5"'0 " halftone e Mono prints black and white output only. It does not halftone fonts or sprites: 
Grey IOtge hQiftone 
Grey errO<dillused it on ly ha lftones Draw fi les. This is the fastest print mode. 
2560010

uruman hatttone • Grey prints pictures in shades of grey. It ha lftones al l types of fi les. You should 
256 colours. la<ge haHtone 
256ootours.errO<ddfused always choose this option, unless speed of printing is more important than 
32thou~and. sonal halttone print quality, in which case choose Mono instead. 
32 thou !lind. •"'lje haVtone 

32thou~~and errordt'v&e<J • Colour prints in colour on colour printers You may need to experiment to find 
~ 16 m•lion smal halflone 

,6 m•1o0n twoe halftone which number of colours gives the best printout. A large number of colours 
tem•lion. error diffused may take a long time to print. 

Qlalitv 
~ No htghlights 

Draft 
NLO 

• Small halftone prints in 4x4 pixel halftones for grey scales and colour. 

• Large halftone prints in 8x8 pixel halftones. Large halftones give better 
qua lity than small halftones. 

• Error diffused give the best quality resu lts. especially for grey sca le pictures. 
However it takes longer to print than the halftone options. 

Text printing options 

The text printing options allow you to control the way text is printed from an editor 
(such as Edit). 

Text printing options 

Print title _J 
Print line numbers _ J 

Print linefeeds rv 
Text quality r 

Control codes r 
No highlights - :gj 

Standard - 1dJ 

Print title puts the filename. time, date, and page number at the top of each page. 

Print line numbers puts line numbers at the beginning of each line 

Print llnefeeds sends a linefeed to the printer (as well as a carriage return) at the 
end of each l ine. If you find that your printer is producing a blank l ine after each 
I ine of text, you shou ld turn this option off. If your printer is printing everyth ing on 
one line, then you should turn this option on. 

The Text quaLity menu lets you choose the quality of the output print. Text quality 
can be either No highlights, draft or NLO (near letter quality). NLO looks better 
but takes longer to print. (NLO also uses more ink and wears the printer ribbon out 
quicker) 
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Configuring Laser Jet and DeskJet printers 

Codes 
.; Standard 

Display 
Ignore 

The Control codes menu alters the way in which text fi les are printed This should 
normally be set to Standard. Display ca uses all control codes and top-bit-set 
characters to be printed in hexadecimal notation . Ignore causes all control codes 
and top-bit-set characters to be ignored 

When you have finished configuring you r printer. click on OK. If you want to exit 
without saving your changes. click on Cancel. 

Configuring Laser Jet and DeskJet printers 
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LaserJet is the collective name given to all laser printers that can emulate the bb HP Laser)et printer 

r-----------~~-----se-~~e~tp-,n~nt~e,-oo~nfi~atur~ab~.oo----------------. 

~me='==~--~L~~~e-t_uqL_ _____ ==~ 
Type r-­

Paper j-
HP Laser Jet Ill 

A4 (Genert<: W} -Jm 
Printer opbons 

Resolution 

Paper feed 

Quality 

150 by 150 dpt 1!1 
Auto 1!J 

Grey"7'1a-rge~ha-:::-lfto_ne ___ llJ 

Text printing options 

Pnnt title _j 
Prn line numbers ~ 

Page onentabon -~Portrait --~ 

Control codes --Standard - "!55 

Cart<:el J r OK i 

Choosing the printer name and paper type 

The Name box gives the name that wil l appear beneath the printer icon on the icon 
bar. You can. if you wish. change this or leave this blank. 

The Paper box gives the paper size to be used by the printer. This is usually 
A4 (Generic LJ) in Europe; if you are using a DeskJet explicitly change this to 
A4 (Generic DeskJet). If you want to change the paper size. click on the menu icon; 
this displays the Paper sizes menu. Choose the alternative paper size you wish to 
use The paper sizes marked Generic LJ are usually best for LaserJet type printers; 
paper sizes marked Generic Desk)et are usually best for DeskJet type printers 
(including the Acorn JPi50) It is also possible to generate other page sizes using 
the Edit paper sizes option from the icon bar menu; see page 164 for more 
details. 



Resolution 
75 by 75 dpi 

.; 150 by 150 dpi 

300 by 300 dpi 

Paper feed 
.; Auto 

Manual 

Mono. small halftone 
Mono. large hadtone 
Grey. sma• halftone 

.t Grey. large ha~tone 
Grey error d4fused 

Setting up for printing 

Printer options 

The printer Resolution menu can be displayed by clicking in the menu icon. 
Increasing the resolution usually gives a better quality image, but printing usually 
takes longer. Most modern Laserlets (and Laserlet copies and clones) can use 
300x300 dpi. Some early models (Laserlet and LaserJet II) did not contain enough 
memory to print full page graphics at full resolution; in this case use 150x 150 dpi 
or purchase more memory. 

Paper feed menu can be displayed by clicking on the menu icon The menu lets 
you choose between Auto and Manual paper feed. Choose Auto if your printer has 
a sheet feeder or uses fanfold paper. Choose Manual if you have to insert each 
page by hand while printing is under way. 

The Quality menu lets you choose the type of printout quality. Click on the menu 
icon to display the menu. 

• Mono prints black and white output only. It does not halftone fonts or sprites; 
it only halftones Draw files . 

• Grey prints pictures in shades of grey It halftones all types of files You should 
always choose this option . unless speed of printing is more important than 
print quality, in which case choose Mono instead. 

• Colour prints in colour on colour printers. 

• Small halftone prints in 4x4 halftones for grey scales and colour. 

• Large halftone prints in 8x8 pixel halftones. Large halftones give better 
quality than sma ll ha lftones. 

• Error diffused give the best quality results. especially for grey scale pictures. 
However it takes longer to print than the halftone options. 

Text printing options 

The text printing options allow you to control the way text is printed from an editor 
(such as ! Edit) . 

Text printing options 

Print title _ J 
Print hne numbers _j 

Page orientation f ~--=P-or~tra~it,............,,._ j] 

Control codes I Standard 1dJ 

Print title puts the filename, time. date. and page number on each page. 

Print line numbers gives each page line numbers. 
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Configuring PostScript printers 

One ratiOn 
v Portrait 

Landscape 

Codas 
>1 Standard 

Display 
lg10re 

::::;;:=::::::=::=:-.n&Qll 

The Page orientation menu allows choice of portrait or landscape orientation text 
Portrait prints along the shorter side of the paper while landscape prints along the 
longer side. 

The Control codes menu alters the way in which text fi les are printed. This shou ld 
normally be set to Standard. Display causes all control codes and top-bit-set 
characters to be printed in hexadecimal notation Ignore causes all control codes 
and top-bit-set characters to be ignored. 

When you have finished configuring your printer, click on OK. If you want to exit 
without saving your changes, click on Cancel. 

Configuring PostScript printers 
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PostScript is the name given to all laser printers that are PostScript-compatible. 

PostScript printer oonf~uratoo 

Name I PostScnp~ 
Type ( . Genenc PostScnpt 

Paper f - A4 (G~ric PS) -1jj 
Printer options 

Paper feed f Auto - 1dJ 
Colour_j 

Verbose prologue _j 
1 Accent generation .J 

Text printing options 

Print btle ..J 1 

Pnnt line numbers I 
Text scale @r. 

Textoolumns J 1 1ll 
Page orientation f Portrait - 1dJ 

Control codes f Standard 1lJ 

_ca~l _j Ol< j 

Choosing the printer name and paper type 

The Name box gives the name that will appear beneath the printer icon on the icon 
bar. You can, if you wish. change this or leave it blank. 

The Paper box gives the paper size to be used by the printer. This is usually A4 
(Generic PS). If you want to change the paper size. click on the menu icon; this 
displays the Paper sizes menu. Choose the alternative paper size you wish to use. 



Paver teed 
_,Auto 

Manual 

Setting up for printing 

The paper sizes marked Generic PS are usually best for PostScript type printers. It 
is also possible to generate other page sizes using the Edit paper sizes option 
from the icon bar menu: see page 164 for more details. 

Printer options 

Paper feed menu can be displayed by clicking on the menu icon. Normally the 
Paper feed option should be set to Auto. If you are feeding paper or envelopes 
through the manual feed choose Manual. 

Choose Colour if you are printing in colour on a colour PostScript device. 

Choose Verbose prologue if you wish to declare all of the PostScript printer fonts. 
This option gives you the same prologue as that used by the RISC OS 2.00 printer 
drivers: it is included for backward compatibility only. Do not choose this option 
unless your application requires it. 

The Accent generation option will automatically generate accented characters 
even if they are not supported by your printer. Unless you need to print unusual 
accented characters such as w or y circumflex (used in Welsh) leave Accent 
generation off, as it slows printing and does not work with printers with smal l 
internal memory. 

Text printing options 

The text printing options allow you to control the way text is printed from an editor 
(such as Edit). 

Text printing options 

Print title _j 
Print line numbers ...1_ 

Tex!scale ~% 
Text columns r 1 :!dl 

Page orientation jPortraft- .:!dl 
Control codes I Standard :1] 

Print title puts the fi lename, time, date. and page number on each page. 

Print line numbers gives each page line numbers. 

You can adjust the size of the printed type by giving a Text scale factor. PostScript 
printers have a wide range of avai lable sizes, so you can scale the text from 20% to 
200%. I 00% gives standard sizes, 200% uses twice the size, and 50% gives half the 
size (twice as many characters per inch). 
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Configuring the printer connection 

TeKt columns 
,/ 1 

2 

3 
4 

5 

Codes 

~Standard 

Display 
Ignore 

To display the Text columns menu. cl ick on the menu icon. Text columns specifies 
the number of columns of text to be printed on each sheet of paper. The printer 
manager defaults to one column for portrait printing and two for landscape 
printing. 

To display the Page orientation menu. click on the menu icon. Page orientation 
allows choice of portrait or landscape orientation text. Portrait prints along the 
shorter side of the paper while landscape prints along the longer side. 

The Control codes menu alters the way in which text files are printed. This shou ld 
normally be set to Standard. Display causes all control codes and top-bit-set 
characters to be printed in hexadecimal notation. Ignore causes all control codes 
and top-bit-set characters to be ignored. 

When you have finished configuring your printer. click on OK. If you want to exit 
without saving your changes. click on Cancel. 

Configuring the printer connection 
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Printers 
Configure ... 

19illiii§9ii§IM 
rt":tl ~d 

Active 

Inactive 

Remove 

Select an 

aear selectiOn 

This section applies to both PostScript and non-PostScript printers 

Once you have loaded the printer driver, you must set it up so that it can 
communicate with the printer. 

Click Menu over the Printer control window and choose the Connection option. 
This displays the Connections window. 

The printer driver can send printed output to the printer using one or more of the 
following ports 

• the Parallel port 

• the Serial port 

• through a Network or NFS connection 

• through a Direct Drive expansion card. 

Additionally it can save printer output in a File for printing later. 



Setting up for printing 

The communications port you choose will depend upon your printer and printer 
cable. Check with your supplier for more details. or read your printer manual. 

Connect1ons 

r- LW II NTX 

Pnnt in background jv 
.J Parallel 

..) Senal Baud rate 1200 

Data bits 8bs 

Party ltlne 

Stop bits 2b'S 

X-On X-OII 

(i Net SEPI~ l :§l 
JNFS Server .,.~ ~ 

Printer ps 

Username Slepl.i 

Options 

.JFile 
Append to file 

I. OK J 

Printer connection options 

Some of the network options may be ·greyed out' so that you cannot choose them. 

Print In background allows you to choose whether you want to define the printer 
and printing speed as a high or low priority task. If the box is ticked printing can be 
slower. although you can continue to use the computer while the printing takes 
place. If this option is not chosen. printing can be quicker. although you will 
usually have to wait for printing to finish before you can use the computer again. 
This option only works with applications that send their files to the print queue; 
some applications bypass the queue. 

Parallel allows you to connect a printer to the parallel port. 
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Serial allows you to connect a printer to the seria l port. You can set the Baud rate, 
Data bits, Parity, Stop bits and XON/XOFF. To alter the values. click on the 
righthand arrows and choose a new va lue. 

(i Serial Baud rate 57600 ll1 
Data bits 8 bits ljJ 

Parity None 1JI 
Stop bits 1 bit 1l.l 

X·On·'X·Oif _j 

Net allows you to connect to a network printer To change the name of your printer, 
click on the righthand arrow and choose a new printer. Alternatively you can type in 
the name or station number of the printer to use. You must have a network 
connection to use this option. 

NFS allows you to connect to printers ava ilable on NFS networks. You cannot use 
this option unless you are already running Acorn's TCP/IP communication protocol 
product. For an explanation of how to fill in the NFS fields. ask your network 
manager. Alternatively read the TCP/IP Protocol Suite User Guide. You must have a 
network connection to use this option. 

ti NFS Server. ~iso 
Pnnter ps 

Usemame: slepla 

Options 

File allows you to send printer output to a file. Type the name of the file into the 
File field (using the complete path name). Alternatively click on the righthand arrow 
and drag the Save as box to the desired directory display; your output will now be 
directed to th1s file. 

Append to ftle works in connect ion with the File option. It adds printer output to 
the end of the file. Using this you can print several small files and produce a single 
file of the printed result. 

Direct drive allows you to connect a direct drive printer to the computer. 

A short cut 

If you want to change the printer connection of a printer that is already set up on 
the icon bar. click Adjust on the printer icon while holding down Shift. 



Setting up for printing 

Saving your choices 

Printers t'' 

Info !'-

Printer control... 

Queue control ... 
Edit paper sizes,.. 

triHI·"·iH:b 
Quit 

You should save any changes you make to the settings for your printer. otherwise 
you will have to go through the setting-up procedure again. next time you start the 
printer manager. To do this, click on the Save choices option on the printer icon 
bar menu. 

Once you have saved your settings, the printer manager automatically loads your 
printer driver onto the icon bar using those settings each time you start the printer 
manager. 

Activating the printer 

Printers 
Configure.,. 
Connection, .. 
Srwo-d 

'llf'· 
Inactive 
Remove 

Select all 

C1 ear selection 

The Printer control menu allows you to make a printer Inactive. so that it can't be 
used and is not displayed on the icon bar. However its settings are saved and it can 
used again by choosing Active. 

You can remove a printer from the Printer control window permanently by 
choosing the Remove option. 

Using more than one printer 

If you have dragged more than one printer to the Printer control window you can 
activate them all. A printer icon is displayed on the icon bar for each active printer 
This facility can be usefu l if you have a printer connected directly to your computer, 
and you also have access to another printer connected via a network. 

Although you can have many printers activated on the icon bar, only one of these 
printers is highlighted; all of the others are greyed out. When you click on the Print 
option in an application. the file to be printed is sent to the highlighted printer. 

You can choose to print using a different printer by clicking on that printer's icon 
on the icon bar. This high lights the new printer driver and greys out the old one. 

You can also print using any of the printer drivers (highlighted or not) by dragging 
files onto the desired printer's icon. 

IIIIIU _:j U::;';!Jl ~ D ~!.; D 
Hard0iso4 0 Apps JP 150 EX·800 LsJet Ill 

[] 
PostScript 

163 



Editing paper sizes 

Editing paper sizes 

A2paper size 
A3paper size 

1iil§ii§,Mitj!W 
A4 (Generic W) 
A4 paper SIZe 
Fanfokl paper size 

Legal (Generic Oesi<Jet) 
Legal (Gene(K: W) 
Legal paper size 
Letter (Generic Oesi<Jet) 
letter (Generic W) 
letter paper size 
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You can, if you wish, set up new page sizes for your printer. From the icon bar 
menu. display the Edit paper sizes dialogue box. If you use one of the standard 
paper sizes you need not read this section. 

From this dialogue box you can select your paper size by clicking on the righthand 
arrow and choosing a paper size. These are: 

• A2 - 549.8 mm by 420 mm 

e A3 - 420 mm by 297 mm 

• 
• 
• 
• 

A4 -297 mm by 210 mm (the defau lt option) 

Fanfold - 279 mm by 203mm 

Letter - 279.4 mm by 215.9 mm 

Legal - 355.6 mm by 215.9 mm 

JCJ Pa~r size 

Paper size name '-I ----'A-'-4_,(.:;.G.:;.en-'e-'-ric,;;,::_DP...:~"-1 ___ _JI 1Jl 
Units 

(i' mil llmetres 

Paper size 
Width .--1 -21-o-.o-----,1 mm 

Graphics margins 
Top~mm 
LettC}Drnm 

Text margins 

TopE§ lines 
Lett 0 chars 

Height 70 fines 

. I 

Jinches 

Height I 297.0 l mm 

Bottom I 20.0 l mm 
Right I 6.1 l mrn 

Bottom [=r=J lines 

Right~ chars 

L _save I 

These are the generic types of page size. Additional sizes that fine tune these 
dimensions are also given for the various printer types: DP for dot-matrix printers. 
PS for PostScript printers and LJ for Laser)et and Desk)et for Desk)et printers These 
additional sizes define the Graphics and Text margins for the printers. 



Setting up for printing 

n 1 uur lUll 

Defining your own paper dimensions 

Once you have selected your basic paper size you can fine tune it to your own 
requirements. You can change the name in Paper size name and change the 
Paper height and width if you are using a special sized paper. Finally you can 
change the margins within which text and graphics will be printed. Click on the 
Save box to save the new paper dimensions for future use. 

PostScript printers. and some other printers, need to know which tray to take paper 
from. This information is derived from the Paper size name. The name shou ld 
therefore be in the form paper size (name). where the paper size is the size of the 
paper in the paper tray. For example. Letter (memo~letter) will use paper in the 
Letter tray. 

Note: The plain paper sizes (A3 paper size for example) should not be used directly; 
they are only given to define the basic paper size. Always use a paper size defined 
for a particular printer (A4 (Generic DeskJet), for example). 

Graphics margins 

The graphics margins must reflect the true printable area of the page (look this up 
in your printer manual). The margins ensure that graphics are printed properly and 
they are also used by applications (such as Draw). The margins correspond to 
those of a portrait page; landscape page values are worked out automatically. The 
graphics margins exist to tell the printer where to print on a piece of paper The 
margins cannot be used to move the printed result around on the page. 

Text margins 

Text margins are measured as relative to the printable area of the page (defined by 
the graphics margins). The Left and Right margins are measured in characters and 
the Top and Bottom margins measured in l ines. The Height is the total number of 
lines on a page. including the text margins. If you want to move the position of the 
text output on the page. alter the text margin settings. 

PostScript and HP LaserJet compatible printers 

For these printers, the tota l number of lines per page and characters per l ine are 
determined automatically. 

The printer is configured to use I 0 characters per inch and 6 lines per inch in 
portrait orientation and 14 characters per inch and 8.5 lines per inch in landscape 
orientation . 

A Laser Jet II cannot match these defaults exactly and uses its internal font at I 0 
characters per inch and 6 lines per inch in portrait orientation and 16.66 characters 
per inch and 8 lines per inch in landscape orientation instead. 
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Creating your own Printer definition file 

PostScript printers determine the font size from the Text scale and Text columns 
values in the Configure dialogue box. 

Changing the page length on Dot~matrlx printers 

If you require an unusual page length you should set it by altering the Text margins 
Height box. as well as the Graphics margins. For example. if you are printing labels, 
you may have six rows of labels on a sheet of A4 paper. Set the Text height to be 
something like II lines so that the printer will form feed to the start of the next 
label correctly This is because the Text height is used to tell the printer how long 
the paper is for both text and graphics printing 

Saving your choices 

Printers , To save any changes you make in the Page size dia logue box, click on Save: this 
rnto r- saves them for the current session. If you wish to save the changes permanently, 
Printer control you should cl ick on the Save choices option in the icon bar menu. 
C>.Jeue control 
Edit paper sizes 

&i§&.t· 14 
C>.Jrt 

If you wish you can delete a paper size by selecting it and then clicking on Delete 
paper size. You can only delete sizes that you have created or altered When you 
have finished. close the window by clicking on the close icon. 

Creating your own Printer definition file 
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You can create a Printer definition file that is specifically tailored for your printer. 
The PrintEdit application. described on page 379. allows you to create a new printer 
driver. 
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13 Using RISC OS applications 

T his chapter and the rest of this part of the manual describes the suite of 
applications provided with RISC OS 3. These are designed to give you an idea 

of the wide range of powerful applications you can run on your RISC OS computer. 

Finding the applications 

All the Applications are supplied on your hard disc, in application directories. 

ADFS::Hal'dl)isc4.$ r,; 

• 
rt!J ~ mft ~ 

!Boot Diversions Images 

t!ffi ~ ~ ~ 
Printing Sound Tutorials Utilities 

~ 
Ei 

~ 
Video 

Each of the applications supplied is covered by a separate chapter in the Guide. At 
the top of each chapter or section in the manuals you will see a directory icon. This 
tells you the directory in which you will find the application or file. 

• General purpose applications in the Apps directory. 

• Demonstration image files in the Images directory. 

• Printing applications and support files in the Printing directory. 

• Maestro and MultSound sound samples in the Sound directory. 

• Tutorial files for use with this guide in the Tutorials directory. 

• Utility applications in the UtiUties directory. 

• Games and other applications in the Diversions directory. 

• Sample moving video clips in the VIdeo directory. 

This Guide assumes that you are familiar with the mouse and with the general 
features of the desktop, such as windows, icons and menus. These are described in 
the Welcome Guide supplied with your computer. 
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Major applications 

Three main applications are provided; these are comprehensive programs that 
show off the power and versati lity of RISC OS as well as being useful applications 
in their own right. 

• Draw - a sophisticated drawing program capable of producing full colour 
drawings 

• Edit - a fully featured text editor that is also suitable for editing program 
listings. 

• Paint - a painting and sprite editing program. 

Further applications 

Several further applications are included: 

• Alarm - a sophisticated alarm clock and reminder system. 

• ChangeFSI - an image conversion program that converts image files created 
on other systems into sprite files for use with the Paint application 

• ARPiayer - an application for playing back video movies. 

• Chars - enables you to use special characters that are normally not available 
on the keyboard. 

• HForm - a util ity that lets you format your hard disc. 

• CloseUp - a magnifier. for enlarging a portion of the screen. 

• Help - a context-sensitive system providing help information for the desktop. 

• Maestro - a music composition program. which enables you to transcribe and 
play music in up to eight voices. 

• SciCalc - a calculator incorporating scientific functions. 

• Squash - a file compressor. enabling you to fit more files on your discs. 

• TIToFont - a utility to convert Adobe Type I fonts into Acorn Outline fonts. 

Printing applications 

These applications are concerned with printing: 

• FontPrint - used to map and download fonts to a PostScript printer 

• PrintEd it - allows you to set up your own particular printer configuration for 
use with the Printer Manager. 

• Printers - a Printer manager allowing you to print your work on a number of 
different types of printer. 
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Diversions 

Finally, if some of these seem a bit too serious, two programs are provided for your 
entertainment: 

• Patience - the familiar one-player card game. 

• Puzzle - another test of skill and patience. 

Additional games are also be provided in the Diversions directory. You'll find 
instructions for these applications by choosing the Help option on the Fller/App 
submenu. Many of these applications can also display context-sensitive help 
information using !Help. 

Applications supplied in the Diversions directory are not supported or guaranteed 
by Acorn. 

Starting up and using an application 

Loading an application 

This section shows you how to start up and use an application. You can use this 
method to start up all the applications on the computer. 

Displaying the directory containing the application 

Before you can start an application. you first need to view the directory that 
contains the application 

If the application is in a sub-directory: 

Display the directory. 

2 Double-dick on the directory icon to open the sub-directory display. 

For example, here is the directory display you see after you click on the hard 
disc icon on the icon bar. 

W:l .l ~1 ~ ADFS;:Hard[)isc4.$ '1 •.: r. 

~ ~ fm ~ 
!Boot Apps Diversions Images 

• ffZJ l!m ~ 
Printing Sound Tutorials Utitities 

el ~ Vldeo e: 
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m 
Apps 

~••..-.aw;•n.-..... • ....._ ........ ......,.,,,",,''''"'''*•***"*~ 

3 Double-click on a directory. the Printing directory for example. This displays 
the contents of this directory 

IIEJ;i(1' ·''' ADFS:~Hard0isc4.$;Piihlina 0 

rFt=rl 
f§{( 

!FootPrint 

J&l 
r::-=~ 

!PrintEdit 
~ • !Printers Printers 

4 Load the application by double-clicking on one of the application icons. For 
example double-click on the !Edit icon. The application may either 
immediately create any windows it needs. or it may set itself up on the icon 
bar. 

Loading applications using Apps icon on the icon bar 

The Apps icon on the icon bar gives you a quick way to reach the applications 
stored in the Apps directory on the hard disc. To view the Apps directory simply 
click on the Apps icon. You can now start any of the applications by double-clicking 
on their icons in the usual way. 

Loading existing files into applications 

You load a file into an application by double-clicking on it or by dragging it onto 
the appropriate icon on the icon bar. 

By double~clicking 

When you double-click on a file which is not an application you'll usually find that 
the application that created the file is started and the file you double-clicked on is 
then loaded and displayed. 

If you double-click on a file that cannot find its corresponding application. you'll 
see the following error message: 

ifJIXI"H ~ :'"''"'!"''~ ~' f:oor ·,f . "' ''•.-

-An application that loads a file ot this type 
has not been found bof the Filer. 

& Open a direct<lf)' display containing the 
required application and try again. 

' 

I Cancel I 
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Close the error message by clicking on the Cancel button. 

The problem is that the computer does not know where the original application is 
stored. Cure this by finding and displaying the directory containing the application 
-then try double-clicking on the fi le again. Once found, the computer continues to 
remember where the application is stored, until you reset or switch off the 
computer. 

By dragging onto an application on the Icon bar 

A second way of loading a file is by dragging a file until it is over an application 
icon on the icon bar. The file is loaded into the application you have dragged it to 
(as long as the application accepts that type of file), normally in a new window. 

By dragging onto an open window 

You can also drag a file into the open window of an application. For example, you 
can drag an Edit file into an existing Edit document that is open on the screen . 
Depending on the application, this will either 

• open a new window for the file 

• insert the file into the existing contents of the window (replacing the old 
contents of the window), 

• insert the contents of the file at the insertion point. 

When you load a file by dragging, it is up to the application whether to accept it. 
For example, the text editor Edit will allow you to load almost any type of file 
(though you will not be able to do much with some of them'), whereas Draw only 
permits a narrow range of file types. The application to which you drag a file can be 
different from the standard one for the type of file. An example of this is the sprite 
file type, which is created using the Paint application (and therefore is loaded into 
it when you double-click), but which may also be dragged into Draw. 
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Many applications use a standard method for saving files. You can 

• save by dragging to a directory display 

• save by specifying a path name. 

You normally save from a dialogue box at the end of a series of menus. Often. the 
function key F3 is a short-cut for d isplaying the Save as box. 

Here is the menu sequence used by Draw. 

Draw 
Mise t- Save as 

Ftle FJ &hi 1'- ,. 

Style t- Selection tlF3 f" 

v'~=~ F6 : - S~~~~ -------- --,·;~ -- r---Ma---:pJ-'11~ 
Transform r... Text area •rF3 
Zoom ,_, Po~tSCri~t"'1 'fPRINf 

./Grid I" 

;/Toolbox 'F1 

The Save as box contains an icon. an OK button and an area into which you can 
type the name you want to give the fi le. The filename that appears is shown is the 
name of the file that was originally loaded (if one was). or a standard name for new 
files. such as DrawFile. You can change these names if you want to by using the 
Delete key to remove the existing name. 

You can use either of the following methods for saving new fi les that have not been 
previously saved. 

Saving by dragging 

This is the easiest way to save a file - usually one which has not been saved before. 

To save a file by dragging: 

1 Open a directory display for the destination of the file (where you want to save 
it to). 

2 Display the applicat ion's Save as dialogue box. 

3 Check the name under which the fi le will be saved. Change it if you need to. 
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4 Press Select on the file icon and drag it to the destination directory display. 

~-~.1 ADF$::HardDfsc4.$.Files.data Q 

-- [FJ ; 
~ 

~ 1?3 

lf.lJ >KI <' , r . •t. 
T "' 

"<Ufllitll!(l> .~ ,. ill 0 

( 
,, 

.E;4it "-
Mise 1'- save as 
E-1111.11~~- rl Select ~ ' 
Edit .... 
Display r-- 1 Tim&shee~ ~~~ 

'ir 
_...,., •. 'c:' .. : .c ·.· 'c . . • t lm 

Saving by pathname 

To save a file by pathname: 

I Call up the application's Save as dialogue box. 

2 Check the name and the pathname of the file. and change it if you need to. The 
path name should contain the full path including the filing system and disc 
name and at least one directory name. 

3 Press Return or click on the OK button. The file will be saved in the location 
indicated by the pathname. 

Edit 
Msa "" Save Q8 . : ., .. ,, 

~ Select ... 
Edit 

: ,.$.Filo:~.t~~~~ Display 

175 



Saving files 

176 

Saving files which have been saved before 

If you have saved a file before. you can still use either of the above methods. but 
there are easier ways: 

• You can save a file under its existing name by opening the Save as dialogue 
box and just pressing Return or clicking OK. The existing file name and 
pathname will be used again. 

Save as 

Is Tutorials M~lr OK 

• You can also just click on the Save option in the main menu; this will have the 
same effect as clicking on OK in the Save as dialogue box. However, in 
applications such as Edit and Draw where you can mark part of your document 
as a selection. clicking on Save in this way will save the whole file, not just the 
selection . Additionally, you can usually press the function key F3. then Return. 
to save a file 

Saving on dosing and quitting 

When you close a window or quit an application. you may be asked if you want to 
Save any changes you have made. If you do. a Save as dialogue box will be 
displayed. Use it exactly as described above. If you don't want to save the changed 
file, click on Discard; this closes the fi le and your changes are lost. 

Onlw ' . (' ,, 

This draW1f19 has been modified 

Discard J Concel I Save I 
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Transferring data between applications 

The techniques used for loading and saving are also used to transfer data between 
applications. When you want to do this. call up the first application's Save as 
dialogue box, and instead of dragging the fi le's icon to a directory display. drag it to 
an open window of the second application (or onto the application's icon on the 
icon bar) . You can use this, for example, to 

• load a Paint file into Draw 

• load a text file into Draw 

• load most types of file into Edit. 

If the direct transfer fails (perhaps through lack of memory). some applications will 
attempt to use a temporary disc file for the transfer. 

Not all applications can transfer data by this method, as data types are not always 
compatible. You can't, for example, drag a Draw file into Paint. 

Quitting applications 

If you want to stop using an application for a short while, but want to start using it 
again later, simply close any application windows that may be open. This leaves 
your screen uncluttered by unused windows. In most, but not all. applications, you 
will have to save the files you have been working on first. Another way is to 'iconise' 
the application's window using Pinboard. With both these methods the application 
is still in your computer's memory - signified by the application's icon still being 
on the icon bar. To start using the application again , just click on the application's 
icon. Double~click on an iconised application's icon to start using it again. 

Draw If you want to finish using an application permanently, click Menu over the 
Into ,.. application's icon on the icon bar and choose Quit. This removes the icon and 

clears the application from the memory. To restart the application you must 
double-dick on its icon in the appropriate directory display. 

Setting application options in Boot files 

Save boot file 

I.Tasks.!Boo4f0Kj 

Most of the programs in the Applications Suite can have their current state saved 
in a Desktop boot fi le. This state includes any options that may have been set and 
the size and position of the application windows on screen. 

Subsequently, clicking on the Desktop boot file will automatically restore your 
screen to its previously saved state. You can also configure the Desktop boot file to 
be run automatically each time the computer is turned on. You can easily overwrite 
your Desktop boot file accidentally. Always keep a backup. For more information 
about using Boot files read Modifying the system start-up configuration on page I 39. 
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14 Draw 

Draw is a powerful and sophisticated drawing package; you can use it to draw 
and edit diagrams and pictures made up from various kinds of graphical 
objects. 

Learning to use Draw 

Starting Draw 

You will probably find that the easiest way of learning Draw is to read through Basic 
ideas (on the next page), where you will find an introduction to how to create and 
edit the different kinds of object which Draw uses. Then work through the Draw 
tutorial which follows. before reading the more detailed sections. 

To start Draw: 

I Click on the Apps icon on the icon bar to display the Apps directory. 

2 Double-click on the ! Draw icon, to install it on the icon bar. 

3 Start a new drawing by clicking on the Draw icon bar icon. 

Alternatively, edit an existing drawing by dragging its file icon to the Draw icon on 
the icon bar, or by double-clicking on it 

179 



Basic ideas 

Basic ideas 

180 

The Draw window 

The Draw window looks similar to other application windows when you first load it. 
except that down its lefthand side there is a strip of icons cal led the Toolbox. The 
Toolbox allows you to choose what sort of object you wish to draw. or to select 
objects in order to alter them without having to use the menus. 

Objects 

A Draw diagram is built up from objects of a number of different types. Draw stores 
information about each object used to construct the diagram. This means you can 
subsequently change individual objects - for example. by moving them. scaling 
them to a different size. or changing their colour - without affecting the other 
objects. 

The basic object types are: 

• Paths, consisting of a sequence of line segments. Each of the line segments 
may be straight or curved. A path may be closed to form a polygon or curved 
object. or left open. The path is the basic element of a drawing. 

• Rectangles and ellipses: these are, in fact, also paths. which means that they 
may be edited in a very flexible way. 

• Sprites: graphic shapes made up of an array of coloured pixels. You can create 
sprites using Paint (see next chapter) and then load them into Draw. 

• Text lines, in a range of fonts and sizes. 

• Text areas, consisting of several lines of text. Text areas can be used for 
simple desktop publishing, and for annotating drawings 

Objects may be combined together as a group. For most purposes. a group can be 
manipulated like any other object. Draw records the objects that were used to 
build the group, so that it may subsequently be ·ungrouped' into its constituents. 
Groups can also be used as components of other groups. 

Each object has a style consisting of a number of attributes. Attributes are used to 
define the colours of the object. line widths. text fonts and sizes. and so on. The 
exact range of attributes depends on the type of object 
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Draw 'modes' 

You can use Draw in three operating modes: 

• Enter mode is used to create new objects. It is chosen from the main Draw 
menu or from the toolbox (described below). 

• Select mode is used to change object attributes. and to move and alter 
objects on the screen. It is chosen from the main Draw menu or from the 
toolbox (described below) 

e Path edit mode is a special mode used to change parts of paths It is entered 
via Enter mode or from the Select menu. 

The mouse pointer changes according to which mode you are using: in Enter mode 
it is shown as a star. and in Select and Path edit mode as an arrow. 

Tools and shortcuts 

To make it easier to construct a diagram. Draw has a number of tools and 
shortcuts: 

• Toolbox: a Toolbox is attached to the lefthand edge of each Draw window. You 
can use this to indicate the sort of action you want to carry out. without having 
to use the menus. 

• Grid you can display a grid to help you al ign objects in a diagram. Various 
different sizes and shapes of grid are available. 

• Keyboard shortcuts when you are familiar with Draw through its menus, you 
may find that you prefer to use the keystrokes that duplicate the effect of the 
more frequent Draw actions. These are listed at the end of this chapter on 
page 245. and also appear alongside the corresponding menu entries on the 
screen. 

• Viewing: you can display more than one view of a diagram: these can have 
different grid and zoom factor settings. Changes made to the drawing in one 
view affect the other view as welL 
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This tutorial section provides you with an introduction to Draw through the 
creation of the picture below. If necessary, remind yourself of general RISC OS 
ideas and terms before you start. by going back to your Welcome Guide. 

A circular walk around Hardley lake 
Proeoed o~Joog 1he main Swafrord to H111dley road and tum left to Burfcll ju<ot 
before you reach Hardley, Continue aJoog this road w1til you ani"e a Ill car park. 

Go through a turAALile a.tlhc back of the car park 111M.~ foUov.·tbe footpu.llt pas1 
Oars1011 Hall Cootinue uolil you cm;stwer the .Burf<'ll road and then take the 
1111<:k dmt kads up into lbe wood. Once you are inside the wood kCCf) the fcnoe 
on your lt.f'L If )'Ou're lucky, )'OU may see SOJfle h()r$t$ behind ll•e fence. Coming 
ollf of the wood take the ((l(l(f)llth .,.,,hjdl passes: by lllt old ruined hotN". Contini)(' 
for itboo.tll m.He until you reach 11. picnic site. From here you have uninlcmJpled 
views o .. "C"r lhe Lake. 

l.kaving lbe picnic site take the path which climbs up. koeping Btook.'l Farm oo 
YOUT.Ict\. Followlht ridgefo. aOOul ~w()mil~. You will beubletoseeUmide 
Fell.,, the flU dht1U1¢e. Tbe ¢at park t.s ri()Vo·a lew hundred yards away. 

INFORMATION 

GOING Wet 

TIME 3 hours 

LENGTH 6 miles 

-Feature .. 

flt>r~s )'QU might 
see in tiJe K>'Ood 

View from the Picnic site 

The drawing above shows a 6 mile walk through the countryside, and is divided 
into four parts: 

• A map showing the route of the walk and how to get to the starting point. 

• A written description of the walk. 

• A photographic view of part of the walk. 

• An Information box describing how many miles long the walk is, how long it 
takes to complete. the terrain (wet. hilly etc). and any points of interest. 

The following pages will take you step-by-step through the process of creating the 
above drawing, and will show you how you can use Draw to construct a map 
compass. lake, roads, road sca le. woods and rivers. You'll also learn how to drag 
text files (created by Edit) and sprites (created by Paint) into your Draw window. 
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Selecting Draw objects 

Before you start on the map, you should spend a short time practising how to 
select objects. This is important because before you can do anything to a Draw 
object- move it. for instance. or change its colour- you must select it. A Draw 
picture wi ll typically contain lots of objects overlapping each other, and often one 
object will be completely behind another. As you work on a drawing you will 
inevitably find quite often that the object you want to change is not selected. if 
only because you had to interrupt your work and reload the file. 

Go to the Tutorials/DrawTutor directory on the hard disc and double-click on the 
file called sign. Once this file is loaded it looks like this: 

This drawing consists of three objects: the outside circle. the triangle and the 
exclamation mark. They are stacked from front to back. in that order. (Incidentally, 
as you create a series of objects. a newer one will always be in front of an older one. 
though you can change their order later if you wish ) 

11r. To select an object. you first need to choose the Select tool from the toolbox (the 
"' toolbox is the strip of icons down the lefthand side of the Draw window) . Click on 

the arrow at the bottom of the toolbox and it will be high lighted 

To select an object. you click on it. When part of an object sticks out beyond others. 
you have no problem: as long as you choose that part of the object to click on. it 
will be selected. When an object is in front of others. again. you have no problem: 
click anywhere within it to select it. You can do this with the circle: click on it and a 
dotted box will appear around it. indicating that it is selected: 
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However. suppose you actually want to select the triangle. perhaps in order to 
delete it. No parts of the triangle extend beyond the edges of the circle A click 
within the triangle will just leave the ci rcle selected. because the circle is in front of 
the triangle. To select an object that is completely behind another object. you must 
double~click on it. So now double-click within the triangle. 

The exclamation mark is behind the tri angle. so you can probably guess by now 
that to select the exclamation mark. you should double-click on it. You can think of 
this as a series of double~clicks 'tunnelling down' through a stack of objects. 

Dragging selected objects 

Once you have selected an object you can drag it anywhere within the Draw 
window For example. select the exclamation mark and move the pointer inside the 
dotted box Now hold down Select and drag the exclamation mark outside the 
circle (don't click on the dotted 'hand les·. these st retch and rotate the object )· 

Having practised selecting objects. there is nothing else you need to do with this 
file. so you can close it by clicking on its Close icon. If during your expenmenting. 
you have changed the file at all. you will see a message warning you of this; click on 
Discard to tell the computer you don't want to save your changes 
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The drawing area 

When you start a drawing, the Draw window displayed on your screen only shows 
you part of your actual drawing area. The drawing area is usually the size of an A4 
sheet of paper, but you can make it as small as A5 or as large as AO, depending on 
the size of the drawing you want to create. You can also decide whether the 
drawing area is a landscape rectangle (where the horizontal side is longer), or a 
portrait rectangle (where the vertical side is longer). You can use the scroll bars on 
the Draw window to move around the drawing area. 

This drawing area is Landscape A4 

A drcular walk ar()und llardlty lake 

::Xr.:!;o~~~=~~c=:.~~,!,~:ir~ ~~·!~pall. 
0., o...,.~, .......... il$111 ""' hillk (If""' (W p.oo'l _. ro>~to) .. ·lloefioolpelh •""' 
O..tiWIH.III. ~IIIllii)'OOI.--dwtmfdro..t.m.idlaltoledle 
lnl(l<(hlfl~up-.,!" ll""1)(1d()h.>r.yq.oorr. in•i:lt:llo::•l)(ollir,cf>lholcl<-ucr, 

:r;-~~~:~.=~.::_~':i:;;!~li~:e.J::'= 
t.)r aboul • mile 1111111 yov. ~.0•~~ -·Prom""" !Oil t.>" -.Inlec:r~~plffl 
\'ic,.wi)Wr~~b: 

;='kl~~M~~r:.t!~~'!i~w~~.t:':!~ 
M.-dl,flrdbl-..e.Th&o;:oupu},if.nq.o_k .. ·h~~_..,.W! 

(l IN! .. -
The Draw window is literally a 
window onto a larger drawing area 

Creating the map symbols 

INFORMAnON 

GOING Wet 

TIME 3 hours 

LENOTH 6 mUes 

... F..-ur. ... 

Hf.lrt.tt>)W"'lsllt 

~tlltlit'-I'Ni 

Six different symbols are used on the map; two types of tree, a picnic site, a 
mountain, an historic building and a parking site symbol: 

The first part of this tutorial takes you through creating these symbols. 
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Specifying the size of the drawing area 

The first step in creating the map is to click on the Draw icon on the icon bar (if you 
don't have Draw loaded on the icon bar follow the instructions chapter Using 
RISC OS applications on page 169). This displays an empty Draw window. You should 
now check that your drawing area size is A4, and your view of that area is 
landscape. To do this, move your pointer into the Draw window and click Menu (the 
middle mouse button). Now move the pointer into the Mise menu. and then into 
the Paper Umlts menu. The two items on this menu that should be ticked are 
Landscape and A4. If only one is ticked click on the one that is not ticked, if 
neither is ticked. click Adjust on one and then click Select on the other 

Changing the size of the Draw window 

The Draw window that is displayed is usually quite small. To increase the size of 
this window drag it to the top left of your screen, then drag the Adjust size icon (at 
the bottom righthand of the window) down and to the right. 

Superimposing a grid 

Having enlarged the size of the window you should now superimpose a grid on the 
display area within the window. To do this. press Menu on the Draw window. move 
the pointer to Grid, and then slide the pointer to the right to display the Grid 
submenu. Click Adjust on the Show option. and then click on the Lock option The 
menus will disappear and a grid will be drawn in the display area: 

rrJ ] '4] <untitled> Lock 11' 

lv + + + + + .. + I 
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The easiest way to create most of the map symbols is to draw them very large (so 
you can see what you're doing more clearly) and then shrink them down to the size 
you want. When you have finished creating all the map symbols your Draw window 
will look someth ing like this: 

I 
toolbox 

- -v-
one grid unit 

Creating the hall symbol 

There are five steps involved in creating the hall symbol: 

DITIJ 
2 3 4 5 

Choose the Rectangle tool in the toolbox (by clicking Select on it). then move 
the pointer over one of the grid markers near the top lefthand corner and click. 
This marks one corner of the rectangle. Now move the mouse down two grid 
units and right three grid units and click again. The rectangle will be displayed 
locked to the grid. 

Now choose the Straight line tool at the top of the toolbox Then move back 
and create two vertical lines within the rectangle. 
(To draw a single line, click once at the start point of the line. move the pointer. 
then double-click at the end point of the line.) 
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3 Now move to the top left of the rectangle and click. Move right one and a half 
grid units and up one grid unit and click again . Finally move to the top right of 
the rectangle and double-click. 

4 To make the rectangle and all the lines in the symbol into one object you have 
to select them all and then group them. 

Click on the arrow tool at the bottom of the toolbox to enter Select mode. You 
can now select one or more objects. The easiest way to select every object in 
the hall symbol is to construct a select box around them. 

Move the pointer to the top left corner of the symbol (make sure the pointer is 
outside any of the lines in the symbol) and press and hold down Select Now 
drag the pointer to the bottom right corner of the symbol. When you release 
the button all the lines in the symbol will be selected (selected objects are 
shown enclosed in a dotted box). Now press Menu, and choose Select/Group 

~ 
l_I_l_I 

move the pointer to the 
top left of the symbol 
and then drag it down 
and to the right to create 
a select box 

~~·: + 
: r1~ 
! . 
1 + 

.;. •• ,. ....... , , •••••. ·"'\ +-

all the objects inside 
the select box will be 
highlighted 

go into the Select 
submenu and click on 
Group 

If you now click outside the dotted box. the dotted box around the symbol wi II 
disappear To select the symbol again just click on it. The symbol will be 
highlighted. 

5 The final task is to thicken the lines in the symbol to make it stand out more. 
This is very straightforward. Select the symbol, then press Menu and go into 
the Style/Line width menu and click on 4. All the lines in the symbol wil l be 
red isplayed 4 points wide (a point is 1/72 inch). 
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Creating the conifer tree symbol 

Return to the toolbox and click on the Straight line tool. Then move to the right of 
the hall symbol and draw a vertical line four grid units high (notice that the lines 
you draw now are very thick). Move to the left of the line and create a two line 
segment to act as the top two branches of the tree (do this in the same way you 
created the roor of the hall symbol). Now move down and create two more sets of 
branches. 

draw a vertical 
line 4 grid units 
high 

draw a two line segment 
at the top of the tree to 
represent two branches 

draw the next two 
sets of branches in 
the same way 

~ When you have finished the t ree choose the Select tool. draw a select box around 
the tree. and group it into one object 

Creating the picnic site symbol 

The picnic site symbol is much easier to create than it looks: 

I Select the tree symbol you have just created and choose Select/Copy. A copy 
of the tree will appear slightly below and to the right of the original Drag this 
copy several grid markers to the right of the original tree. 

2 Now you have a copy of the tree in place go back into the Straight line tool and 
draw the three l ines that make up the remainder of the picnic site symbol 

Once again make the symbol into a single object by grouping it. 
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Creating the mountain symbol 

The mountain symbol is just a solid triangle and is very simple to create: 

Choose the Joined line tool. This tool allows you to create straight lines with 
the added feature that. when you double-click to end your path, an extra line is 
drawn to join the last point to the first point. 

Move to the right of the picnic site symbol and draw the line from the bottom 
left of the triangle to the peak Then move the pointer to the bottom right of 
the triangle and double-click. The third line will be automatically drawn from 
this point to the first point, creating a triangle. 

/ 2 

1 slngle~dlck here - A 
then single-dick here 

3 then move the pointer 
here and double-click 

2 To colour the inside of the triangle black you must first select it, then go into 
the Style/Fill colour box. Click on the black patch near the bottom right of the 
Fill colour box then click on OK: 

Aloolour 

(i AGS ..) CMYK J HSV 

1

- ..) Red rn 1 • Ofo 

1 ...)Green~ •. 

(i Slue ~ l ., • 

• 
.J None Cancel J jOK j 2 click on OK 

Style options 

Before you draw your next symbol it is important that you understand how the 
Style menu works. Every time you select a style, e.g Fill colour. then whatever style 
you select stays in force until you change it again. and it affects other tools. So if 
you set Fill colour to black, any subsequent rectangles. lines and curves you draw 
will also be filled in black. To avoid drawing an object in the wrong style, each time 
you choose a new tool check that you have the correct fill colour, line width etc. 
before you draw the new object. 
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Creating the deciduous tree symbol 

The deciduous tree symbol involves drawing several curves and requires a little 
more time and 'artistry' to create. Draw this symbol below the other symbols. All 
the symbols will then be in full view without the need to scroll 

I Choose the Straight line tool. Move to the bottom right of the window and 
draw a small vertical line. 

2 

4 

Turn off the Grid Show and Grid Lock options (it's very difficult to draw curves 
with the grid switched on) 

Choose the Curved line tool. Return to the Fill colour box. click on None and 
then OK. This will ensure that whatever you draw next will not be filled in. 

Move the pointer to the top of the sma ll vertical line and click. Now move very 
slightly down and to the left You will notice that there is a sma ll blue square 
over the point where you first clicked Select. and as you move the pointer a 
sma ll orange square will also appear. The blue squares are simply to show you 
where you clicked Select as you build up a curve. The orange squares are 
control points. they help to show you how the curve is being generated. Both 
types of square will disappear when you finish your curve. For the time being. 
just build up your curve clicking Select at roughly the points shown below: 

• . ~-

II .A 

3 finally double-click 
here 

• 2 then click at these positions 

.... 
1 click here first 

When you come to the end of the curve double-click (and leave your pointer 
where it is) Don't worry if your curve isn't exactly the same as the one above. 

5 Now you can create the other two curves in the same way By starting the next 
curve where you finished the previous one you will create a smoother, more 
conti nuous effect to the outline of the tree. 

If you are dissatisfied with your curves you can either delete them and start again, 
or edit them. You can delete a curve (or any object) by selecting it and clicking on 
Delete in the Select menu. If you want to learn how to edit curves see the section 
Editing curves on page 217. 

Finally, make the symbol into a single object by grouping it. 
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Creating the parking symbol 

There are five steps involved in creating the car parking symbol: 

2 

Turn on the Grid Show option (but leave the Grid lock option off) Then 
choose the Rectangle tool and set the Style/Line width to Thin. Now move to 
the left of the deciduous tree symbol Cl ick and drag the pointer to make a 
sma ll rectangle, about half a grid unit wide. and almost one grid unit tall. 

Go into the Select tool and select the rectangle. Set the Line width to Thin . 
Then go into the Style/FlU colour box. Click on the black patch near the 
bottom right of the box and then click on OK. 

D 
draw the rectangle ... .. . then fill it in black 

T3 Choose the Text tool from the toolbox. Now position the pointer near the 
rectangle you have just drawn and click. A red vertical bar (known as a 'ca ret') 
wi ll appear. Type the letter P 

T 

4 

5 

Go back into the Select tool and select the P Now go into the Style/Font size 
box and click Adjust on 14pt. The size of the P will increase to 14 points Now 
move to the Font name submenu. go into the Homerton box and cl ick on 
Bold. The P will be changed into the new font 

While the P is still selected go into the Style/Text colour box and change the 
colour of the P to a light grey. Then drag the P so that it is centred inside the 
rectangle. Now go back into the Text colour box and change the colour of the 
P to white. 

+ . + . + . l!il 
~Iii 

+ 

drag the P into the centre of the rectangle ... . .. then change the text 
colour of the P to white 

Note Never leave text colour set to white (you wouldn't see anything next t ime 
you typed in any text). always change it to black again . To do this go back into 
the Text tool. return to the Text colour box and change the colour to black. 

Finally group the rectangle and the P to make a parking symbol. 
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Reducing the map symbols 

You must now reduce the size of the first five symbols to the correct size for the 
map: 

Begin by selecting the ha ll and mounta in symbols (by clicking Adjust on each 
symbol) . Go into the Select submenu and copy them. 

2 Now drag the two highl ighted copies down towards the bottom lefthand 
corner. Go into the Transform submenu and then into the Magnify box Use 
the Delete key to delete any value already in the box. then type in 0 . 2 and 
press Return The two symbols will be reduced in size. 

3 Highlight and copy the picnic site symbol. reduce the copy of the symbol to 
o. 1 5 , and move it near the two already reduced. 

4 Highlight and copy the two tree symbols, reduce the copies of these symbols 
too. 1. and move them near the three already reduced. 

Now move the parking sign symbol to the right of the five reduced symbols. 

Finally, highlight all five original, large symbols and delete them. All that you 
should now see are the six symbols at the bottom lefthand of the window 

Saving your work for the first time 

Now is a good time to save the work you've done so far. To do this first make sure 
that you have a directory display visible. then go into the File/Save as box in the 
Save menu. delete the word 'DrawFile' , and then type in a new filename. for 
example Map. Then drag the Save icon to your directory display. 

If OK 
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Drawing the map compass 

The next task before actually drawing the map is to construct the map compass. 

Constructing the basic quadrant 

The compass is made up of four quadrants. but you only need to create one 
quadrant. 

I Turn on Grid Show and Grid Lock (if t hey are not already on). 

2 Go to the toolbox and choose the Joined l ine tool. Change the Fill colour to 
None. Then move to the middle of the Draw window and click on one of the 
small grid markers Now move up and to the right and click again. Finally move 
down two grid units and double-click. A final line will be drawn to your starting 
position to create a closed triangle: 

1 click here --t•~~ ~ --­

. ~~---

2 then move here and click 

3 finally move here and 
double-click 

3 Now move to the top of the triangle you have just created and cl ick. Now draw 
the 2nd half of the quadrant: 

• 1 click here ili- 2 then move here and d;ck 
., ..... 

--- 3 finally move here and 
double-cl ick 

4 Select the first triangle (the left one) and fill it in black using the Fill colour 
box. Then select the second triangle (the right one) and change the fill colour 
to None: 

· ~ 
+ • 

5 Finally make the two triangles into a single object by grouping them. 
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Forming the other quadrants 

The next step is to make three copies of this quadrant and rotate them to form the 
four quadrants of the compass. 

Select the quadrant and copy it three times (instead of going into a menu to 
copy the quadrant just select it and then press Ctri-C three times) As each 
quadrant is copied it will be drawn in front of the previous one: 

original quadrant -~-. - + + + 

. .LJ 

: + :. ·- • 

. J 

2 The last quadrant copied will still be highlighted. Go into the Transform 
submenu, then into the Rotate box and type in an angle of 90° followed by 
Return. The quadrant will be rotated anticlockwise around it's centre by 90°. 
Then highlight the quadrant above this one and rotate it by 180°. Finally rotate 
the next quadrant by 270°: 

original quadrant 

rotate by 2700 

Fitting the quadrants together 

·~·· + :· .. ~-
+ ... 

• ~· :· ..:. 

rotate by 1800 

rotate by 90° 

The four quadrants overlap each other at the moment and will be difficult to join 
accurately, so first drag the three copied quadrants so that they form a fragmented 
star shape. Then drag them so that their tips all meet the bottom tip of the original 
quadrant: 

first drag the 
three new 
quadrants 
here ... 

... then drag them 
so that they join 
up with the first 
quadrant 

Finally, make the four quadrants into a single object by grouping them. 
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Adding the text 

The next step is to add the text indicating north. south. east and west. 

I Choose the Text tool from the toolbox. Then go into the Style/Font size box 
and click Adjust on 20. From now on the size of any text you type into the 
drawing area will be drawn at 20 points. 

2 Now move to the Font name/Homerton submenu and choose Bold. From now 
on any text you type in will be drawn in this font. 

3 Position the pointer just above the top of the first quadrant and click. A caret 
will appear. Type Nand then move the pointer and click where you want to put 
the E. Type in the E then move the pointer again and add the s and w. 

4 Finally, go into the Grid box and click Adjust on Show and click on Lock (to 
turn off the grid). Now drag the letters into the correct positions: 

1 add N, E, S and W 

_E 

Final tidying 

2 turn the Grid off and 
position letters accurately 

N 

s 

When you finish drawing the compass drag a select box around it and group it 
Then go into the Magnify box. type in o. s and press Return. Finally drag it to the 
top right corner of the Draw window: 
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Drawing the map 

The next stage is to draw the map itself. When you have finished the map your 
Draw window will look something like this: 

w j AOFS::Fio .$ 

MBmfo/1 

00 
0 

0 
0 

.J oo 
0 

0 oooo 0 o 
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0 0 ~!;>,~~ 
~ e;>~ 
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The sequence in which you wi l l build up the various parts of the map are: 

Main road to Swafford 

2 Road to Burfell and river 

3 Hardley Lake. Garston Hall and picnic site 

4 Path and Brooks Farm 

5 Mountain and parking area 

6 Conifers and deciduous trees 

7 Map scale 

8 Map text. 

Saving your work as you go along 

Now is a good time to save the work you've done on the map compass . The easiest 
way to do this is to use a shortcut- press the F3 button at the top left of the 
keyboard Pressing this button displays the Save as box. You've already saved your 
work in a file called Map, so all you have to do is click on OK and the work you've 
done since you last saved your file will be saved. 

Note: It's a good idea to save your work every I 0 minutes or so. 
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Main road to Swafford 

Choose the Curved line tool. Move the pointer above the Hall symbol and create 
the following curve: 

• • 
• • '-a, • • 

start here 

Once you have created the curve. copy it and drag the copy so that it is just below 
the original curve. The second curve should be parallel to the first curve to give the 
appearance of a road . Group the two lines by clicking Adjust on each one. 

Note: If you accidentally select one of the symbols immediately beneath the two 
lines, you can deselect it (or any highlighted object) by clicking Adjust on it. 

To add the circle to the road first click on the Ellipse tool in the toolbox Then turn 
the grid on, cl ick on any grid marker. and drag the pointer in any direction until a 
small circle is displayed. Click again to finish the circle. Then turn the grid off 
again. Highlight the circle and magnify it by 0 . 5. Then go into the FlU colour box 
and fill the circle with white. Now drag the circle so that it sits on the road as 
shown below: 

Road to Burfell and river 

Click on the Curved line tool in the toolbox and then return to the Fill colour box, 
click on None and then click on OK. The road to Burfell can be drawn as one thick 
line. To increase the thickness of lines you draw go into the Une width box in the 
Style submenu and click on I . Move the pointer to the upper line in the main road 
and draw a road going upwards almost to the top of the window. 

The river can be drawn using a thinner line Return to the Une width box and click 
on 0.5 , then go into the Une colour box and choose light blue (the patch at the 
bottom right of the box). Now move to the left of the window and draw the river 
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Hardley Lake, Garston Hall and picnic site 

Choose the Joined curve tool from the toolbox. Now draw the outl ine of the lake 
(remember that in the Joined curve tool. a curve will be drawn joining your last 
point and starting point). Notice also that the line is drawn in blue (because you 
selected a blue line colour to draw the river). Then fill the lake with light blue. 

Drag the Hall symbol near the bottom left of the river, and then drag the picnic site 
symbol to the right of the lake. Your Draw window should now look like this: 

N 

·+· s 

) 
/ 

/' 

Path and Brooks Farm 

The path is made up of a number of fi lled circles. The easiest way to create the first 
circle is as follows: 

Copy the circle on the main road, then magnify the copied circle by 0. 5. 

2 Go into Fill colour and change the colour of the new circle to light grey. Click 
on the light grey patch 

Now drag the new circle to the right of the Hall symbol. Then repeatedly copy the 
circle and drag the copied circle to the next position until you have drawn circles 
along the entire path. When you have inserted the final circle, make one more copy 
and drag it below the picnic site symbol (this will become the symbol for Brooks 
farm). then click Adjust on each circle in the path and group them all. (If you 
accidentally click Adjust on an object you don't want to group (e.g. the picnic site 
symbol), click Adjust on the same symbol to deselect it and continue. 
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Finally, magnify the circle you inserted below the picnic site by 1.2 and change its 
fi II colour to dark grey. 

Now is a good time to save your work again 

Mountain and parking area 

Drag the mountain symbol near the top left corner of the Draw window 

Drag the parking symbol below and to the left of where the road to Burfell first 
passes through the path. 

Your map should now be looking something like this: 

s 

Conifers and deciduous trees 

Creating the conifer wooded area is very simple. Drag the conifer symbol near to 
the Hall symbol and copy and drag it unti l you have created a wooded area similar 
to the one on page 202. 

Creating the deciduous wooded areas is just the same. Drag and copy the symbol 
to each of the three deciduous woods shown on page 202. 
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Map scale 

Begin by switching the grid and the grid lock on. 

I Co into the Style/Line width box and change the line width too. 25. 

D 2 

3 

4 

Click on the Rectangle tool in the toolbox. Move below the ci rcle in the main 
road and draw a rectangle one grid unit long and half a grid unit high. 

Draw three more rectangles so that they form one continuous rectangle. 

Highlight the first and third rectangle and fill them in black: 

C:l. J__! __ ,_ , __ [ 

5 Next turn off the grid. highlight the four rectangles and group them. While the 
grouped rectangle is still highlighted. click on the handle at the bottom right 
and drag it up so that the rectangle becomes thinner: 

T 6 
7 

IIIIILI!m 6" ;_,; $ 

drag this handle up to make the rectangle thinner 

Choose the Text tool (make sure that the Text colour is black). and then type in 
oat one end of the scale. and 1 mile at the other. 

Highlight both pieces of text and change the font to Homerton Medium. and 
the font size to 12 pt. 

0 1 Mile 
eeet .. ! esm 

Finally group the scale and text. 

The map text 

Type in the following text at the positions shown on the map below: 

Ga rston Ha l l to Burfell R. Ley Gars i de Fell 
Har d ley to Swaf f or d 417 Brooks Farm 

2 The text you have just typed in should still be in Homerton Medium 12 pt. To 
highlight text used for directions. change to Swaffor d and to Bur fell to 
Trinity Medium.ltalic. Then change R. Ley to Trinity Medium. 
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3 Like any other object, text can be rotated by using the Rotate box in the 
Transform menu. or by using the rotation handle. To rotate R. Ley so that it 
is parallel to the direction of the river. it is best to use the rotation handle 

n -P ~--­
" · Le\: 

·~ -o 
...... _/ 

... p 
,-f: ./ : 
: '<j: / : ,··Q __ / 

highlight the text and drag the 
rotation handle downwards 

the handles remain stationary 
but a light grey rectangle appears 
rotated about the centre of the text 

release Select and the text is rotated 
to fit inside the light grey rectangle 

4 Rotate the text Garside Fell in the same way. Your map should now look 
like this: 

w Burfdl 

00 
0 

0 
0 

.z! oo 
0 

s 

0 oooo 0 o 
0 0 0 fiJ • Brooks Farm 

o o f.:J!;>.f:JO 
f.:J e:>o 

0 

Now is a good time to save your work again. 
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Adding a written description of the walk 

You are now going to add a written description of the walk immediately above the 
map you have just created. 

Inserting the title 

Drag the scroll bar on the righthand side of the Draw window up as far as you can. 
then select the Text tool. move to the top left of the window. and type in: 

A c ircula r wa l k around Ha r dley lake 

Then highlight the text and change the font to Trinity Medium.ltalic and the Text 
size to 20 pt: 

A circular walk around Hardley lake 

Importing some text into your drawing 

\ 
drag this 
scroll bar 
up as far 
as it wi ll go 

Draw allows you to insert the contents of a text file into a text area. A text area is a 
special object which accepts text from a file. An Edit file called MapTex t has been 
included in the Tutorials/DrawTlltor directory which contains a description of the 
walk around Hard ley lake. The first few lines of this file contain special commands 
which specify what font the text should be displayed in, how much space to leave 
between paragraphs etc. 

For a full description of text areas. and the special commands that you can include 
in a text editor to describe how to format the text. see Text area objects on page 236. 
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Look in the TutorJals/DrawTutor directory. Open it and you will find an Edit file 
called MapText. Drag this file onto your Draw window (the file will be represented 
as a dotted rectangle). When you release Select the dotted line will disappear and 
some text will be displayed: 

A circular walk around Hardlty take 

J>n,..ff,tA,~t-h 

t&A• S•Wtt'C\110 
}Urdko\ l'uld ;d)d lUlU 

ku~t•il~u~,, 
«:tore ~· re.dl 
liilldkv.('"'"tn~ 
.lliun!i(iml"'.•a.Jurnll ~ 
)•.u amn: • Au~ 

... when you relea Select the icon 
will be replaced b ext 

N 

drag the Edit 
file here ... 

w+• 
s 

The text that is displayed is only part of the text contained in the Edit file. To 
display the entire contents of the file: 

I Select the text area and drag it so that it is just beneath the title. 

2 Drag the bottom handle down and to the right so that all the text in the file is 
displayed 

~ I 

A circular walk around Hard ley lake 
p 
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Importing a picture 

A photograph of the lake has been scanned into a sprite file. You can drag th is 
sprite file into your Draw window quite easily. 

Begin by dragging the scrol l bar on the bottom of the Draw window as far right 
as you can. then go into the Tutorlals/DrawTutor directory and drag a sprite 
file ca lled LakeView onto the Draw window. 

2 Select the sprite and magnify it by 0.7 The sprite will now be re-drawn slightly 
smaller and moved upwards Drag it back to the position shown below 

0 
0 
0 

o• 

... 

·+· . 

drag sprite file here magnify sprite by 0.7 and drag here 

3 Now select the Rectangle tool, and draw a rectangle around the sprite. 

4 Select the Text tool and type in View from the Picnic site 

\ 'it•u )rom tlu· Pu·nic .\ite 

Brooks Farm 
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The Information box 

The final part of the map is the Information box. 

Drawing the box itself 

1 Begin by dragging the scroJJ bar on the bottom of the Draw window as far right 
as you can, and the scroll bar on the right of the window as far up as you can. 
Then switch the grid to show and the grid lock to on. 

2 Select the Rectangle tool and draw a rectangle near the top righthand of the 
window II grid units wide and 7 grid units deep. 

3 Select the Straight line tool and draw a line bisecting the box from the top to 
the bottom. Now draw a horizontal line one grid unit down from the top of the 
box, and a second horizonta l line four and a half grid units down. The left side 
of the box is now divided into three smal ler boxes: 

e 

~ft l<> Burfell ju>~ 
1 arn\e at it car park. 

the loot path pa't 
and then take th.: 

ood keep th" fen re 
td the k txe. Comi ng 
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hH\t" un tntcrruptt.xl 

n~ Br\l(~f) Farm on 
abk t<> '>« O.tNdc 
nrtb a" a} . 

N 

·+· / s 

Entering text into the box 

View from the Picnic site 

1 Select the Text tool and change the Font name to Homerton Bold and the Font 
size to 14 pt. Then move to the grid marker two grid units down from the top of 
the box and half a grid unit in from the left of the box. Type in the word GOING. 
Move down one grid unit and type in T IME, then move another grid unit down 
and type in LENGTH. Now move to the right of GOING and type in Wet, and 
then type in 3 hours and 6 mi l es one grid unit down and two grid units 
down from We t. 
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2 Turn the grid and grid lock off Then type * * Feature * * in the centre of the 
bottom box. Then change the Font size to 16 pt. by going to the bottom of the 
Font size box, deleting any existing entry and typing in 16. Then move to the 
centre of the top box. and type INFORMATION. 

3 Finally move below the word 'Feature', change the Font name to Trinity 
Medium.ltalic and the Text size to 14 pt. and type in Horses you might 
Then press Return and type see in the wood. You can now drag the two 
lines you have just typed in to centre them inside the box: 

type this text in using the grid 
to line up the two columns of text ... 

Adding the picture of horses 

INFORMATION 

GOING Wet 

TIME 3hou~ 

LENGTH 6miles 

*'*Feature** 

Horsts ycu might 
stt in tht wood 

... then remove the grid and type in 
the remaining text 

Scroll the Draw window down and then go into the Tutorlals/DrawTutor directory 
and drag a sprite file called Horse to a spot just above the word 'Farm· in 'Brooks 
Farm' . When the horse is displayed you will see it is far too large, so select and 
then magnify it by 0.4. Now scro ll back up and you will see the reduced version of 

" the horse picture has been redrawn slightly to the left of the information box. Drag 
it so that it is centred inside the righthand side of the box 

INFORMATION 

GOING Wet 

TIME 3 hours 

LENGTH 6 miles 

** Feature ** 

Horses you might 
see in the wood 
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The final map 

Your map is now finished. If you want to display the entire map in your Draw 
window. you can change the size at which the map is displayed. Go into the 
Zoom/Magnifier box and click on the up arrow on the righthand side of the box 

Oraw 
Mise t-

Save r--
Style I' 

Enter "' 
.-Select F6 ,.,. 

Mao-nifier 
tA.:.m r> 

Grid "" 
~o -o } 
I . I click on this button 

to zoom out Toolbox Af1 

The entire map will then be displayed (at half its original size) in the Draw window 

A circular walk around Hardley lake 

Prooeed along tbe main Swafford to Hardlev rood and tum lef1 ro 6urfclJ jusl 
before )'00 reach H111dJey. Continue along this rood until you arri .. ·e at a car park. 

g~~:U£~ c:~r~::~~f, ~~~ c~~~~ ~~~e~0~~ad ~~~:~!:: 
tuck that leads up ink> the wood. Once you are in.~ide the wood keep the fence 
on yQur left. If yoo're lucky. you ooay see some horses behind the fence. O;lming 
out of the wood uke the footPQtb wh.icb p;~.S$t$ by IUl old ruiflC'd hotl'le. Continue 
for about a mUe tmtil you rtach a picnk site. Fn:l4n bere you ha'·e wtinterruptcd 
v-iev.'S over tM lake. 

Leavin~ th:Kicnic site take tbe P*tb whlcb cJimOO up, keeping Brook..; Famt on 

~~i~e ~fMI~;:':C~.~~ar~~~ :·~~:~~e!~~~~y!~~ ~~~:.Garside 

to Swafford Hardley 

1 Mile --

INFORMATION 

GOING Wet 

TIME 3 hours 

LENGTH 6 miles 

•• Feature •• 

Horst!S you might 
suinth~ .... '()Cd 

View from the Picnic site 

If you have a printer connected you can print your finished map by pressing the 
Print button on your keyboard; it may take a while to print due to the size of the 
pictures. For more details about printing Draw files see the section Printing Draw 
files on page 235. 
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Draw reference section 
In this section each of the Draw functions. including those you used in the tutorial, 
are explained in depth. Don't worry if you do not understand every last word: the 
real way to learn Draw is by using it 

Using the Toolbox 

Paths 

This gives an overview of how you can create and edit objects. and describes each 
object type on the Toolbox. When you are in the process of creating any object 
except text, you wi ll see a 'skeleton' version of it on the screen. 

Note that most operations can be cancelled by pressing Escape part way through. 

The items in the Toolbox can also be chosen from the Enter submenu. This is 
outlined at the end of this section. 

Line segment tools 

The top five icons in the toolbox are used for path objects To construct line 
segments in a path 

Choose one of the first four icons (their meanings are given below) 

2 Click at the place in the Draw window where you want the path to start. 

3 Move to the end point of the line segment and click again. 
You can keep on adding l ine segments to the path by moving to the end point 
of each new line segment in turn and clicking. 

4 Finish creating the path by double~cl icking or pressing Return. 

Using this tool you can create straight line segments. 

Using this tool you can also create straight line segments: when you complete the 
path by double-clicking, an extra l ine segment is inserted to join the last point to 
the first one. 

Using this tool you can create curved line segments. A curve is defined by the two 
end points and two control points. You wil l find a fuller explanation of control 
points later in this chapter When curves are created, they are arranged so that the 
segments of the path join smoothly. 

Using this tool you can also create curved line segments; when the path is 
completed, an extra curve is inserted to join the last point to the first one. 
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This tool allows you to move from one point in an object to another without 
inserting a line. This means that you can create an object built up of several 
unconnected subparts (although all the subparts will be one path ). 

I Choose one of the four line segment tools. 

2 Draw a segment (e.g. a rectangle) . 

3 Click on the move tool- the move icon will not be highlighted. 

4 Return to the object and draw another segment. 

Keep alternating between drawing and selecting move to create as many segments 
as you want When you've finished all the segments you want the object to contain. 
double-dick. For example. to draw four rectangles as one object: 

• 

choose the line segment tool, draw a 
rectangle and then click on Move ... 

"' 

" . 
"' . 

draw a second rectangle and then 
click on Move again ... 

• 

• • 

... now move back inside the rectangle 

D 

.. . move back inside the rectangle and 
draw the third rectangle. Click on 
Move again and then draw the fourth 
rectangle. 

Double-click to complete the object. 

During the construction of a path. you can switch between the four types of line 
segment, e.g you can construct a path which begins with a straight line, then has a 
curved line. then moves to another point. and finally doses with a straight line 

Note: A path cannot start or end with a Move. and Move may on ly be selected 
when a path is already in progress. 
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Ellipses and rectangles 

The next two icons are used to create ellipses and rectangles. Initially these are 
aligned with the horizontal and vertical axes. However you can subsequently rotate 
them to any other angle Ellipses and rectangles are in fact just a type of path : once 
you have created them, you can alter them in the same way as any other path. 

You can use this tool to create an ellipse. Ellipses are arranged to fit within a 
rectangular area. Click to mark the centre of this area, then move the mouse to a 
corner of it and click again. 

To create a circle. use the ellipse tool with the grid switched on. 

Use this tool to create a rectangle. Click to mark one corner of the rectangle, then 
move the mouse to the other corner of it and click again. 

Text 

You can create text objects with this tool. Click to place a caret where you want the 
text to start. While you are entering text, keys such as Delete have their normal 
effect. Press Return, or double-click to complete the text object. 

When you are using anti~aliased fonts, you may find the Draw window takes a long 
time to scroll. To improve this. use the Task manager to increase the size of the font 
cache. 

Select mode 

Click on the arrow tool at the bottom of the Toolbox to enter Select mode. With 
Select mode. you can make changes to existing objects in the diagram To return to 
Enter mode. click on one of the other toolbox icons. 

To select an object. position the mouse over or within the object and click. When 
an object is selected, a dotted box is drawn round it, with handles at two of its 
corners . 

r~o 
~ . ' . ' . ' . ' :............. . ............ b 

You can select more than one object by clicking Adjust on each additional object. 
Clicking Adjust on an object that is already selected causes it to be deselected. 

To deselect an object, click Adjust on it or click elsewhere on the screen. 
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Another way of selecting all the objects in an area of the diagram is to construct a 
select box round the area by pressing Select at one corner of the area to be 
selected and dragging the box out over the area . The position at which you press 
Select to sta rt the box must be outside any objects. Release Select when all the 
objects to be selected are wholly or partly within the select box; the objects will 
then be selected. If you wish to select on ly objects that lie wholly within the 
selected box. use Shift~Select in the same way. 

You may find that the object you want to select is obscured by another object. In 
this case. double~click over the object Keep on doing this to 'tunnel ' down to 
progressively deeper objects. 

There are many operations that you can carry out in Select mode. Only the 
simplest ones are described here; for the others. see Editing existing objects using the 
Select menu on page 227. 

Moving an object 

To move an object. press Select over any of the selected objects and drag them to 
their destination; then release Select. 

Rotating an object 

To rotate an object. press Select over the handle at the top righthand corner of a 
select box. and drag the mouse until the object is at the angle you want; then 
release Select. The object rotates about its own centre. Note that text in System 
font cannot be rotated. See the section Rotating and enlarging objects accurately on 
page 226 if you want to rotate objects by a specific angle. 

select object drag top righthand handle 
to required angle 

release Select 
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Scaling an object 

To scale (or stretch) selected objects. press Select over the handle at the bottom 
righthand corner of a select box and drag the mouse until the objects are the size 
you want; then release Select. 

select object drag bottom righthand handle 
to required size 

release Select 

When you have more than one object selected. move. rotate and scale apply to all 
selected objects. 

The enter submenu 

,.-...,..,.,..,..,-.=-: :~;:rnt:::er-:-~;----. You can also use the Enter submenu to choose the same tools as those that can be 
Text "F7 chosen in the toolbox. 
Une "f9 
Curve "FS Text. Rectangle or Ellipse creates objects of the given type in exactly the same 

Abandon ESC 

Rectangle 

way as the Toolbox. 

Line, Curve or Move construct paths, also using the same method as the Toolbox. 

Complete finishes creating a path. This has the same effect as pressing Return at 
the end of a path. 

Ellipse Auto--close sets whether the path will be automatically closed when you complete 
'----'-------' 

it. If the l ine or curved line tool is selected, the Toolbox will change the selection to 
the corresponding closed path tooL 

Abandon abandons the path that you are constructing. It has the same effect as 
pressing Escape. 
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Using the Grid to place objects accurately 

Using the Grid to place objects accurately 

21 4 

-1 Show F1 

Lock BF1 

Auto adjust 

Colour 

Inch 

-/CIII 

Inch (y only) r· 

.; an (y only' • 

., Rectangular 

lsometnc 
'--

Draw can superimpose a rectangular or isometric grid on a drawing. This is chen 
useful for lining up objects and for checking their relative size. The grid is made up 
of 'major points'. wh ich are marked by a cross, and 'minor points', which are 
marked by a dot. 

You can use the grid either just as a general guide for drawing, or you can lock 
objects to it, so that they always align with points in the grid (the exception is if 
you rotate an object). When you are creating objects with grid lock turned on. you 
will see them attach to the nearest grid point to the mouse position. 

The grid is controlled from the grid submenu 

Show displays the grid: click on it again to remove the display. 

Lock switches grid lock on or off. The grid need not be shown in order to use grid 
lock. Grid lock causes new objects to al ign with the grid as you create them. If you 
move an object when the grid lock is on. its bounding box will move in jumps of the 
grid spacing. You can make existing objects lock to the grid by choosing Snap to 
grid from the Select menu. 

Auto adjust indicates whether Draw may change the grid if it is too dense or too 
sparse. When Auto adjust is turned on. Draw will insert extra minor points if the 
grid is very widely spaced. and remove points if they are very close together . 
Objects will lock only to the points that are currently displayed If you turn Auto 
adjust off and specify a very close spacing, the grid may take some time to draw. 

Colour sets the colour of the grid. from a range of va lues. 

Inch and em are used to set the spacing of the grid. Each menu item leads to a 
submenu. from which you can select one of a range of standard spacings The 
standard spacings are expressed in the form M x S: major points are M units 
(inches or centimetres) apart and divided into S subdivisions; for example, I x 4 on 
the inches menu gives major points one inch apart, and minor points 1/4 tnch 
apart. You can define your own spacing by typing values to the Spacing and 
Subdivision submenus. Choosing Inch or em from the Grid submenu (without 
moving to Inch or em submenus) uses the last setting you specified in that unit. 
For rectangu lar grids. changing the grid settings in this way changes both the X 
(horizontal) andY (vertical) settings. 

Inch (y only) and em (y only) allow you to set a different grid setting in theY 
direction from that in the X direction. 
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Rectangular sets the grid to a rectangular pattern. 

n 
I;" 

Isometric sets the grid to an isometric pattern. In this case. theY spacing of the 
grid is not used. For reasons of clarity. only those minor points lying on lines 
joining major points are shown; however. when grid lock is in use. the drawing sti ll 
locks to intermediate minor points between them. 

I'Ol XI <untitled> 

... . ji 
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Zooming in and out of your drawing 

Advanced details 

Moving a selection with grid lock on 

If you move a selection when the grid lock is on. it moves in jumps of the grid 
spacing. 

Lining up an existing selection to the grid 

From the Select sub-menu. Snap to grid snaps the object's starting position to 
the nearest grid point. It the object is a text line. it snaps the bottom left point of 
the text line to the nearest grid point. It the object is a group of objects it snaps the 
top left of the bounding box to the nearest grid point. 

Lining up obJect points to the grid 

The Path edit menu entry Snap to grid snaps each point individually to the nearest 
grid point. 

Zooming in and out of your drawing 

216 

Zoom. on the main menu. leads to a magnifier dialogue box. This can be used to 
change the size at which objects are displayed relative to their actual size. You 
cannot set either part of the zoom ratio to a value greater than 8; if you try to do so. 
8 is used instead. There are three other ways of zooming: 

• If you want to enlarge a particular area of your work. hold Shift and use Adjust 
to drag a box around the area you want. The window will expand if necessary 
and the zoom factors will be set appropriately. To return to your previous 
scaling, press Ctri -R, or to go to full size ( 1:1). press Ctri-D. 

• To zoom out, press Ctrl-0: this wil l change the zoom factor from. for example. 
I : I to I :2, or from 3: I to 2: I. (Double clicking Shift-Adjust has a similar effect). 

• To zoom in, press Ctri-W: this will change the zoom factor from. for example. 
I · 2 to I : I . or from 2: I to 3: I. 

From the Mise submenu, you can set Zoom lock. When you then zoom using one 
of the these methods, the zoom ratio is forced to I: I, 1:2, I :4, or I :8, and so on (and 
the same when zooming out). This means. for example. that each time you press 
Ctrl-0, you halve the size of the drawing on the screen. When you press Ctri-W. you 
double its size. 
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Displaying an alternative part of the same file 

Editing objects 

Choose New view, from the Mise sub-menu, to create a new view of the diagram 
you are editing, in a separate window. Changes made in any view of a diagram 
affect the other views as well. You can change the zoom on each view 
independently, use different grids in the separate views. scroll each one 
independently. and so on. To get rid of a view. close the window containing it. 

When you draw an object, you construct it out of paths: you can edit these paths to 
fine-tune your object's shape using Path edit mode and the Path edit menu. 

Path edit mode 

To start editing your object. enter Path edit mode in one of the following ways: 

• From Enter mode (when one of the top eight icons is highlighted). click Adjust 
on the object you wish to edit. 

• From Select mode (when the arrow icon is highlighted). first select an object. 
then choose Edit from the Select submenu. 

The end points and control points of the path are shown on the screen. To move 
any of the points. position the pointer over the point and press Adjust. Drag the 
point to where you want it and release Adjust. 

When you have finished editing your object. leave Path edit mode by clicking 
Select or Adjust when the mouse position is not over a path. 

Editing curves 

Curves in a path object are defined by two end points and two control points. 
When you are drawing or editing a path. the control points are shown connected to 
the end points by straight lines. The shape of a curve is determined as follows: 

• The direction of the curve at the end point lies along the line connecting the 
end point to the control point (i.e. this line is a tangent to the curve). 

• The degree to which the curve moves away from this straight line depends on 
the distance of the control point from the end point the nearer together they 
are. the sooner the curve turns away. 

By moving the control points. you can produce many different shapes of curve. 
Some examples are shown below. In each case the thick line shows the path itself, 
and the control points (shown as black squares) are joined to the corresponding 
end points (shown as open squares) by thin lines. 
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Editing objects 

If you hold down Shift while you drag a control point. the corresponding control 
point in the next curve is also moved to keep the angle of jo in constant. 

I 
• 

Editing text lines 

When typing in text, you can only delete text and type new text in if you are still on 
the same line. As soon as you press Return the line is frozen. To edit a text line 
once it is frozen use the following procedure: 

From Select mode (when the arrow icon is highlighted) select the Text line tool 
by clicking over it. 

2 Use the Select menu to move to the Edit option and display the Text box. 

3 Change the text in the text box and press Return. 

Text areas and Paint images (sprites) cannot be edited within Draw. Text areas 
should be exported to Edit and edited. Paint images (sprites) should be exported 
to Paint and edited. 

The Path edit submenu 
~ Edit 

Change to hne 

Add point 

Delete segment 

Flatten join 

Open path 

Enter coordinate 

Snap to grid 
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To view the Path edit menu, first enter Path edit mode; see page 217. If the path 
you want to edit is under another object's path, double-clicking Adjust over that 
path will find the next deeper path in the diagram if there is one. This is similar to 
tunnelling through objects in a selection. 

Select part of a path by clicking Adjust on an end point or a control point of the 
path The selected line segment is highlighted. (Note that if you select the first 
point of the path, there is no highlighting). You can now dick Menu to show the list 
of Path edit actions: 

Change to curve turns the selected part of the path into a curved line segment. 
You can use it when the selected segment is a line, or when you have selected a 
point inserted using the Move icon (or Move from the Enter menu). 

Change to line simi larly changes a curved line segment or a Move into a straight 
line segment. 
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Change to move replaces the selected straight or curved line segment with a 
move, effectively splitting the path into two sections. However. you cannot change 
a line segment to a move if it appears at an end of the path, or if it is already 
preceded or followed by a move. 

If the path containing the line was closed. extra lines wi ll be inserted to close each 
of the two sections of the path. The following example illustrates this. 

Draw a star. starting at the middle left and working clockwise. 

2 

3 

4 

2 Enter Path edit mode and click Adjust at corner 3: this selects side 2-3 for 
editing 

• • 

• 
3 Click Menu and choose Change to move. Side 2-3 is now replaced by a Move. 

and corners I and 3 are joined. 

D • 

• 
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Cancelling your last operation 

4 The final shape now looks like this: 

Add point inserts a new point (and hence a new line segment) into the path. of the 
same type as the selected segment. 

Delete segment deletes the selected line segment from the path 

Flatten join straightens the join between two lines (un less they are both straight 
lines). The curve is ad justed so that the tangent is continuous at that point. 

Open path and Close path turn open paths into closed ones. and vice versa. In 
making a path open, the line segment joining the last potnt to the first one is not 
deleted: it is just 'disconnected'. On closing a path. the end point or the last line 
segment is moved to join up to the first segment. 

Enter coordinate leads to a dia logue box which shows the current coordinates of 
the point. You can select the unit the coord inates are shown in by clicking on the 
Inches and Centimetres buttons. To change the coordinate. type in the new value 
and click OK. To leave the coordinate unchanged. click Cancel or press Escape 

Snap to grid causes the selected object to align with the grid. 

To leave Path edit mode. click elsewhere in the diagram. 

Cancelling your last operation 
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Undo cancels the last operation you carried out. restoring your work to its previous 
state 

Redo cancels Undo. if you decide you were right after all . 
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Changing the way an object looks - its style 

Each object has a style consisting of a set of attributes. You can set the style to be 
applied to each new object you create (the default style), and alter the style of 
existing objects. In both cases. the style is chosen from the Style submenu of the 
Draw menu. 

• When you set attributes. such as colour. from the Style menu; all new objects 
created will be given this style. 

• To change the style of existing objects, first select the objects you want to 
change and then change the default style settings 

The style menu 

StYle The Style menu contains the following entries. Each entry has a submenu giving 
Linewidth ,. the range of values available. 
Line colour r-
Fal colour ,. Line width. You can set the line width to any of a range of predefined values. 
Linepattem ,.. measured in points (a point is 1/72 inch). or to 'Thin'. which means that the line 
Join ,.. will always appear in the narrowest width possible. You can use the last position in 
Start cap " the menu to type in a value for the thickness if the one you want is not in the menu. 
Endcap ,.. 
Winding rule ,. 

Font name ,, 

Font size 

Font height r­
Text colour t• 

Background ,.. 

Line width applies to paths Note that the line width 'Thin' means ·as thin as the 
output device can manage'. This results in different line thicknesses on different 
output devices. It is more sensible to use 0.25 points as the default line thickness 
for a thin line. especially if you will be printing on a typesetter. A 'Thin' line on a 
1200dpi imagesetter will be too thin to reproduce subsequently on a litho printer 

Line colour and Fill colour are both set using a Colour Picker dialogue box. 

At any t ime. there is a range of sixteen standard colours. In addition. you can mix 
new colours. In screen modes which have fewer than I6 colours. some of the 
colours may be replaced by dithered patterns. 

For detailed information on choosing colours. refer to the chapter Using colour in 
applications on page 87. 

The standard colours are shown in the patches at the bottom of the dialogue box. 
To choose a standard colour, click on the patch. and then click on OK. 

When specifying colours for a line or object you should note the following: 

• The fill colour applies to the regions within the object. 

• For a simple line drawing, with no interior. use None as the fill colour. 

• Line and fill colours apply to paths. 

• Open paths may be filled 

For examples of filling objects see the description of the winding rule on page 224. 
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Click here to choose RGB 

Constant component 
Type ues in directly 

Colour slice J Green 1 69 41 / l o;. 

Result of colour mix 

To mix your own colour: 

Drag on sliders to 
change values 

• Drag a slider to the level you want. 

JHX>OJ ! ~ % 
Click to choose 
a standard 
colour 

Click to confirm colour 

• Click on the number. and type in the new value. 

• Click on the up and down arrows. 

You can start off by clicking on a standard colou r, then fine-tuning it to get the 
colour you want. As you mix a colour. it is shown in the colour mix box. When you 
have selected the shade you want. click OK 

The colour displayed on the screen is the best approximation available in the 
current screen mode to the shade you select. The exact colour is recorded by Draw. 
so that it is displayed more accurately if you change to a screen mode which has 
more colours. 

If you don't want an object to have a colour, click on None. then on OK. 

Line pattern is used for dashed and dotted lines. You can set the line pattern to 
any of a range of patterns. including solid. The pattern applies to paths. rectangles 
and ellipses 

Dashed and dotted lines can be modified using the Start cap and End cap options; 
the cap settings apply to each segment in the line. 
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Join sets how lines are joined together: 

A mitred join brings the outer edges of lines together at a point: 

A round jo in rounds off the point where the lines join: 

A bevelled join cuts off the corner where the lines join: 

The join style only has a significant effect for thick lines. 

Start cap and End cap determine what the ends of lines look like (and segments 
of dashed lines). Caps apply only to open paths. and their effect is only significant 
for thick lines. You cannot add Caps of any sort to lines of Line width 'Thin'. 

The following are the cap styles: 

Butt caps square off the line at the end point 

Round caps add a semicircu lar arc to the end of the line. The diameter of the arc is 
the same as the width of the line. 

Square caps add a square to the end of the line. The square has half the width of 
the line. 

Triangle caps add a triangle to the end of the line. They are used to create arrows. 
The triangle option has a submenu allowing you to set the width and height of the 
triangle independently 

The height of the triangle equals the cap height multiplied by the line width. 

For example. if the line width were 0.5, and you specified a cap height of 4, the 
height of the triangle would be 2 (0.5 * 4) . 
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The width of the triangle is slightly different because the cap width only refers to 
the distance from the centre of a line to the outside of the triangle. So the entire 
width of the triangle equals twice the cap width multiplied by the line width . 

For example. if the line width were 0.5, and you specified a cap width of 4. the 
entire width of the triangle would be 4 (0.5 • 2 *4). 

Arrowheads with a line width of 4 points 

t I width height width height 

4 1 ----1 2 1 ----+ 
• ... ---t cap width 4 2 2 2 ---+ 

4 4 • 2 4 • 
4 8 .... 2 8 • 
4 12 • 2 12 .. 

lin~ ;idth 

Winding rule allows you to specify which of two methods are used to fill an object 
with colour (it is only used for objects for which a fill colour has been set). It is not 
an attribute that is commonly used. 

An object can be a single path (e.g. an ellipse). a collection of line segments. or a 
single line segment that crosses over itself any number of times: 

single path object 

'"\ 
) 

multi segment object single segment object 

~ ~ 
t:~<:!f:l:::]~~ 

regions __.-· 

For the purposes of filling. an object is made up of one or more regions. A region is 
any enclosed area within an object. When an object is filled each of these regions 
is filled, or not filled. according to the winding rule. There are two winding rules 
you can apply when filling an object - Non-zero and Even-odd 

• Non-zero fills regions on the basis of whether they were drawn in a clockwise 
or anti-clockwise direction. 
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• Even-odd fills regions if they are enclosed by an even number of other regions. 

Even--odd: to determine whether a region inside an object is to be filled, imagine a 
line passing from inside the region to outside the object. Count the number of 
lines it crosses. If the number is odd, fill the area. The following example shows 
this rule applied to an object made up of four regions (the move tool. on page 210, 
shows how this particular object was created) : 

1 line (odd) - FILL 2 lines (even) 

0 [QJ 
original object 2 lines (even) 3 lines (odd) - FILL 

Non-zero: first note each region's direction as you draw it, clockwise or 
anti-clockwise. and express this direction as a number +I for one direction and -I 
for the other. Then. to see if a region is to be filled, construct an imaginary line from 
inside the region to outside the object Keep a total of the direction values for each 
I i ne it crosses. If the total is non-zero, fi II the region. 

In the following example. three rectangles were drawn clockwise and one rectangle 
was drawn anti-clockwise. The clockwise rectangles were assigned a value of - 1, 
and the anti-clockwise rectangles were assigned a value of+ I . In the diagram the 
arrows show the direction in which each rectangle was drawn: 

+1 
+1 ~ non-zero 

+1 
+1 

FILL 

+2 ~ non-zero 
FILL 

+1 +1 
-1 - o- zero 

+1 
-1 
+1 
+f = non-zero 

FILL 

Font name applies to text objects. You can set the font either to the system font, 
or to an outline font. The list of fonts shows all those that Draw could find when it 
was loaded. See the chapter Typefaces and fonts on page 73 for more details about 
how fonts work. 
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Rotating and enlarging objects accurately 

Font slze and Font height also apply to text objects. Both values are measured in 
points ( 1/72 inch units). You can use the last position in the menu to type in a 
value if the size or height you want is not already there. Changing the size causes 
the height to be set to the same value: you can subsequently change the height, 
leaving the font width set to the size value. System font is 6.4 point wide and 12.8 
point high by default. 

Text colour is used to set the colour of the text. and the initial text colour of text 
areas. It is set using a colour dialogue box. 

Background is used for setting the intermediate colours used in displaying 
anti-aliased fonts. You should set this to the same colour as the part of the 
diagram that the text appears in. For example. if you set the text colour to green 
and the background to blue. the anti-aliasing pixels will be in a range of shades 
between green and blue. The background applies to text objects and text areas. 
and is set using a colour d ialogue box. 

To find out the colour the text is displayed over, select Style/Fill colour: note down 
the colour values and use then as the text Background values. 

Rotating and enlarging objects accurately 
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Transform 
Rotate ,.. 
X scale ,... 

Y scale ,... 

To rotate or enlarge objects by specific amounts. first select the object(s). then use 
the Transform submenu. reached from the main menu. This provides the following 
options: 

Une srole,... Rotate leads to a submenu into which you can type a rotation angle, measured in 
Magnify ,... degrees. All selected objects are rotated anticlockwise by this angle. Alternatively, 

you can group the objects and drag on the top righthand handle. You cannot rotate 
text areas or text lines in System font. See page 228 for information about 
converting text objects to paths. 

X scale and Y scale lead to submenus into which you can type scale factors All 
selected objects are scaled in size by this amount. in the given direction (X= 
horizontal. Y =vertical). The scaling is relative to the current size Line widths are 
not scaled. 

Une scale leads to a box in which you can enter a scale factor for the line widths of 
the selected paths. The scaling is relative to the current size. Lines of width 'Thin' 
cannot be scaled. 

Magnify applies all three scalings- X, Y and Line- to the selected objects (though 
lines are left unchanged if their width is set to Thin). 
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Editing existing objects using the Select menu 

Select 
Select all AA 
Clear •z 
Copy •c 
Delete •x 
Front 'F 
Baok AS 

----------------
Group AG 

Snap to grid AS 

Select mode is used to alter existing objects. You can enter Select mode from the 
Toolbox (click on the arrow icon). or choose Select from the Draw menu. The Select 
submenu contains a number of operations that you can apply to the currently 
selected objects: 

Select aU selects all objects in the diagram. 

Clear deselects all selected objects 

Copy makes a copy of the selected objects, offset from the originals 

Delete deletes all the selected objects. 

Front moves the selected objects so that they are at the front of the diagram, 
obscuring any other objects in the same physical position. 

Back moves the selected objects so that they are at the back of the diagram, 
obscured by any other objects in the same physical position. 

Group turns the selected objects into a group object. 

Ungroup breaks down a group into the objects that make it up. Ungroup only has 
an effect when there are groups in the selection. 

Edit has two functions. When there is a single path object selected, it provides a 
means of entering Path Edit mode. The effect is the same as clicking Adjust on the 
path object when in Enter mode. When there is a single text line selected, it leads 
to an edit box in which the text line can be edited. 

When a piece of text is selected, an arrow will appear, signalling the presence of the 
submenu Text. The selected text will appear in the Text box off the submenu. Make 
your edits to the text. then press Return for the changes to take effect. Text cannot 
be edited directly in a Draw file. 

Snap to grid causes the selected objects to move to the nearest grid point. In the 
case of text objects, it is the base line of the characters that will align with the grid. 
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.._ __ 
:::a::uu::Jfii i •••• •• lid 

Justify applies to groups. It leads to a submenu from which you can select how the 
objects forming the group are arranged within the bounding box of the group 
object at the left, centred or at the right horizontally, and at the top, positioned in 
the middle. or at the bottom vertically. In the following example four objects have 
been grouped and are then show justi fied left. centre and right 

c=:::> c=:::> c=:::> c=:::> 
0 0 0 0 

D D D D 
~ ~ ~ ~ 

original objects Left Centre Right 

In the fo llowing examples the text and the tree symbol have been justified Centre 
and Middle so that they are located directly in the centre of the ellipse 

Any Text 

Convert to path can be applied to a text object to convert it into a normal path. 
Each letter in the text line is an object, though when you first make the conversion 
they will be grouped together. Once you have converted a text line to a path, it can 
be treated like any other path object. and you can also use the options in the Style 
menu that apply to objects other than text. 

For example, the following text was converted into a path, then ungrouped into 
individual letters. and each letter given a black line colour and a different fill colour 
(the second row of text was also given a much thicker line width) : 

Note. you can only convert outline fonts to a path. 
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Interpolation and grading 

Gradations 
~ 

Interpolation and grading enable you to group two objects and then 

• change one object into the other object by inserting similar objects between 
them (cartoon animators call this 'in-betweening') 

• create intricate patterns using the two objects. 

Changing one object Into another object 

To change one object into a different object: 

Draw two objects using the closed line tool. making sure they are far apart 
from each other and have the same number of lines. Draw each object starting 
from roughly the same position and in the same direction. 

draw two objects 

2 Group the two objects together. 

3 Choose Interpolate or Grade from the Select menu. Both options lead to a 
dialogue box into which you can type the number of gradations to insert 
between the two objects. Type 4 into this box. 

4 A new set of objects are now drawn. Each new object is a partial 
transformation between the first object and the second object: 

lnter~late ~ ~ D j) YJ 
Grade ~ 0 5) YJ 
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Note: If you draw two objects and group them. and then try to interpolate or grade 
them but find those options greyed out in the Select menu. then the two objects 
probably do not have the same number of lines. For a full list of the restrictions 
placed on the two objects see the section Restrictions on page 233. 

Interpolating two objects produces a number of new paths, with each path 
consisting of two objects. These paths cannot be ungrouped For example. 
ungrouping the two objects interpolated above will result in four paths which 
cannot be further ungrouped. This means that when you interpolate two objects 
you will always lose the original objects. If you don't want to lose your original 
objects copy them elsewhere in the Draw window before you interpolate them 

path 1 
path 3 

Interpolate 

~2:) 
. .. rv ,-- -! l ····. ······· l' •. : . : ; .1) : ·. y;r) 

i ' ' . ~ 
: : : 

; . ·• . . . ·b : .. t.l 0 

path 2 path 4 

Grading two objects produces new objects which are not grouped as paths. For 
example, ungrouping the two objects graded above will result in four individual 
objects: 

Grade ~ 
0 
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Creating patterns 

Patterns are created in exactly the same way as transformations- two objects are 
gradually transformed into each other. The trick is that the two objects should be 
inside of, or over the top of, each other. In the following examples. a small triangle 
is drawn inside a larger one. Then I 2 gradations are chosen. Notice the difference 
in the resulting pattern if the interior triangle is reversed 

I 

\ 

' ' 

' ' 
mm~ 

You can interpolate between curved shapes to produce very intricate patterns: 

create a closed curve ... 
I 
I 
I 
I 

l 

4 
' 

' 
... copy the curve, 

rotate it and shrink it 
group the two curves and 
interpolate the object 
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Drawing the shapes 

The order in which you draw the objects is significant, usua lly you shou ld create 
them in the same way (for example, start at the top lefthand corner of each shape 
and move round clockwise). This will produce a very ordered interpolation. 

However, creating the objects in a different order will result in a jumbled 
interpolation: 

• 

• 

• 

' 

both shapes drawn from 
the same starting point 

shapes drawn from 
different starting points 

The properties used by interpolation and grading are 

• line colour 

• fi ll colour 

• line width 

• t riangle start/end cap height 

• triangle start/end cap width. 
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The difference between interpolation and grading 

The difference between interpolation and grading is most evident when the shapes 
are closed and filled. In the example below. the same pair of triangles as in the 
previous example have been filled in (using Fill colour) before being grouped. the 
outer one in white and the inner one in dark grey. The result of interpolating and 
grading this object is shown below: 

Grading Interpolation 

In both cases not only is the outer triangle transformed into the inner triangle. but 
the colour used to fill the each successive triangle is a blend of the two colours 
used to fill the two original triangles 

In the case of interpolation, the innermost path (the inner triangle) is unfilled. 

In the case of grading, the innermost path is left fi l led with the colour you gave it 
(dark grey in the example above) 

Restrictions 

A pair of path objects for interpolation or grading must have certain properties in 
common. For most practical purposes. this means they shou ld be more or less the 
same shape (though they need not be the same size): two V-shapes. two 
rectangles. and so on. Specifically, the requirements are that 

• for each line or curve in one. there must be a line or curve in the other 

• for each move in one, there must be a move in the other 

• for each close in one. there must be a close in the other 

• both objects must be drawn in the same direction, clockwise or anticlockwise. 

The path objects must be single path objects; they cannot be grouped objects. 
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Loading and saving Draw files 

Loading and saving Draw files 

Save 
File F3 
Selecboo " F3 

•F 

•t • 

PostSalpt"' •!tPRINT 
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Draw can load four types of file: 

• Existing Draw files and other files that use Draw's own file format. 

• Sprite files, containing one or more sprite objects (from Paint. for example). 

• Text files. used to create text area objects (from Edit. for example). 

• DXF files 

All the file types can be loaded by dragging the file to the Draw icon on the icon 
bar. or by dragging it into a Draw window Draw files can also be loaded by 
double-clicking on them in a directory display. 

If a Draw file is opened and another draw file dragged to it the draw file changes its 
defaults to those of the dragged file. 

Text area objects are discussed in the section Text area objects on page 236. 

DXF files are discussed in the section DXF files on page 243. 

Loading a sprite 

Loading a sprite file into Draw will in fact load only the first sprite. A more 
convenient method of loading a single sprite is to: 

I Load the sprite file into Paint (following the instructions in the chapter on 
Paint). 

2 Open a sprite window for the sprite you wish to transfer. 

3 Click Menu and move to the Edit submenu. If Palette is not switched on (ie 
there is no tick beside it). click on Palette to give the sprite its own palette. 

4 Choose Save, then Sprite. 

5 Drag the icon in the Save as box into a Draw window. 

This method also ensures that Draw displays the sprite in the correct colours 

When a fi le is loaded by dragging it into a window, it is added to the diagram which 
is already in the window. The file is loaded so that its bottom lefthand corner lies 
at the mouse position at the instant the mouse button is released. When a fi le is 
loaded by dragging it to the icon bar, a new diagram is created in a new window, 
with the file aligned on the bottom lefthand corner of the diagram. 

Saving flies from Draw 

To save files from Draw. use the Save option in the Draw menu. This leads to a 
submenu with the following entries: 

File saves the enti re diagram in Draw file format. 



Selection saves the currently selected objects as a Draw file. 

Sprites saves all selected sprites as a sprite file. 

Draw 

Text area saves the text in a selected text object as a text file. There must be a 
single text area selected . For more information about text areas. see the section 
Text area objects on page 236. 

PostScript saves the whole drawing as an Encapsu lated PostScript file. You can 
use this file to import the drawing into another application that accepts 
Encapsu lated PostScript. There must be a PostScript printer driver active for this 
option to be available. 

You shou ld not use Encapsulated PostScript files for printing as they do not 
contain page size information. 

Printing Draw files 

First you must make sure that your drawing will fit on the paper on which you are 
going to print. The option Paper limits. from the Mise menu, helps you with this. 

A3 

A4 

AS 

Paper limits leads to a submenu which you can use to set the size and orientation 
of the 'paper' you are constructing the drawing on. The orientation is either portrait 
(longer side vertical) or landscape (shorter side vertical) . The size may be any of a 
range of standard 'A' paper sizes. Choosing Show causes a grey border to appear 
surrounding the part of the diagram which will be printed. Those areas within the 
grey border are considered to be part of the margin of the page, and are not 
printed. The limits of the grey border correspond to the limits of the page. If no 
printer driver is loaded. the limits default to A4. When you load a file into Draw, the 
paper size is set to the value which most closely matches the area defined by the 
file Reset sets the paper limits to the printer driver defaults. 
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Text area objects 

Print leads to a dialogue box which you can use to print the diagram The printer 
dialogue box contains the name of the printer driver in use. a box into which you 
can enter the number of copies to be printed. and a button to start the printing 
process. 

Printing part of a diagram 

Print . \1'.' 

t-pubs 

Copies~ I Print I 

You can also select part of the diagram to be printed at a time. This option enables 
you to print a drawing on more than one sheet. so that you can make up a poster. 
for example. from several standard-size sheets 'tiled' together. 

First click on Show in the Paper limits submenu. Then hold Ctrl and click to mark 
the bottom lefthand corner of the printed area. or hold Ctrl and click Adjust to 
mark the top righthand corner. Hold Ctrl and drag with Select to drag a box around 
the area you want to print; it will be scaled to fill the page when it is printed. 

Text area objects 
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A text area is a special sort of object that allows you to do simple 'desktop 
publishing·. A text area consists of a piece of text divided into one or more 
rectangular regions called text columns. Draw breaks up the text into lines which 
are just wide enough to fit into the columns. splitting it (principally) at spaces. A 
text area may have more than one column. Draw again works out how to divide the 
text between the columns. fi l ling up each one before moving to the next 

Create a text area by using a text editor (such as Edit) to prepare a file containing 
the text. annotated with special commands (described below) . When the text file is 
loaded into a Draw diagram. the text is formatted into columns. The number of 
columns is given by an annotation. By using Select mode. you can move the text 
columns and change their size. As you do this. Draw will reformat the text between 
the columns. 

Text areas only use anti-aliased fonts: you cannot create a text area in the system 
font. If you try to use the system font you will find that it is automatically converted 
into the Trinity font. See the sub-section Default text area fteader on page 242. 

If you wish to create a text area in system font. use the outline font version of the 
system font instead of the normal system font You can choose the outline version. 
called System Fixed. from the Font name sub-menu off the Style menu. 
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Creating and editing text areas 

To create a text area object from a text file, drag the file into a Draw window. The 
columns in the text area are initially set up to standard sizes. If you drag the text 
file over the top of a selected text area, the old text in the area is replaced with the 
contents of the new file Use this method for altering the text in a text area. 

Text area selection works in two slightly different ways, depending on how many 
text columns there are in the text area: 

• When there is a single text column in the text area. selection works in the same 
way as any other object. You can move the text area, scale it. change its style, 
and so on, as described above. 

• When there is more than one text column, selection is a two-stage process. 
When you first click (or click-Adjust, in multiple object selection) over the text 
area, the entire area is selected. You can move the area, but it cannot be 
scaled. Double-click (or Double-click Adjust) to select a column of the text 
area. The individual columns can be moved and scaled. Their new position and 
size need not lie within the original text area. When the size of a text column 
changes, the text is reformatted to fit the new size of the column. At the end of 
the operation. the bounding box of the text area is changed to reflect any 
changes made to the column; it is arranged to contain all of the text columns, 
with a small additional border. To select more than one column of a text area, 
select the first as described above, and select further ones by first clicking 
Adjust and then double-clicking Select over the column. 

Text areas and text columns cannot be rotated. 

Some select mode actions cannot be applied to text columns. If there are any text 
columns selected when you do the action, they are deselected first. An example of 
this is object deletion: you can delete a text area as a whole. but not a text column 
from within it. 

An example 

Try using the following text as an example. The text shown below. should be typed 
into Edit and loaded into Draw as an Edit file: 

\! 1 

\AD 
\ D2 
\ FO Trini ty .Med ium 24 
\L24 
\P24 
\OA sample t e x t area 
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This is an example of a text area containing two columns . 
The text was prepared in Edit, and then saved directly 
into Draw. The columns wer e then stretched to the right 
size, using se l ect mode, and the rectangles added . 

creates the fol lowing text area: 

1\ !)ample text area 

Thb is an cxatnplc 
of a teAt area 
containing two 
colutnns. The text 
''a~ prcpa red in 
l:dit. and then 
~~ned direct!~ into 

Dra\\ . The 
columns \\ere 
then ~trctched to 
the right ~i1.c, 
using select n1ode, 
and the recta nglc'l 
added. 

The appearance of a text area is determined from commands which are included in 
the text used to create it. Each command starts with a backslash (\) character. The 
full list of sequences is given below. but the following is a brief description of the 
commands used in the example. 

• \! I tells Draw that this is a text area. 

• \AD causes the text to be justified to left and right in its columns. 

• \02 indicates the number of columns to be displayed. 

• \FO Trinity Medium 24 specifies font 0 as Trinity. Medium. 24 point 

• \L24 sets the line spacing to 24 points. 

• \P24 sets the spacing between paragraphs to 24 point. In this example. this 
just affects the space after the title. 

• \0 selects font 0 for the following text. 
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Text area commands 

The following is a complete list of text area commands. Some commands must be 
terminated with either a newline or a slash (/)character. Others do not need a 
terminator (for example, where the command has a fixed number of characters). 
but may optionally end with a slash character. For clarity, it is often useful to 
include it. Note especia lly that all commands are case sensitive: this is unusual 
in RISC OS and applications written for it. 

In the following descriptions 

• Items in italics (for example code) indicate a parameter you must supply. 

• Items in square brackets are optional (for example [/ I indicates an optional 
slash character). 

• Commands and parameters must normally be separated by spaces (though 
there does not have to be a space between the command and the first 
parameter). 

• nl means a single newline character, and nl I means newline or/. 

The full l ist of annotations is as follows: 

Command 

\! version nl/ 

\A code Il l 

\8 red green blue nil 

Effect 

This is a special l ine which must appear at the start of 
any file which is to be used for a text area. version 
must be I. However, it forms part of a default header 
which is inserted at the start of the text: this is 
described below. 

Set al ignment code may beL (left aligned), R (right 
aligned). C (centred) or D (double, ie justified to both 
margins). An alignment setting forces a line break. The 
default setting is left aligned. 

Set the background colour to the given red/green/blue 
intensity, or the best avai lable approximation. Each 
intensity is in the range 0 to 255: va lues outside this 
range wi ll be limited to it (ie a value set higher than 
255 will be rea l ised as 255: a value set to less than 0 
wi ll be realised as 0). Background colour is used in the 
same way as for text objects; you should set it to be 
the same as the area of the drawing that the text area 
is to appear in front of (the text area itself is effectively 
transparent). The default is the background style 
attribute of the text area object. normally white 
(equivalent to \B 255 255 255) . 
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Command 

\C red green blue nl/ 

\D columns nl/ 

\F font-number name 
size !width! nV 

Vont-number Ill 

\L line-spacing nl/ 

\M left-margin 
right-margin nl 

\P paragraph-spacing nl 

Effect 

Set the text colour to the given red/green/blue 
intensity. or the best available approximation. Each 
intensity is in the range 0 to 255, values outside this 
range will be limited to it. The default is the text colour 
style attribute of the text area object. normally black 
(equivalent to \C 0 0 0). 

Indicates that the text area is to contain the indicated 
number of columns. This must appear before any 
printing text The default is I . 

Defines a font reference. t on t · number is either one 
or two digits. The font number is used subsequently to 
set the font. name is a font name such as 
Trinity.Medium. size and widt..h are the height and 
width of the font in points. If width is omitted. the 
size is used for both height and width. There are no 
defaults. 

Indicates that the text from the point at which the 
command appears is to appear in the specified font. If 
the font is not available when the text is being drawn. 
the effect is undefined. Draw will attempt to check that 
the font number and the corresponding definition are 
reasonable There is no default. 

Sets the line spacing (the distance from the base of 
the characters in one line to the base of the characters 
in the next) to the given value. measured in points. 
Line spacing changes take effect from the end of the 
output line in which the command appears The 
default is 10 points. 

Sets the left and right margins to the given values. 
measured in points. If the total size of the margins IS 

greater than the width of the column. no text is 
displayed. Margin settings apply from the end of the 
output line in which the command appears. The 
default is I point at each side. 

Sets the extra space inserted between paragraphs to 
the given value, measured in points. Paragraph 
spacing changes take effect from the end of the output 
paragraph in which they appear. The default is I 0 
points. 
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Command Effect 

\U position thickness nl Switches on underlining, at the given position relative 
to the base of the characters. position is limited to 
the range - 128 to 127, and thickne s s to the range 0 
to 255. Both va lues are measured in units of 1/256 of 
the current font size. Underlining may be turned off by 
specifying a thickness of 0. 

\U . 111 An alternative way of turning underlining off. 

\V[-1 vertical-move [II Moves the following text by the given amount, 
measured in points, relative to the current character 
position. This is intended for superscripts and 
subscripts; use positive values for superscripts, 
negative values for subscripts. 

\- Inserts a soft hyphen. This tells Draw that it may split 
the word at this point if necessary. inserting a hyphen 
character in the output. If the word is not split at the 
soft hyphen. it has no printing effect. 

\nl Forces a line break. 

\\ Inserts a backslash character. 

\;text nl Treated as a comment. Characters up to and including 
the next newline are ignored. 

Rules for displaying text 

Line splitting 

Draw displays text in text areas by splitting it into lines and columns. When 
deciding where to split the text. Draw tries to split it at the space or soft hyphen 
that gives the most characters that wi II fit in the column. If this is not possible, the 
text is split at the character that gives the longest line that just fi ts in the column. 

Special characters and paragraph formatting 

Certain characters have special interpretations: 

• All control characters are ignored, except tabs. which are treated as spaces. 

• Newline characters appearing before any printing text insert a paragraph 
spacing. 

• A single newline character in the body of the text is treated as being equivalent 
to a space, unless it is preceded or followed by a space. in which case it is 
ignored. 
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• A sequence of n newline characters in the body of the text inserts n-1 
paragraph spacings. 

For columns other than the first. paragraph spacings at the head of the column are 
ignored. Lines which protrude vertically beyond the limits of the column are not 
displayed; however, all commands occurring in them are interpreted. This can 
occur if the line spacing is significantly smaller than the font height You should 
take care (by using the \M command) to ensure that lines do not protrude beyond 
the limits of the column horizontally. since the text may not be displayed correctly 
in this case. The only circumstances in which this is likely to happen are when an 
italic font is used and the margin setting does not allow for it. 

Font usage 

When a text area is being constructed from a text file. or being loaded as part of a 
Draw fi le. checks are made on the fonts contained in it. If a font is not available, a 
warning message is displayed. Text that should be in this font will appear in the 
most recently used font. If no valid font has ever been seen. the text is not 
displayed. 

Exporting text from a text area 

Text used to construct a text area may be re-exported into a text file, by choosing 
Text area from the Save menu This can be useful for altering text areas in a Draw 
file, when the original text file used to create them is no longer available. 

Default text area header 

If the text does not start with a version number line(\! I). Draw will insert the 
following standard header: 

\ ! 1 
\F 0 TriniLy .Medium 12 
\F 1 Corpus.Medium 1?. 

\0 
\AD 
\L12 

This defines two font references. sets the text to be displayed in font 0 (Trinity 
Medium). justified to both left and right margins. with a line spacmg of 12 points 

If you subsequently export the text. the standard header will be exported as well 
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Draw can read files in DXF (data interchange) format. This is a fi le format used by 
other graphics programs such as AutoSketch . Draw cannot save files in DXF format. 

When you load a DXF file into Draw by dragging it into a window or onto the Draw 
icon. a dialogue box appears. in which you can specify: 

• whether coordinates and sizes in the file are to be interpreted as being in 
inches or centimetres; 

• a sca ling unit to be applied to all coordinates and sizes. 

• the name of the font in which text is to be plotted. If the name you give is 
blank. or is not the name of an outline font known to Draw, the text will be 
plotted in the system font. 

To load the file. click on OK. If you click on Abandon, the fi le is not loaded. 

The following restrictions apply to DXF fi les loaded into Draw: 

• The following DXF object types are not implemented: SHAPE, ATTDEF. ATTRIB, 
3DLINE. 3DFACE. DIMENSION. 

• Line types are ignored: all lines are created as solid 

• Layers are not implemented. 

• Text justification may be approximate in outline fonts 

• Straight line objects are drawn in a single width and colour 

• Colours are guessed from a set of standard values Unknown colours are 
converted to black. 

• Text may not be rotated or oblique. The text style table is not used. There is no 
backwards or upside-down plotting. 

• A single font is used for all the text in the file. 

• There is no curve fitting. 

• Block INSERTs do not use column and row values. attribute entries, rotation. 
or z scaling. 
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Working with multiple Draw files 

You can be working on several Draw files at the same time; simply click on the Draw 
icon on the icon bar to start up another Draw window. 

It is easy to copy objects between Draw windows. Select the object you wish to 
copy, move the po inter to the destination Draw window and choose Copy from the 
Select menu The selected object is copied into the new window. Alternatively you 
can use the Save and Save Selection menu options to drag Draw icons into new 
Draw windows 

If you are working with multiple Draw windows, only one window can be selected at 
a time. So. if you select an object in one window and then select an object in 
another window, you will nullify the selection in the first window. Additionally 
clicking on the Draw icon to create another Draw window also nullifies any current 
selection . 

Saving Draw features in a Desktop boot file 
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You may wish to change some aspects of the way new Draw windows appear For 
example. a new window normally opens with the closed line tool selected, but you 
may prefer to have the Select tool ready to use each time you start Draw 

You can set featu res of this type by setting up Draw as you wish to use it, then save 
these features by creating a Desktop boot file. Instructions on how to create a 
Desktop boot file are given in the appendix Configuration information on page 497. 

There are severa l features of Draw that you can set before saving a Desktop boot 
file. so that they are set up the way you want them each time you switch on. The 
Draw features that will be recorded when you go through this process are known as 
DrawSOptions 
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Keystroke equivalents 

Many Draw operations can be carried out from the keyboard instead of the menus 
and mouse: when you are familiar with the application, you may find this more 
convenient. 

In Enter mode 

Keystroke 

F3 

Shift-F3 

Ctri-F3 

Shift-Ctri-F3 

F2 

Shift-F2 

Ctri-F2 

Print 

Fl 

Shift-FI 

Ctri-FI 

Ctrl-0 

Ctri-W 

Ctrl-D 

Ctri -R 

Ctri-L 

F8 

F9 

F6 

+-, ~ . -->, t 

Effect 

Save file {calls up the normal Save as dialogue 
box) 

Save selection 

Save sprites 

Save text area 

Load named file (calls up a dialogue box into 
which you can type the name of the file you want 
to load) 

Insert named file (calls up a dialogue box into 
which you can type the name of the file to insert 
into the Draw file you are working on) 

Close window 

Print file 

Toggles between show and hide grid 

Toggles Lock to grid on and off 

Switch Toolbox on or off 

Zoom out 

Zoom in 

Zoom to 1:1 

Previous zoom 

Zoom lock 2 

Undo 

Redo 

Enter Select mode 

Move pointer one pixel 
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In Select mode 

Keystroke 

F7, Copy, or Ctri-C 

Shift-F8, Delete, or Ctrl-X 

Shift-F6 or Ctrl-Z 

F5 or Ctrl-A 

Ctrl-F4 or Ctrl-F 

Ctri-Shift-F4 or Ctri-B 

F4 or Ctri-G 

Shift-F4 or Ctrl-U 

Shift-F5 or Ctrl-S 

Ctrl-F6 or Ctrl-E 

Ctrl-F5 or Ctrl-J 

In Path edit mode 

Keystroke 

Ctri-F8 

Ctrl-F9 

F7, Copy or Ctrl-C 

Shift-F8, Delete or Ctri-X 

F5 

Return 

Shift-F5 or Ctrl-S 

For tool selection 

Keystroke 

Ctri-F7 or Tab 

Ctri-F9 

Ctrl-F8 

Return 

Escape 

Effect 

Copy selection 

Delete selection 

Clear selection 

Select all 

Bring to front 

Send to back 

Group objects 

Ungroup objects 

Snap to grid 

Enter Path edit mode 

Justify 

Effect 

Change to curve 

Change to line 

Add point 

Delete segment 

Enter coordinate 

Finish path edit 

Snap to grid 

Effect 

Enter text 

Enter closed line 

Enter closed curve 

Complete path 

Abandon 
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Starting Edit 

Edit is an application for editing text; you can use it to create and edit text. and 
to generate simple textual documents and scripts. 

Edit is also a BASIC program editor. It converts BASIC programs into text tormat tor 
editing, and then converts them back again when they are saved. 

Edit is not a word processor, although it has many sophisticated features for 
handling text. Word processors offer additional facilities such as pagination and 
page layout control as well as style changes such as italic and underlined text. 

Edit is controlled from a set of menus. However, many menu choices can also be 
selected using the keyboard. and once you are familiar with Edit. you may find that 
you prefer this method. These keystroke equivalents are listed at the end of the 
chapter 

To start the application: 

3 

Click on the Apps directory icon on the icon bar. 

Double-click on the ! Edit application icon. The application icon appears on 
the icon bar. 

Click on the Edit icon on the icon bar icon to start a new document. 

JPJXI . <Untitled> 
• -
i\ 
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Editing an existing file 

Typing in text 
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Edit is a universa l ed itor, which can edit and display most types of file: 

• To ed it an existing text file document. drag the file icon to the Edit icon on the 
bar, or double-click on it. 

• To edit any other file type. drag the fi le icon to the Edit icon on the bar. or hold 
down the Shift key and double-click on it. BASIC files are displayed as text. 

I I AOFS Hard01sc4 $ Info · "1 

I!!~~ t.dl! apppcat1on wows ~ou to crea~e or edl! 
files of plain text (like th1s one), and to create 
and edit BASIC progra.s. 

This help file is an exa,lt of an Edit docu~ent. 
Click the ~ointer inside his window to set the 
type-in po1nt <the 'caret'), then type. 

-( ... 

When you first open a new Edit window. a red 1-shaped bar- the caret - appears at 
the top left of the window. This is where text appears when you start typing. You 
can open more than one Edit window, but on ly one, the current window, has the 
caret in it. This window is also identified by the fact that its title bar is displayed in 
cream rather than grey. You can only type in the cu rrent window. 

You can easily move from one window to another, simply by moving the pointer 
over the window you wish to use and then clicking Select. 

If you type in some text without pressing Return at all, the window scrolls sideways 
(if your Edit window is sma ller than your screen). You can break your text into lines 
by pressing Return . Alternatively, click on the Toggle Size icon to extend the 
window to the full size and avoid having to scro ll sideways. There is another way of 
getting all your text into the window, using the Edit/Format text option; th is is 
described on page 26 1. 

As you type, notice that Edit fills the current line and then carries on to the next 
line, often breaking words in the middle Ignore this for the moment. as there is a 
menu option, Mlsc/Wordwrap, that takes care of it, and this is described later 
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Inserting and deleting text 

Edit menus 

To insert or delete text. position the caret where you want to make the alteration by 
moving the pointer there and Clicking Select. You can now insert text by typing. If 
you want to delete a character, position the caret immediately after it and press 
either Backspace or Delete; hold the key down and auto-repeat comes into effect, 
deleting more characters. If you want to delete characters to the right of the caret, 
press the Copy/End key. 

There are quicker ways of deleting a lot of text- see Manipulating blocks of text- t(te 
Select menu on page 251. 

The top level menu contains the following options: 

Edit 
Mise r-­
Save F3 ,.... 
Select r-
Edit ,.... 

Display 1'!-

The Mise menu 

Mise ;, This menu offers eight options: 
Info 
File 
Set type 
New view 
Print PRINT 

.t Column tab 1lF3 

Overwrite f F1 
Wordwrap AFS 

f'-
"' Info tells you about Edit. including the version number of your copy of the 
,.. program. 

File gives information about the file you are working on. in particular 

• whether it has been modified since you last saved it 

• what type of file it is: a text file or a command file, for example (its icon. if it has 
one. is also shown) 

• its name. including the full directory pathname 

• its size, in number of characters 
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• the t ime and date it was !ast saved (or if you have not saved it yet. the time and 
date when it was first created) 

About this fit · t 'c ' ""'" 

~ 
Modmed? 1 NO 

Type Text (Iff) 

I --- -ADFS: HardDisc4 $ Info 

~- modified 
~ type 

~- name 
Sizer 

-
265 ~ size 

Dater - 11 58.58 22·Jul1 991 ~ time and date 

Set type allows you to set the file type of the file you are currently editing For 
example. a text file will have the file type Text, and a BASIC file the file type 
BASIC. 

New view opens a second window on the same text (you can in fact open several 
views. not just two; the number of views open appears in the Title bar, after the 
filename). This choice enables you to look at two parts of the same document. and 
makes actions such as copying from one part of a document to another much 
easier. This feature is particularly useful with large documents. Remember that you 
are looking at one document, not at two separate copies of it: to illustrate this. try 
looking at the same part of a document in two views; enter some changes in the 
first view and you will see the same changes appearing in the second view. 

Print sends the document to the currently activated printer driver. See the section 
Printing an Edit file on page 263 for more information about printing. The Printer 
manager application must be running to enable you to print. 

Column tabs switches on a different type of tab insertion: this is explained in the 
section Laying out tables the Tab key on page 263. When this option is on (it is ticked). 
the words 'CoiTab' appears in the Title bar. 

Overwrite. when switched on. means that each character you type replaces the 
character at the cursor. instead of pushing the character aside and inserting the 
new character. When this option is on (it is ticked). the word 'Overwrite' appears in 
the Title bar. 

Wordwrap prevents words being spl it over line-ends as you type: whole words are 
wrapped onto the next line. When this option is on (it is ticked in the Mise menu) 
the word 'Wordwrap' appears in the Title bar. Words are wrapped when they exceed 
the number of characters given in the Edit/Format text box 

Do not confuse this option with Display/Window wrap: Wordwrap, unlike Window 
wrap, inserts a newline character (which is there although you cannot see it on the 
screen) when the cursor moves to a new line. 
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Saving text: the Save menu 

The Save menu allows you to save a complete file; you can also save part of a file 
using the Select menu. The procedure for saving is common to many applications, 

Edit I 

Mise ,.,. SaYe as •; • 

Hifl**'r- [f,l Select ,.,. 

Edit 

~ ~Disc4.$.tnfo!l l ~ Display 

including Draw and Paint. and is described in full in the chapter Using RISC OS 
applications on page 169. 

In order to save a file in the easiest way, you need to have on the screen the 
directory display for the directory where you want to save the file. 

Click Menu over the Edit window, and move to the Save submenu. A dialogue 
box appears. containing an icon, the current filename, and an OK button (as a 
shortcut you can also display this dialogue box by pressing F3). 

2 If the file has not been saved before, Edit offers you a default filename of 
'TextFile'. If you want a different name, use Backspace or Delete (or press 
Ctri-U) to delete TextFile, then type in the name you want. 

3 Place the pointer on the icon in the box and drag the icon into the directory 
display where you want to keep the new file. An icon for the file then appears 
in the directory window. 

This action assigns a full path name to the file, as you will see from the Title bar of 
the Edit window. When you have made some changes to the text and want to save 
the file a second time. use the Save option again, but this time, provided you want 
to use the same filename, you can save the file by clicking the OK box. Saving the 
file with the same name overwrites your old file with the new information. 

You can also save part of the text. typically for printing or transferring to another 
application, using the Select/Save option. described in the next section. 

Manipulating blocks of text - the Select menu 

You can select blocks of text. then manipulate them in various different ways. 

The simplest way to select a block is to position the pointer where you want the 
block to start. click and hold down the Select button. then drag the pointer to the 
end of the block and release the button. The selected block of text is highlighted. 
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If necessary, you can then use Adjust to 'adjust' the ends of the block. Position the 
pointer exactly where you want the block to start or finish. click Adjust and the 
block lengthens or shrinks accordingly This is particularly useful when you want to 
select a block that extends beyond the part of the text you can see in the window. 
Select a few words or lines at the start of the block, scroll until you can see the 
point where you want the block to end. place the cursor there and click Adjust. 

Here are some other ways of selecting blocks of text: 

To 

select a single word 
select a single line 
extend block to whole word 
extend block to include current line 

Do this 

double-click Select 
triple-click Select 
double-click Adjust 
triple-click Adjust 

Once selected, text can then be saved. copied. moved, deleted. de-selected 
(cleared) or indented by choosing options from the Select menu 

Wise 
Save 

Edit 
Display •c 

Move "V 

Delete •x 
Clear "Z 
lndent"F4 

To Save a selected block, move to Save from the Select menu. and follow the 
standard saving procedure Use this option to copy a selection into another Edit 
window; open a new window and drag the icon into it. The copied block will appear 
after the current caret position in the destination window. The caret is also moved 
to the end of the copied text. 

To Print a selected block of text, click on the Print option. The chapter Printing your 
files on page 95 gives more information about printing your files. 

To make a Copy of a selected block of text, select (highlight) your block of text and 
then position the caret where you want the copy inserted. then call up the Select 
submenu and click on Copy. The original block remains selected. Keep clicking on 
Copy to make as many copies as you want. 

If the caret is already at the position where you want the copied block to appear, 
press and hold Ctrl while making the selection in the usual way. Copy the block by 
pressing Ctri-C. This way you can make a selection without moving the caret. 
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If you copy to a position inside a selected block, both the original and the new copy 
remain selected. If you then make multiple copies you will get double the number 
you indicate. This may happen accidentally if you position the caret immediately to 
the right of a selected block ending in a newline character: because the newline 
character does not appear on the screen it is not highlighted. but is still part of the 
selected block. To undo an action. choose Undo from the Edit menu. 

To Move a selected block of text, select your block of text and place the caret where 
you want the text moved to. then click on Move. 

If the caret is already where you want the block to end up, press and hold Ctrl while 
making the selection in the usual way. Then still holding Ctrl. press V. and the block 
will be moved to the caret position. This way you can make a selection without 
moving the caret 

To Delete a selected block of text. click on Delete. The marked block then 
disappears. (Undo - in the Edit menu- allows you to reverse any changes or 
deletions made in the Select menu) 

To Clear or 'deselect' a block of text you have previously selected. click on Clear. 
The highlighted block reverts to normal and the block is no longer selected. 

Indent allows you to indent a selected block of text. The indent is defined in 
character spaces. You can also use Indent to add a text prefix to the beginning of 
each line of a block. 

To indent a selected block of text. call up the Indent submenu: 

Edit 
Mise "' Save F3 t-- Select 

I-til t'- Save ,... 

Edit 1- Print 

Display II- Copy "C 
Move "V 
Delete 'X 
Clear •z l.ndent ·I .. number ·> Insert spaces 

-number ·> strip characters 
other ·> insert at each line 

I l l 
Cancel I OK I --

You can then type in three different types of indent: 

• A positive number gives you an indent of the specified width. 

• A negative number. -5. for example. deletes the specified number of spaces or 
characters from the beginning of the block line; use this to cancel an indent. 
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• You can also type in text: IGNORE. or Note, for example. This will then appear 
at the beginning of every line in the selected block. You can remove this text by 
indenting with a suitable negative number. 

no indent 

indent • 4 

indent • -4 

indent • Note: 

<Untitled> • 

ExaMPle line of text 
ExaMPle line of text 

ExaMPle line of text 
ExaMPle line of text 

ple line of text 
fie line of text 
~ote: ExaMPle line of text 
Note : ExaMPle line of text 

~· · 

The Edit menu 

Edit 
Find F4 ,... 
Goto F5 ,.. 
Lhoo Fa 
Aeoo F9 
CA<->LF 'F8 
Expand tabs 
Forrnat text 'F6 ,.. 
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The first option in the Edit menu is Find. At its simplest, this al lows you to locate 
any character{s) in your fi le You can also use it to replace text with other text. To 
make sure that the search is complete. always position the caret at the start of the 
file before giving the Find command In the following description. the text being 
searched for is referred to as a 'string'; it may consist of any sequence of letters. 
numbers. spaces or other characters. 

Searching for a string of characters 

To use Find without doing anything with the found string. choose Find in the Edit 
submenu: the Find text dialogue box appears. with the caret in the Find box. Type 
in the string you want to locate and press Return. The caret then moves to the 
Replace with box. 

F'llld text ' 

~~ !reYious, Count 
F~rl ----~~F-ind-t-hi-s-te~x~~----,1 

Replace with I I 
_JCose sensitive 

J MagiC cnaracters J Wlldcarded expressions 

Since on this occasion you do not want to replace the found strings, either click on 
Go, press Return or press Fl. 
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Edit finds the first occurrence after the caret of the word in your file, then displays 
the Text found dialogue box, indicating the operations available. 

XI <~ Text found 

Stop I Continue I Replace J 
Last Replace I~ of lile replace I 

Undo I reDo I 
Found 

To look for the next occurrence of your string, click on Continue. To abandon the 
search, click on Stop, or press Return or Escape. 

Replacing a string of characters with a new string 

To use Find for replacing a string with a new string, go to the Find text dialogue 
box as before. but this time, insert the new string into the Replace with box. Then 
press Return, and the Text found dialogue box appears. 

~~ Previous I~ 
Find I Type the text you want to find in here I 

Replace with I Replace it with this tex~ 

_jcase sensitive 
.J Magic characters .,.) Wildcarded expressions 

Click on Replace to substitute the new string for the old string; if you do not want 
to change this particular occurrence of the old string, click on Continue and Edit 
moves on to the next one. 

If you click Last Replace, Edit replaces the currently found instance of the string. 
but does not search for further occurrences. 

If you click on End of file Replace. Edit finds and replaces all occurrences of the 
string from the present one forward to the end of the file, without stopping at each 
one for instructions. 

Clicking on Undo takes you back to the last string replaced and returns it to the 
original version; click reDo to change it back again. 

The display at the top of the dialogue box keeps you informed of the state of the 
search; if Edit cannot find the word you have specified. it displays the message Not 
Found. 
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Using keyboard shortcuts 

Besides using the Select button, you can control all these options from the 
keyboard; the particular keys are indicated by the capital letters in the dialogue 
box. Press Sand the search Stops, press C and it Continues. D and it will reDo, and 
so on. Pressing Escape or Return also stops the search and removes the Text 
found window. 

Other useful facilities 

Note that you can use Find to delete strings in a text, by entering nothing in the 
Replace with box. and cl icking on Replace in the Text found dialogue box, thus 
replacing the found string with nothing: deleting it, in effect. 

There are severa l other useful facilities in the Find text dialogue box 

• You can carry out the last Find and Replace operation again. by clicking 
Previous (or by pressing F2). 

• You can specify a string and ask Edit to count the number of times it occurs in 
your file (from the caret position to the end of the fi le) by clicking on Count (or 
by pressing F3). 

• By default. Find makes no distinction between upper and lower case 
characters- Hello will match to both HELLO and hello. or for that matter. 
hElLo- you can specifically ask it to match case by clicking next to Case 
sensitive (or by pressing F4) . Hello will then match only Hello. Case sensitivity 
remains selected until you deselect it by clicking again. 

Magic characters and their meanings 

You can also use the Find faci lity to search for classes of characters. To activate this 
feature. click on Magic characters (or press F5) in the Find dialogue box. 

Magic characters are indicated by a\ character, as shown in the lower half of the 
dialogue box, which shows you the available characters. 



Type these characters in directly as shown in the window. 

FincH&xt. '• ' -· • 

~~ Previous j~ 
Find I \x11:j' I 

Replace with I I 
_Jease sensitive 

~ Magic characters J Wildcarded expressions 

\ "'any char la"'afly letter or digit 

\xXX=hex char ln=-newline 

\":any string \&=found string 

The magic characters operate as follows: 

Character Meaning 

IA:l=any digit 

\\: \ 

\cX=cti-X 

Edit 

\* matches any string (including a string consisting of no characters at 
all ). This is really only useful in the midd le of a search string. For 
example, j o \ *n matches jon, john, and j ohaan. 

\a matches any single alphabet ic or digit character. Sot \ap matches 
tip, tap, and top, but not trap 

\d matches any digit (0 to 9) 

\. matches any character at all , including spaces and non-alphabetic 
characters. 

\n matches the newline character (remember that to the computer. 
this is a character just like any other). 

\eX matches Ctrl~X, where X is any character. 

\& is used in the Replace with box to represent the found string: the 
string matched in the search. This is particularly useful when you 
have used magic characters in the Find string. For example, if you 
have searched fort \ap, and you want to add an s to the end of all 
the strings found, \&s in the Replace with box will replace tip. 
tap and top by tips, taps and tops. 
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Character Meaning 

\\ enables you to search for a string actually containing the backslash 
character\ while using magic characters. To search for the strings 
cat\a or cot\a, enter c\at\ \a. 

\xxx matches characters by their ASCII number. expressed in 
hexadecimal. Thus \x61 matches lower-case a. This is principally 
useful for finding characters that are not in the normal printable 
range. 

Wlldcarded expressions and their meanings 

There is also a facility for specifying wildcarded expressions in search strings. In 
order to use this facility, click on Wlldcarded Expressions (or press F6) in the Find 
dialogue box. 

Fllld eaxt __!_ ~· 
,, 

H •• >r 

Go Previous l_eount I 
Find I tp I 

Ae~cewrth I &~ I 
case sensitive -

...) Magic dlaracters (i Wtldcarded expressions 

Any Newline $ Alphanum@ Digit II 

Ct~ I Normal \ Se~ }Set 

Not~ Oor more • 1 or more " Most% -
J. To· Found & Field# ? He.x}( 

t ~ -

Click on the wildcard character you wish to enter and it is copied into the text box. 

The wildcard characters operate as follows: 

Character 

s 
@ 

# 

\ 

Icon name 

Any 

Newline 

Alphanum 

Digit 

Ctrl 

Normal 

Meaning 

matches any single character 

matches linefeeds 

matches any alphanumeric character. A to Z, a to z. 0 
to 9, and_ 

matches 0 to 9 

matches any control character. For example. to 
search for Ctrl -z. type in 1 z 

matches any character following it even if it is a 
special character. # would be searched for as\#. 
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Character 

* 

1\ 

% 

& 

? 

Icon name 

Set 

To 

Not 

0 or more 

lor more 

Most 

Found 

Field 

Hex 

mm:aa ,., ... , ................. , .. ., 
Meaning 

matches any one of the characters between the 
brackets. This is always case sensitive. 

[a -z] wou ld match any character (in the ASCII 
character set) between a and z. 

Edit 

does not match character. -c matches any character 
apart from C. This can also be applied to sets. 

matches zero or more occurrences of a character or a 
set of characters. T*O matches T. TO.TOO. TOOO 
etc. 

matches one or more occurrences of a character or a 
set of characters. T • o matches TO. TOO. TOOO etc. 

%c is the same as ·c. except when used as the final 
element of a search string. In this case the longest 
sequence of matching characters is found 

refers to the whole of the 'Find' text. It is used in the 
Replace with box to represent the 'found string·: 
the string matched in the search. This is particularly 
useful when you have used wildcard characters in 
the Find string. For example. if you have searched 
for t.p, and you want to add an s to the end of all the 
strings found. &sin the Replace with box wi l l 
replace tip. tap and top by tips, taps and tops. 

If a string was found that matched the search 
pattern. then ?n refers to the part of the found string 
which matched the nth ambiguous part of the 
search pattern . where n is a digit from 0 to 9. 
Ambiguous parts are those which could not be 
exactly specified in the search st ring; e.g. in the 
search string %#fred*$ there are two ambiguous 
parts.%# and*$ -which are ?0 and ?1 respectively. 
Ambiguous parts are numbered from left to right. 
(Only to be used in the Replace with string). 

(Jnn matches the character whose ASCII number is 
nn, where nn is a two-digit hex number. X61 

matches lower-case a. This is principally useful for 
finding characters that are not in the normal 
printable range. 
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The full power of the wildcard facility can be illustrated by a few examples. 

• To count how many lower case letters appear in a piece of text: 

Find: la-z) 

and click on Count. 

• To count how many words are in a piece of text: 

Find: %@ 

and Click on Count. 

• To surround all words in a piece of text by brackets: 

Find: %@ 

Replace with: (&) 

and click on GO, then on End of File Replace in the Found dialogue box 

• To change all occurrences of strings like #include "h. foo" into 
#include "foo. h": 

Find: \jinclude "h\ .%@" 
Replace with: jinclude "?O.h" 

and click on GO, then on End of file Replace in the Found dialogue box 

• To remove all ASCII characters. other than those between space and-. and the 
newline character, from a file: 

Find: -[ - \-$] 
Replace with: 

and click on GO, then on End of File Replace in the Found dialogue box (ie 
find all characters outside the set from the space character to the- character. 
and newline, and replace them with nothing). In fact this could be written 
without the \.since- would not make sense in this context if it had its special 
meaning of Not. ie: 

Find: - 1 --$1 



Edit 
Find F4 P' 

Goto F5 r-
Undo F8 

Redo F9 
CR<->LF ~Fa 

Expand tabs 
Format text "F6 ,.. 

Edit 

Other options on the Edit menu: 

To send the caret to a specific line of text. use the Goto option. Call up the Goto 
submenu and Edit displays a dialogue box: 

Gototex(Hne r;. 

current line r 8 
current char i-1265 __ _ 

Gotolinel ~ II OK I 

Type in the line number you want to move to. then click on OK. The dialogue box 
disappears. and the screen displays the caret. positioned at the beginning of the 
line you have just specified Note that this option understands 'line· to mean the 
string of characters between two presses of Return. If you have not formatted your 
text. a line in this sense may run over more than one display line. 

Undo allows you to step backwards through the most recent changes you have 
made to the text. The number of changes you can reverse in this way varies 
according to the operations involved. 

Redo allows you to remake the changes you reversed with Undo. 

CR+-+LF allows you to convert the linefeeds in your text to carriage returns (and 
carriage returns to linefeeds). Carriage returns appear as the characters [Od] in your 
text. 

If you convert from linefeeds to carriage returns. the file will be converted to one 
continuous line. with carriage return characters inserted where linefeeds have been 
removed. Though it is possible to edit a file in this state. you may find that 
updating the screen takes a long time. This facility is useful when importing text 
from other text editors. whi ch may use carriage returns where Edit uses line feeds. 

Expand Tabs converts each tab character into eight spaces, since some printers 
can interpret spaces more easily than the tab character. If you have imported a file 
that was produced on a word processor. you may find it uses tab characters. These 
appear in the Edit fi le as the characters 1091 in your text. 

Format text allows you to reformat a paragraph of text- from the caret to the next 
blank line or line starting with a space- so that the lines fill the screen and break 
correctly at the ends of words. It is useful for tidying up text after editing. Position 
the caret at the beginning of the paragraph, choose Format text in the Edit menu 
and enter the number of characters per line you want your text to have in the 
Format width dialogue box. Then move the pointer back over the Edit menu and 
click on Format text to format the paragraph. 

The setting in the Format width dialogue box also controls the length of lines 
when you are entering text with Wordwrap switched on. 
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The Display menu 

DiSOlav ' 
Font 

Line s pactng 
Margin 
Invert 

Wtndowwrap 

Foreground 
B(ld(jJ'Omd I . 

The Display menu allows you to change the way your text looks on the screen: you 
can experiment with fonts. colours, line spacing and margins. However, the 
features you select do not form part of the text when you save it. If you choose New 
view in the Mise menu to display two windows on the same file, the Display 
features in both windows can be different. 

Font offers you a choice of fonts (typefaces) . System font is the default font, and 
has a fixed character width. For further information on fonts. see the chapter 
Typefaces and fonts on page 73. 

Work area .... You can use Font size to set the point size (height and width) of the characters 
displayed on the screen. Either select one of the sizes indicated. or position the 
pointer on the bottom (blank) line of the menu; you can then type in another size. 

Font height allows you to set the height of the characters displayed on the screen, 
leaving their width unchanged. 

Line spacing increases or decreases the space between lines. It is measured in 
pixels, the smallest unit the screen uses in the current mode. The selected font size 
assigns a suitable line spacing; this option is therefore used only to increase (or if 
you type a negative number. to decrease) the given spacing. 

Margin sets a left margin, again in pixels. 

Invert swaps foreground and background colours, so that black text on white 
becomes white text on black. and so on. 

Clicking Window wrap makes your text fit the size of the window. When Window 
wrap is on , you can change the window to any size, and the width of the text will 
change accordingly. You can revert to the default sizing by clicking on Window 
wrap again . 

By default. Edit assumes a text width of 76 characters. but the default window is 
not as wide as the full screen. You can of course change the number of characters 
per line (by choosing Format text in the Edit menu) or enlarge the window to the 
full size by clicking on the Toggle Size icon. 

Foreground allows you to display the text in any one of the sixteen colours, by 
clicking on the selected colour from the palette displayed. 

Background allows you to set the window's background colour. as above. 

Work area allows you to set the extent of your Edit windows so that you can have 
windows which are wider than the current screen mode. Normally Edit restricts the 
maximum horizontal extent of a window to the size of the screen in the current 
mode. but you can specify a longer line length in terms of System font characters. 
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The size of System font characters is used even you are using a different font. This 
is particularly useful if you have a text file which, for example, is 80 or 132 
characters wide and you are viewing it in mode 12. The maximum size of window 
width which can be specified in this manner is 192 System Font characters. This 
option is not available when the Window wrap option is on. 

Printing an Edit file 

There are several ways of printing an Edit file; however, to use them. you first need 
to load the Printers application. For how to do this, refer to the chapter Printing your 
files on page 95. 

If the file you want to print is already loaded into Edit you can simply click on the 
Print option on the Mise menu. Another way is to call up the Save as dialogue box 
and drag the icon onto the printer driver icon on the icon bar. This will print the 
current version of the file, whether or not it has been saved. 

If the file is not loaded into Edit . you can simply drag the file's icon from its 
directory display onto the printer driver icon. You can also do this if the file is 
loaded, but if you have made any changes to it since you last saved it. they will not 
appear in the printed copy; only what has been saved will be printed by this 
method. Finally, you can also print by pressing the Print key on the keyboard. 

Laying out tables: the Tab key 

Tables can be set out in two ways using tabs - as irregular columns or regular 
columns. 

Irregular columns 

To set out a table, type in the first line- the column headings, for example- as you 
want it to appear. using spaces to separate the text in the columns. Then press 
Return. On the next line. pressing Tab will make the cursor jump to the position 
underneath the start of the next word in the line above. So, in the following 
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example of a simple diary, the column headings (Time, Place. Person and Reason) 
were typed in using spaces, then the following lines were typed in using tabs 
(including the dashes used as underlines for the column headings): 

/ 

/ 

column headings 
,/ 

ff.li X I / • ADFS::HardDisc4.$.schedule 
ITodays Schedule ~ 

Ti111e Place Person Reason 

89.28 Meeting roo111 1 Doug Sort out todays itenary 
18.18 Boardroo111 Senior 111anagers De-briefing 
12.48 City hall Karen Walsh Planning discussions 
13.38 Panos Bob and Jaflll!s Norking lunch 
15.48 Meeting roo111 1 Group flll!eting Progress reports & sales targets 

Regular columns 

If you want your table to have columns regularly spaced eight characters apart. 
click on Column tabs in the Mise submenu. The word ColTab wil l appear in the 
window's Title bar to remind you that you have done this. Pressing Tab will then 
cause the cursor to jump to the next tab position. This is very useful for creating 
simple tables that will not display much text: 

iibl ~<l <Untitled> • CoiTab 

~~~~~-~~~~~~~-~~~-~~~-~~~~-~~-~~~~~~-~~~~ 
eggs leeks celery peas beans 

Jan 168 458 28 698 75 
Feb 439 23 526 778 45 
Nar 867 234 97 713 56 
Apr 674 848 67 298 75 
Nay 958 654 68 476 43 
Jun 978 697 45 587 85 
Jly 149 867 64 549 ~~~ Rug 747 645 87 985 

.... ·" • ··- "" 

Note Both the table layout methods described above will only work with a fixed 
width font (e.g. the System font). If you create a table and subsequently display the 
screen in another font, the text in the table will not line up correctly with the 
column headings. 
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Reading in text from another file 
If you want to add all the text from another file into the file you are currently 
editing. position the caret at the point where the inserted text is to appear. Call up 
the directory display for the incoming file, and drag its icon into the text window. 
The entire contents of the source file is then copied into the destination file, 
starting at the caret position. The caret then appears at the end of the text you have 
inserted. 

You can also read in part of a file by highlighting the part of the file you wish to 
read in, then using the Save Selection option. drag and drop the Selection into the 
destination file. 

The Edit icon bar menu 

. Edit 
Info 

Create r­
BASIC options ,_ 

Quit 

Pressing Menu on the Edit icon on the icon bar produces a menu with the 
following options: 

Info gives you some information about the version of Edit you are using. 

Create leads to a submenu which enables you to open windows for specific types 
of file: Text, BASIC, Obey and Command files. Alternatively you can type in a file 
type of your own choice at the bottom of the menu. 

Create also allows you to start a Task window. Task windows can also be started 
from the Task manager icon bar menu. How to use Task windows is described in the 
chapter The command line on page 411. 

BASIC options leads to a submenu with which you can choose how to display 
BASIC programs. How to do this is described in the next section. 

Quit stops Edit and removes it from the computer's memory, first presenting you 
with a dialogue box for confirmation if there are any current files you have not 
saved. 

1 file modified 

Discard I Cancel I 
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Edit also allows you to write BASIC programs. It converts the Text files produced in 
Edit to tokenised BASIC files. 

Writing a new program 

To write a new program, click Menu over the Edit icon on the icon bar and from the 
Create menu choose BASIC. You can now type your program directly into an Edit 
window. There is no need to include line numbers, as Edit will insert them for you 
when you save the file. Press Return at the end of the last line of the program 

Editing an existing program 

To use Edit for working on an existing BASIC progra!Jl, simply drag the program's 
icon from its directory onto the Edit icon on the icon bar. 

Icon bar menu 

Pressing Menu on the Edit icon bar icon displays a menu containing the Edit 
options. Move to the BASIC options submenu: 

• Strip line numbers produces a text file with no line numbers. If a reference to 
a line is found, an error box will appear asking whether you want to leave the 
number in. This option is on by defau lt. 

• Line number Increment sets the number increment between successive lines 
in the program 

Edit 
Info ,. 
Create ~ Ootions 
l:t·@1di!•f·Lf ./ Strtp bne numbers Increment I 
Olllt • 1d; I 

Converting to a tokenised file 

Converting a text fi le to a tokenised file is usually quite straightforward. If there are 
no line numbers. Edit will start at 10 and increment by 10. H line numbers are 
supplied. these are used as a basis for any lines without line numbers. 

Warnings 

If there are line numbers. Edit wi l l not sort them into ascending sequence and the 
resu lting BASIC program may behave very strangely. 
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If your code is incomplete, Edit will warn you about the following problems: 

• Line number reference too large. 

• Mismatched quotes. 

• Mismatched brackets. 

In all cases Edit will also quote the offending line number. After you have clicked 
on OK the tokenising continues. 

Attempts to tokenise a crunched program (e.g. one with the spaces removed) will 
generally result in a non~functioning program. 

Printing a BASIC program 

If you have Edit running, you can print a BASIC program on paper by dragging its 
icon onto a printer driver icon. Edit will perform the conversion to allow the 
program to be printed. 

Saving Edit features in a Desktop boot file 

You may wish to change some aspects of the way new Edit windows appear. For 
example. a new window normally opens using black text on a white background, 
but you may prefer to have blue text on a red background ready to use each time 
you start Edit 

You can set features of this type by setting up Edit just as you wish to use it, then 
save these features by creating a Desktop boot file. Instructions on how to create a 
Desktop boot file are given in the appendix Configuration information on page 497. 
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On occasions, it can be quicker when you are working in Edit to use the keyboard 
instead of the mouse. especially once you are famil iar with the program. 

When editing 

Keystroke 

-. -.t.! 

Shift-+-. Shift--+ 

Shift- t , Shift- ! 

Ctrl- t 

Ctrl - ! 

Ctrl-+-, Ctrl--+ 

Shift Ctrl- i, Shift Ctrl-! 

Ctrl Shift- -+ 

Ctrl Shift- +-

End 

Shift-End 

Ctri-End 

Home 

Insert 

Page Up/Page Down 

Shift-Page Up/Page On 

Ctri-Page Up/Page On 

Shift-F3 

Sh ift-P I 

Ctri-F5 

Ctri-F7 

Effect 

Move caret one character left. right, up or 
down 

Move caret one word left or right 

Move caret one page up or down 

Move caret to start of file 

Move caret to end of fi le 

Move caret to start or end of line 

Scroll file without moving caret 

Scroll document up by one line 

Scroll document down by one line 

Delete character to right of caret 

Delete word at current caret position 

Delete line at caret 

Place caret at top of document 

Insert space to right of caret 

Scroll up or down one window 

Move caret up or down one line without 
scrolling 

Move caret and scroll up or down one line 

Toggle column tabs on or off 

Toggle overwrite mode on or off 

Toggle word wrap on or off 

Make where the caret is the current selection 
and move the ca ret to where the selection was 
(i.e. toggle caret and selection) 



In the Select menu 

Keystroke 

Ctri-Z 

Ctri-X 

Ctri-C 

Ctri-V 

In the Edit menu 

Keystroke 

F4 

Ctri-F4 

F5 

F6 

Shift~F6 

F7 

Shift-F7 

F8 

F9 

Ctri-F6 

Ctri-F8 

Ctri-Shift-FI 

Ctri-F2 

Effect 

Clear selection 

Delete selection 

Copy selection to caret 

Move selection to caret 

Effect 

Display Find dialogue box 

Indent selected block 

Display Goto dialogue box 

If no block is selected . select the single 
character after the caret If a block is selected, 
and the caret is outside it, extend the selection 
up to the caret. If a block is selected and the 
caret is inside it, cut the block from the caret 
position to the nearest end of the block. 

Clear the current selection 

Copy the selected block to the current caret 
position 

Move the current selection to the caret position 

Undo last action 

Redo last action 

Format text block 

Toggle between CR and LF versions of the file 

Expand tabs 

Close the Edit window 

Edit 
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In the Find menu 

Note: these keystroke definitions only come into play once the Find dialogue box 
has been displayed (e.g. by typing F4). 

Keystroke 

t. ! 

Fl 

F2 

F3 

F4 

F5 

F6 

File options 

Keystroke 

F2 

Shift-F2 

F3 

Shift-drag 

Shift-double-click 

Effect 

Move caret between the find and replace text in 
the Find box 

This starts the search and displays the Text 
found dialogue box if the text string is found 

Use previous find and replace strings 

Count occurrences of find string 

Toggle case sensitive switch 

Toggle magic characters switch 

Toggle wildcard expressions switch 

Effect 

Open a dialogue box enabling you to load an 
existing Edit file into a new window 

Open a dialogue box enabling you to insert an 
existing Edit file at the caret position 

Save the fi le in the current window. This is a 
shortcut to the normal Save as dialogue box. 

If Shift is held down and a file icon is dragged 
onto an existing Edit window. the name of the 
file is inserted at the caret position 

Shift double-clicking on a file icon loads any 
text or non-text file into Edit 



15 Paint 

n aint is a pixel-based picture editor; you can use it to 'paint' coloured images by 
.lapplying colours to an area with a variety of brushes and painting tools. 

The pictures produced by Paint are kept in the form of sprites. A sprite is a graphic 
shape made up of an arrangement of pixels (the smallest unit the screen uses in its 
current mode). Sprites are stored in sprite files, which may contain more than one 
sprite. Sprites and sprite files use a standard format, so you can freely export 
images produced by Paint to other programs that use sprites (such as Draw). You 
can also use Paint to edit sprites produced by other RJSC OS applications. 

The important difference between Paint and Draw is that unlike Draw. Paint knows 
nothing about 'objects' such as rectangles and circles; all it knows is the colour of 
each pixel. Although you can paint regular shapes, you cannot then select them in 
order to delete. move or resize them. 

When you export (save) a sprite from Paint into Draw. this remains true: regular 
shapes forming part of the sprite cannot be edited like Draw objects. The whole 
sprite becomes a single object in your Draw diagram, and can be moved or resized. 
but not otherwise edited. 

The first part of this chapter is a tutorial section that introduces some of the more 
common features of Paint, and shows how they can be used to create a simple 
sprite that you can use as a backdrop on your screen. 

Later sections contain more detailed descriptions of all the features of Paint. 
backed up with examples demonstrating each feature. 

Using Paint with 32 thousand colours and 16 million colours 

Paint can only create and edit sprite pictures in 256 colours. 16 colours, 4 colours 
and back and white. It can create sprites in 32 thousand colours or I 6 million 
colours but it cannot edit them. 

At 32 thousand colours and 16 million colours. Paint can be used as a picture 
viewer only. At these display modes most of the information given in this chapter is 
not relevant 

Creating sprite files that are compatible with earlier versions of RISC OS 

If you want to Creating sprite files that are compatible with earlier versions of RISC 
OS. make sure you choose a sprite type that has an equivalent old-type mode 
number. See page 314 for more information. 
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Thi s is a tutoria l section that shows you how to use Paint to produce a small. 
simple picture (shown on the left). You can then use the Pinboard application to 
repeat this picture all over your screen producing a 'wallpaper' type background 
(shown below) . 

The tutorial is not designed to show you how to use all the Paint tools- in fact it 
only uses a few- but to give you a general idea of how the application works 
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Starting Paint 

Open the Apps directory by clicking on the Apps icon on the icon bar. Start Paint by 
double-clicking on the Paint icon. As with other RISC OS applications. Paint 
indicates it has been loaded by d isplaying its icon on the icon bar. 

Selecting the correct screen display 

Before you start the tutorial change the screen mode to a 16-colour square-pixel 
screen mode such as 640x480 or 800x600 (if you don't know how to do this see the 
chapter Desktop colour and resolution on page 79). 

Creating a new sprite 

The first step in creating a new sprite is to click on the Paint icon on the icon bar. 
This displays the Create new sprite window with a Sprite file window behind it. 

lf!j~] 'I <Untitled> f] 

$pri1it fiflt Window 1-l 

Createnew sprite 

Name I newsprlte I Mask j7 

Width~_..) 45 (i' 90 J 180 dpi 

Height~J 45 (i 90..) 180 dpi 

Palette {e colour ..) mono ..) none 

..)2 _.) 4{e 16 ..)256J32kJ 16M 

....l colours (mode f2iJ } 

0 -Cancel J I~ 

The Create new sprite window lets you type in the name you wish to give to your 
new sprite. its size and the mode used. 

For this tutorial : 

• Delete the existing name newspr i te (using the Delete key) and type in the 
name for your sprite, Flowers. 

• Change the size of the sprite by cl icking on the Width box and the Height box 
and changing both values to be 80. 
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Click on the OK box and your new (blank) sprite is created. 

sprite file window 

/ 

sprite window 

iJLJ1J~Oj~t®j 
~~~ LJgJQ]Qj.QJ~.Il 

~~~~J.~J~~ 
r Replace colour 

colours window tools window 

You should now have four Paint windows on your screen: 

• the sprite file window- shows all the sprites in that sprite file 

• the sprite window- where you can make changes to the sprite using Paint 

• the tools window- contains the tools you can use for painting 

• the colours window- contains the colours you can paint with. 

Zooming in and out 

The sprite you have just created is very sma ll, so to help you see what you are 
doing you must increase the size of the sprite. Before you do this, drag the tools 
window and the colours window to the right of your screen, and drag the sprite file 
window to the bottom left of your screen. Now press Menu on the sprite window. 
and move to the Zoom dialogue box (described on page 309). Click on the up arrow 
on the left to create a magnification of 8: I . 

Pain! 
Mise ,.,. 
Save ,. 
Paint ,.. 
Edit ,.. Magnifier 
far---

~ []:[D ~ Grid ,. 

The blank sprite will now fill most of your screen. and at this magni fication a grid is 
superimposed over the painting area. Each square in the grid represents one pixel. 
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The picture 

The picture you are going to create is made up of two fiowers in diagonal corners. 
In fact you only need to paint one flower. you can then copy this to the opposite 
corner and re-colour it 

paint this flower first ... , 

... then copy it to here 
and change its colour 

Creating the first flower petal 

To create the first petal: 

2 

3 

Go to the tools window and select the paint brush tool by clicking on it. 
(As soon as you click on this tool the bottom of the tools window will expand 
to display an area where you can define the type of paint brush you want to use 
and its size. By default you will be given a circle as your brush type.) 

The size of the default paint brush is too large to paint a fiower petaL To reduce 
it to the right size. move to the X scale and V scale boxes and change the scale 
in both boxes from I : I to I :2, and then click on OK to confirm this. 

The first fiower will be dark blue. To select this colour move to the colours 
window and click on dark blue. That colour will then be highlighted and be 
overlaid with the number 8 (to signify that this is colour 8 out of a palette of 16 
colours) 
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4 Move the pointer into the Paint window You will notice that the pointer is now 
attached to the centre of a circle. Move the pointer to the approximate 
position shown below and click. A solid. dark blue circle will appear· 

1 select Paint brush -

4 move to here 
and click 

Us~ sprite as brush 

'i Sel ..J OR ,j Af\.0 .) EOR 

Shape F7 
Name 'I -co-,-·rc-:-le---, 

Xscale [2}] 

3 select dark blue 

2 
change 
the scale 

- to 1:2 and 
then click 
on OK 

Note: If you accidentally remove either the colours window or the tools window 
from your screen you can restore them by pressing Menu over the sprite window, 
and then choosing Paint/Show colours or Paint/Show tools. 

Saving your sprite for the first time 

Now is a good time to save your sprite: 

Press Menu over the sprite file window (not the Sprite window) 

2 Move to the Save submenu and display the Save as dialogue box. As with any 
other application. you shou ld delete the defau lt name that appears and drag 
the icon to the directory where you want to save the file. For this tutorial. use 
the name Landscape. The name of the sprite file now appears in the Title bar 
of the sprite file window. 
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Saving your work as you build up a sprite 

You should save your work frequently as you proceed. You can then return to the 
last step if you go wrong. This is an especially good idea with Paint, since with 
some of the tools you can easily make mistakes. Unlike with Draw, you cannot 
undo your work or move single objects, since Paint does not create objects as such. 

To save the sprite: 

Press Menu over the sprite file window (not the Sprite window). 

2 Move to the Save submenu and display the Save as dialogue box. Now click 
on OK. 

Painting the next three petals 

" 
To paint the next three petals move to the centre of the three other circles shown 
below and click. Don't worry if your circles do not appear in exactly the same 
positions as in the example: 

first circle 

Tip: If you have put a circle in the wrong position don't despair. change the colour 
to white then paint over the incorrect circle. You can then change the colour back 
to blue and redo the ci rei e. 

Once you are satisfied with your four petals, save your work again before you go on. 
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The middle of the flower 

" 
There are three steps involved in painting the centre of the flower 

The size of the paint brush is too large to paint the middle of the flower so 
move to the X scale and Y scale boxes and change the scale in both boxes 
from I :2 to I :4. 
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2 Select yellow (colour 9) from the colours window. 

3 Move to the centre of the four peta ls and pa int in a small circle 

paint a small circle in 
the centre of the four petals 

Touching up 

After adding a smal l circle to the centre of the flower you will probably find that 
there are one or two white p ixels sti ll in the centre. You can turn these into dark 
blue pixels by: 

I selecting the Set/Clear pixels tool in the tools window (the icon for this looks 
like the tip of a pencil) 

2 selecting dark blue as your current colour 

3 clicking Select over the white pixels inside your flower 

Save your work again at this point. 

Painting the stem 

The final step in creating the flower is to paint in a green stem. You can do this by: 

I selecting green (colour I 0) 

2 selecting the Set/Clear pixels tool in the tools window (you may already be 
using this tool if you did any touching up) 

3 moving back to the flower and painting the pixels beneath the flower to look 
like a stem. 
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If you click over one pixel, only that pixel will be coloured, if you move the mouse 
slowly (holding down the Select button). each pixel you move over will be 
coloured : 

Tip If you make any mistakes, select white (colour 0) and change the incorrect 
green pixels back into white ones. 

This is another good point to save your work before going on. 

Creating the second flower 

The second flower goes in the bottom right corner of the sprite. However, you don't 
have to paint a new flower. you can copy the one you've just made: 

2 

Go into the Zoom dialogue box and slightly reduce the magnification factor, 
then click on the Toggle size icon (in the top right corner of the sprite window) 
to display the entire sprite. 

Select Copy from the Tools window (the icon for this looks like a camera). and 
check that Local is highlighted in the new panel that appears at the foot of the 
Tools window. 

3 Position the pointer at the top left corner of the flower (see following picture). 

4 Hold down Select. drag the mouse to the bottom right corner of the flower and 
release Select. A light blue rectangle will show the block of pixels that you have 
copied. 
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5 Move the pointer to the bottom right corner of the sprite window and click. 

position pointer here .. . .. then drag to here 

... finally move the pointer here and click 

The light blue rectangle will be replaced by a copy of the flower. 

Editing the second flower 

• 
~ 
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There are two changes you can make to the second flower to make it clearly 
different from the fi rst one; change the colour of its petals and centre, and trace 
around the petals 

Changing the colour of the flower 

2 

3 

Select Replace colour from the Tools window (the icon for this looks like a 
paint can) . 

Select red (colour II) from the colours window. 

Move over any part of the yellow centre of the flower and click The centre will 
become red. 

4 Select yellow (colour 9) from the colours window. 
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5 Move over any part of the blue petals and click. All the blue pixels that touch 
each other will be instantly changed to yellow pixels. 

Tracing around the petals 

The final change to make to the second flower is to trace around the edge of the 
petals to give it more impact 

Select orange (colour 14) from the colours window. 

2 Select Set/Clear pixels from the tools window. 

3 Carefully trace around the outermost yellow pixels of the flower replacing 
them with orange 

start tracing here ... . .. and continue around the entire flower 

Changing the background colour 

The white background will be too stark when you use the flowers to cover your 
entire screen, so: 

select Replace colour 

2 select cream (colour 12) from the colours window 

3 move to any white pixel in the sprite and click. The entire background of the 
sprite will be changed to cream. 

Your sprite is now finished, so save it and then close the file. 
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Using Pinboard 

You are now ready to wa llpaper your screen with your flower sprite 

Drag your sprite file (called Landscape) from its directory and drop it 
anywhere on the desktop background. It will now be represented as a Paint file 
with its name displayed underneath. 

2 Press Menu over this icon. The Pin board menu will appear Choose Make 
backdropffiled from this menu: 

3 

Into 

Tidy 
Grid lock 
Remove iCon 
Select all 

Clear selection 

1\'l Scaled 

flamove backdrop Centred 

Save 

Your whole screen wi ll now be t iled with your sprite: 
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You have now completed the Paint tutorial. The rest of the chapter is a reference 
section describing the basic elements of Paint, the tools in detail, and how to 
customise Paint so that it always starts up the way you prefer it. 
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Paint reference section 

Sprites 

This section outlines some of the terms. concepts and basic techniques for 
creating and editing sprites in Paint. 

Sprites have the following attributes: 

• A name used to identify the sprite (sprite names are 1 to 12 characters long). 

• A definition mode indicating the screen mode that was set when the sprite was 
defined (if using an old type screen mode). 

• A height and a width (these are given in pixels); the default is the size of the 
current screen mode. 

• A palette defining the colours used in the sprite (optional). 

• A mask - sometimes called a transparency mask (optional) . 

Within the sprite. each pixel has a colour. chosen either from the sprite's palette. if 
it has one. or the palette for the screen mode it was defined in If the sprite has a 
mask. you can use a special colour. which indicates the pixel is transparent When 
a sprite is painted. the existing screen display shows through the transparent 
pixels By setting transparent pixels on the border of a sprite. you can construct 
sprites which are effectively non-rectangular. 

All of these attributes are defined in the Create new sprite window. which is 
displayed each time you want to create a new sprite (just click on the Paint icon). 

li".j ~q ·.• r <Untitled> ·,, 'r11 

1----Spii .. file windiM '1 Oeale new sprite 

t-emel newspnte I Maskf7 

Width@].) 45 (i 90 ) 180 ctpt 

Height@] J 45 /'i 90 J 180 ctpt 

Palette Jnone 

...)2 .) 4 ...) 16 )256 (i' 32kJ16M 
\ oolours (mode r ) 

D~ Cancel I OK 
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Paint windows 

Paint has several windows with specialised functions: 

Create new sprite window 

284 

This is the window you see when you click on the Paint icon on the icon bar. It lets 
you define the sprite you are going to create in the following ways: 

The Width and Height of the sprite is defined in pixels and is by default the size of 
the screen display you are using. You can also define the dots per Inch (dpi) used 
on your paint canvas; a bigger than defau lt dpi setting gives you a smaller canvas 
A smaller dpi setting gives you a larger canvas. 

You can choose a Colour Palette giving colours. This option gives backward 
compatibility with earlier versions of RISC OS. The Mono Palette gives shades o f 
grey. The None option gives the default palette. In 32 thousand colours and 16 
million colours settings you cannot have a palette The sprite colours change with 
the selected screen mode. 

In 256 colours. a sprite created with a Colour palette has white as colour 0, a sprite 
created with a mono palette has black as colour 0. 

You can choose the Number of colours that you want to draw your sprite in . 
Normally you'll want to draw in the same number of colours as you are using in 
your screen display mode. 

The Colour mode option can normally be ignored. It gives an old type screen mode 
equivalent for some display resolutions. If there is a number shown here then the 
sprite is created as an old format sprite. If this is blank then the sprite created is a 
new format sprite. For more information about sprites that can be used with earlier 
versions of the operating system see page 314. Sprites with Mono palettes may not 
be displayed correctly on earlier operating systems. 

The Mask option gives you the choice of having a transparency colour in your 
sprite. If you choose it as colour you can see through the sprite onto objects 
beneath it on the desktop. 

Sprite file window 

The sprite file window shows all the sprites which are defined in the file you are 
working on. If you prefer, you can keep just one sprite in each sprite file. though if 
you are designing sprites for an application you will need to keep them together 
Try looking at the sprite file for the Paint application itself· hold down Shift while 
double-clicking on the Paint icon in the Apps directory: this will open the 
application directory. Double-click on the Sprites file to load it into Paint. Scroll 
th rough the sprite file window to see the range of sprites used by Paint. 
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"'iJ)l(.j ~ <tmttlec:l> .~. 

I -~...,. A 
Create r.w sprite 

Name I newsprite I Mask(7 

Width~.) 45 <i 90.J 180 dp 

Height~.) 45 (i 90 .J 180 dpi 

Palette (i ~our J mono J none 

..)2 _)4 (i 16 -.)256 J32k..) 16M 

~ours (mode 20 ) 

D/ Cane~ I OK I 
The sprite file window shows the sprites at actua l size if possible. or in a 
scaled-down form if they are large. You can edit more than one sprite file at a time: 
each has its own sprite file window. 

Sprite window 

Sprite windows are used for creating and editing the sprites themselves You can 
have any number of sprite windows on the screen. or none. Each window contains 
one sprite. Open a sprite window for a sprite by double-clicking on its name in the 
sprite file window. 

Sprite colours window 

Sprite colours windows are used for choosing the colour that you are painting with. 
There is a separate sprite colours window for each sprite. because different sprites 
may have a different range of colours available 

To open the colours window for a sprite. press Menu on the sprite window. go to 
the Paint submenu and select Show colours. 

Paint tools window 

This menu is used to select and alter the tools you use for painting the picture: 
display a Tools window by pressing Menu on the sprite window. moving to the 
Paint submenu and selecting Show tools. The top section of the window shows the 
tools. The currently selected one is highlighted and the name of the tool is shown. 
Below this are buttons used to select how colour will be applied to the image. 
When certain tools are selected. an extension may appear at the bottom of the 
tools window for setting extra parameters. 
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Basic techniques 

To edit an existing sprite 

To edit an existing sprite. follow these steps: 

Load a sprite file into Paint by double-clicking on its icon 

2 Open a sprite window for the sprite you want to edit by double-clicking on its 
image in the sprite file window. 

3 Modify the sprite by selecting tools and colours and using them in the sprite 
window. 

4 Save the mod ified sprite file. 

To create a new sprite 

Open a Create new sprite window by clicking on the Paint icon on the icon bar. 

Enter a name for the sprite. and values for its other characteristics (full details 
of these are given later) . 

2 Click on OK. The new sprite window and its associated sprite fi le window will 
open 

The tools in detail 
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Using tools 

To use a tool to edit a sprite: 

Click on the tool in the Paint tools window. 

2 If you wish. set or change any parameters such as the size of the spray or brush 
to be used. 

3 If necessary. change the colour of the 'paint' to be used by clicking on the new 
colour in the Sprite colours window. 

4 Move the mouse to the sprite window. and apply the tool as described below. 

ll'.!JXI Paint tools 

.ilJtJ1.l~a!9~ 
L:J.gj 2J .QJ .Q] .:Jj IJ 
~~~~~L~JAJ 
j Replace colou;--

(e Set..) OR ..) AM> J EOI 

(i local J Global 
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There are four different ways in which a tool can apply colour to a sprite. chosen 
with the Set, OR, AND and EOR buttons. The descriptions that follow are given in 
terms of 'Set'. In this case, the colour applied by a tool replaces the colour which is 
already present The four ways of using colours are described in Using colours in Paint 
on page 299. The section Sprite windows and menus on page 299 shows you how to 
choose an Extended Colour Fill for your colour pattern. 

For operations such as drawing lines and rectangles, you can click Adjust instead 
of Select This moves the nearest previously set point to the current position. For 
example. in the parallelogram operation described on page 295, clicking Adjust 
instead of Select at step 3 returns you to step 2. with the first corner taken from the 
location at which you clicked Adjust 

While some operations are in progress. a skeleton line or area is shown. 

You can cancel any of the sequences of operations described below by clicking 
again on the current tool in the Paint tools window. 

Set/clear pixels 

To set a single pixel to the current colour. click over the pixel. To set several pixels. 
press Select and drag the mouse over the pixels. If you move the mouse slowly. a 
line will be created, but if you move it faster. the line will be broken. You can use 
this for shading areas of the picture. If you want to draw l ines use one of the other 
tools instead. 

If you use Adjust instead of Select. the pixels are cleared to the first colour in the 
pa lette. 

Spray can 

To 'spray· pixels in an area around the mouse position to the current colour. press 
Select over the centre of the area. As with Set/Clear pixels, you can drag the mouse 
as you spray onto the sprite. 

If you use Adjust instead of Select. the pixels are cleared to the first colour in the 
palette. 

Parameters: 

The spray can has two parameters d isplayed at the foot of the Paint tools window. 
which you set by typing in the va lue you want 

• Density controls how many pixels are set or cleared in each spray operation. 
The higher the density. the more pixels are affected. 

• Radius controls how far the spray extends from the mouse position. 
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Use sprite as a brush 
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This tool takes a sprite (not the one you are working on) and makes it into a 'brush'. 

Parameters: 

When you click on this tool the toolbox displays the following box: 

1141 {';I Paint tools 

iJJIJ ~~~~ 
LJgfZIQJQJ~IJ 
~~~~~~~ 
I Use sprite as brush 

(i' Set..) OR J AND J EOR 

Shape [7 
Name I circlej I 

Xscwe 8B 
Yscale 1:1 ~~ 

• Shape determines whether just the outline shape of the sprite is used, or its 
colours as well. To change the parameter, click on the button. When Shape is 
set. brush fills the pixels in the brush sprite which are not transparent with the 
current colou r. When Shape is not set, the brush paints with the coloured 
sprite image. By default Shape is set. 

Note: You must click on OK after changing the Shape option. 

• Name of the sprite to be used for the brush. Enter the name of any sprite 
within an open sprite file window. 

• X scale, Y scale: multipliers defining the actual size of the area painted by the 
brush relative to the size of the sprite For example, a scale factor of 2: I means 
the brush is twice the size of the sprite defining it, and 2 3 means two-thirds 
the size. Each scale factor consists of two numbers which may be set 
independently. This can be particularly useful when you want to use the same 
shape several times in a picture. but not always at the same size. 

When you have entered the values you want. click on OK. 

Four simple brush shapes are provided: 

• a square 

• a triangle 

• a circle 

• a brush. 
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Type in one of these options in the box and click on OK to select this simple brush 
shape. However, you are more likely to want to use a sprite of your own to paint 
with. These could be single objects placed with a single click, like the nowers used 
in the tutorial. or patterns that you can drag over an area. Normally, you will want 
to give the brush sprite a transparent mask so that the shape does not appear with 
an unwanted surround. 

Painting with a sprite 

2 

3 

4 

Open a sprite file you have already created (for example, the sprite file called 
Landscape you created in the Paint tutorial). 

Now open a new sprite file and create a sprite, 400 pixels wide by 300 high. 

In the tools window, select the Use sprite as brush tool. 

Delete the default name circle, and type in the name of a sprite in the sprite 
file you opened (e.g. if you opened the sprite file Landscape, then type in the 
name of the sprite you saved in that file- flower). 

5 If Shape is switched on, switch it off. 

6 Click on OK. 

7 You can now paint using the sprite as a paintbrush. Clicking once deposits a 
single sprite, and dragging the brush produces a snakelike effect of sprites; 

existing sprite 

news 

painting with Shape switched off 

painting with Shape 
switched on 

i.l-.Jrr~~~~ 
LJgJQJQJQJ~.IJ 
_tL~l~.tl~~~ 
I Use sprite as brush 

Shape _j 
,....---:--. 

Name 
~='-'--' 

X scale 

Y scale 

name of sprite 
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Painting with the mask of a sprite 

Open the sprite file you created when you drew the flowers in the tutorial 
Menu over the sprite file window and make a copy of the sprite in the sprite file 
window (it doesn't create a new file) - ca ll the copied sprite flowe r 2: 

" .,... 1-----'P-"Cil;.;.;.nt'------1 _,..... Mise .,. 

O.splay .. 

Rename r-
New spnte ,.. Delete 

Save r-
lnfo ,... 

Print ,. 

makes a copy of 
the sprite in 
the sprite file 
window ... 

t. l ~]Flower . 
,~teiiJI WI .~ · 

~ . . 
flower 

~ . 
........ ~ 

ttower2 -=-

2 Open flower2 . choose Edit/Adjust sire from the main menu. and change the 
width of the sprite to 40 pixels. This will chop off the right half of the sprite 
leaving only the flower in the top left hair of the sprite 

3 

4 

Now choose Edit/Mask from the main menu to create a mask colour. 

Choose the Replace colour tool and cl ick on the Global button. 

5 Fill the background of the sprite with the transparent colour (colour Tat the 
very bottom left of the colours window) . 

6 Close the sprite by clicking on the close icon. If you widen the sprite file 
window you will see your copied sprite next to the original one 

7 

8 

Open a new sprite. In the tools window. select the Use sprite as brush tool 

Delete the default name circle. and type in the name of the spnte you just 
created- flower2). 

9 If Shape is switched on. switch it off and click on OK. 



I 0 You can now paint individual flowers. which will have a transparent 
background colour: 

tJ.,~~ ~ 

Paint 

!-:. '). ;,>. 
single clicks ..... till .. 
create individual .. ~$ ..... ~~~ 
flowers -~ -

~~-
dragging the brush 
creates a snakelike 
effect 

II If you switch Shape on. and use the same sprite as a brush. you will paint only 
with the solid shape of the sprite, not with the sprite itself: 

Copy block 

To copy a rectangular block of pixels from one part of a sprite to another: 

Select Local from the new panel that appears at the foot of the Tools window 
when you select Copy. 

2 Position the pointer on one corner of the block to be copied. 

3 Hold down Select. drag the mouse to the other corner of the block and release 
Select 

4 Move the pointer to the destination for the block and click. 
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Step 4 may be repeated to make multiple copies of the selected block. To finish 
copying, click the Copy block icon in the tools window again. Note that the box 
you mark is actually rounded outwards to the nearest block of pixels that encloses 
the box. 

Copy block can be used to: 

• save time and effort when editing a new sprite, e.g. copying the flower in the 
tutorial to create a second flower 

• edit existing sprites (including scanned in photographs) to create new images. 

In the example on the following page, a photograph of a lake scene has been 
scanned into a sprite and copy block is used to edit this sprite. There is only one 
swan on the lake. but by using copy block it is possible to make a copy of the swan 
and then paste it into a similar patch of water to create a second swan. 

Scanned photograph of a lake scene: 
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Same sprite with the swan copied and pasted to a new position 

2 

3 

Select Copy block then select Local from the new panel that appears at the 
foot of the Tools window. 

Position the pointer just above and to the left of the swan. 

Press Select and drag the mouse just below and to the right of the swan: 
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4 Move the pointer to a similar patch of water on the lake and click: 

Copy block can also be used to create a new sprite from a block of an existing 
sprite The new sprite can be set up in one of the sprite files you are already editing 
in Paint, or it can be saved in an entirely new sprite fi le, either to disc or for 
importing into another file or application. 

To perform either of these operations. first click on the Export box in the Tools 
window. Then follow steps 2 and 3 as above to mark the block. When you release 
the mouse, a Save dialogue box for the block appears. To save the block as a new 
sprite in a sprite file. enter a name for the sprite, and drag the icon to a Paint sprite 
file window or directory display. 

Move block 
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To move a rectangu lar block of pixels from one part of a sprite to another: 

Position the pointer on one corner of the block to be moved. 

2 Press Select, drag the mouse to the other corner of the block to be moved. and 
release Select. 

3 Move the pointer to the destination for the block and click. 

The area occupied by the source of the move is set to the first colour defined in the 
palette. so in a 16-colour mode, it will be left as a white rectangle. as in the 
following example, where a block from the midd le of the Patience window has been 
moved to the right: 
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It your sprite has a mask, the area lett by the move is set toT, the transparency 
mask. 

As for Copy block, the box you mark is actually rounded outwards to the nearest 
block of pixels that encloses the box. 

Move block can be used to export a block of pixels using Export. This is identica l 
in use to Copy block. 

Move whole sprite 

Lines 

To move the entire sprite. hold down Select within the sprite window, drag the 
mouse to the new position and release Select. The parts of the sprite image that 
move outside the limits of the sprite are permanently lost. 

To create a solid line of pixels in the current colour: 

Click at the start point of the line. 

2 Move the mouse to the end point of the line. 

3 Click again. 

Rectangle outlines 

To create a rectangular outline in the current colour: 

Click at one corner of the rectangle 

2 Move the mouse to the other corner and click again. 

Parallelogram outlines 

To create a parallelogram out line in the current colour: 

Click at one corner of the parallelogram. 

2 Move the mouse to the next corner. 

3 Click Select. 
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4 Move the mouse to the third corner. 

5 Click Select. 

The position of the fourth corner is derived from the other three. 

Filled triangles 

To create a filled triangle in the current colour: 

I Click at one corner of the triangle. 

2 Move the mouse to the second corner. 

3 Click Select. 

4 Move the mouse to the third corner of the triangle. 

5 Click Select. 

Filled rectangles 

Filled rectangles are created in the same way as outline rectangles. 

Filled parallelograms 

Filled parallelograms are created in the same way as outline parallelograms. 

Replace colour 

To replace one colour by another in a sprite (also called flood fill): 

Select the new colour from the sprite colours window (see below for how to 
display this if it is not already on the screen). 

2 Click in the area of the sprite to be changed. 

Colours can be changed local ly or globally. In a local change, the pixels that are 
changed are the ones you click on, and any others which are connected to it by 
pixels of the same colour. In a global change, all pixels in the sprite which have the 
same colour as the one you click on are changed 

To select loca l or global changes. click on the corresponding button in the tools 
window. The current option is highlighted 

Note that replacing transparent pixels with a colour or a colour with transparent 
pixels can only be done globally. Global Replace colour can take a long time. 



Circle outlines 

To create a ci rcle outl ine: 

Click where you wish to place the centre of the ci rcle. 

2 Move the mouse until the circle has the required radius. 

3 Click Select. 

Ellipse outlines 

To create an ellipse outline: 

Click where you wish to place the centre of the ellipse. 

2 Move the mouse to indicate the width of the ellipse. 

3 Click Select. 

4 Move the mouse until the ellipse has the required size and orientation. 

5 Click Select 

Circle section outlines 

To create a circular arc: 

Click where you wish to place the centre of the arc. 

2 Move the mouse to one end point of the arc. 

3 Click Select. 

4 Move the mouse to where you wish the arc to finish. 

5 Click Select 

// -~~le outline created 

I \ 
f click 1 \ click 2 click 1 

• 

Paint 

I 
~ 

click 3 
click~ 

) click 3 

/ 

circle outline created 

Example 1 Example 2 
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Insert text 

ITJ To insert text into the sprite. first select the text tool. The tools window extends to 
include boxes where you should type in the following: 

• The text, in the box containing the caret. The text wi ll scroll in the box if it is 
too wide to be displayed all at once. 

• X andY character sizes. 

• Character spacing. 

After you have typed in your text. click in the sprite window at the position where 
the centre of the text is to be positioned. 

The sizes and spacing are measured in pixels and the text is drawn in the current 
colour. Only the System font is available in Paint, but if you want to use another 
font. save the sprite into Draw, superimpose text in the font required. and then take 
a 'snapshot'. 

Filled circles 

1•1 Create filled circles in the same way as outline circles. 

Filled ellipses 

1•1 Create filled ellipses in the same way as outline ellipses 

Filled circle segments 

r.;;::1 Create filled circle segments by indicating the end points of an arc, using the same 
~ technique as circle outline sections. The area filled is bounded by the arc and by a 

straight line between the end points of the arc. 

Filled circle sectors 

Create filled circle sectors by indicating the end points of an arc. using the same 
technique as circle outline segments. The area filled is bounded by the arc and by 
lines running from the end points of the arc to the centre of the circle. 



Paint 

Using colours in Paint 
As noted previously, there are four different ways in which you can apply colour to 
a sprite. chosen using the Set. OR, AND and EOR buttons in the tools window. Set 
causes the colour itself to be painted into the sprite. The remaining three styles 
cause the indicated logical operation to be applied between the colour number of 
the pixel on the screen and the colour number selected from the sprite colours 
window. (The colour number appears in the colours window when the colour is 
selected.) 

Paint IDOl$ 

iJ1J~~~~ 
LJggjQIQI~IJ 
~L~!l~I.~J~~~ 
I Set/clear pixels 

~ Set ..) OR .,) AND J EOR 

For example. if EOR is selected. spraying with colour II (binary I 0 I I) onto an area 
that is currently colour 12 (binary 1100} will produce pixels in colou r 7 (binary 
0 I l l ). For a description of the logica l operations. see the BBC BASIC Reference 
Manual. 

You should notice that applying colour to a sprite using OR will tend to set more 
pixels towards the higher numbered colours in the palette If AND is used then 
more pixels will be set to the lower numbered colours in the palette. Painting with 
EOR tends to maintain a wider variety of colours than either of the previous two 
styles. 

A sprite's palette can be set by dropping a palette file onto the sprite window. 

The most interesting effects are achieved when spraying over a range of existing 
colours. or drawing overlapping filled shapes. Experiment for yourself! 

Sprite windows and menus 
Each sprite window contains a single sprite. All individual sprite ed iting actions 
are ca rried out in the sprite window. You can have more than one window open for 
a particular sprite. This enables you to set different magnifications, display a grid 
in one window but not others. scroll to different parts of the spri te. and so on. 
Changes made in one window are reflected in the others. 
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There is a menu associated with sprite windows. Click Menu over a window to 
obtain it. The menu entries are as follows: 

Paint 
Mise I" 

Save 1'­

Paint t­

Edit t­
Zoorn ,... 

.; Grid ,... 

Mise leads to Info, Sprite and Print options. Info and Sprite tell you about the 
application and the sprite. The attributes of the sprite are shown, together with the 
amount of memory needed to store it. 

Print, chosen from the Mise submenu, leads to a dia logue box which you can use 
to print the sprite. The exact contents of the dialogue box depends on the printer 
driver in use, but it typically allows you to choose the orientation (Portrait or 
Landscape), scaling, and position on the paper. 

Print sprite. 

t·pubs 

@' Landscape -.) Portrait 

Scalex [2] :[] 
Sealey [2] :[] 

Corner x I 
Corner y I 

o.25 1 

o.32 1 

~ Inches ..) Centime! res 

Coples[TI ~~J 

The Scale option allows you to change the proportions of the printed image. 
Setting both x andy to I :2 wi ll produce a half~sized image. 

The Corner option defines where on the printed page the image wi l l be printed. 
The default settings define the edge of the printable page for your printer. 
Changing these settings wil l move the printing position of the image. 



Save 

Paint 

,.~ 

I • 

Paint 

Save leads to a submenu from which you can save the sprite and the sprite palette. 

lot< 

Saving the sprite palette saves the colour selection used in the picture If you want 
to use the same palette in another picture. drag this palette file onto the new sprite 
window. This modifies the palette used by the sprite. 

Paint leads to a submenu used for contro lling the available editing facilities: 

Pa10t 
Mise I 

Save Palllt - Select ECF ,. 
Edtt Select colour 
Zoom 

.. ~ ... -- ................. 
..tGrid ~ 

Show colours 
Show tools 

........................... 

Small COIOUf'S 
Edit palette ~ 

Select ECF leads to a dialogue box which you can use to extract the bottom 
lefthand pixels of a named spri te as an Extended Colour Fill (ECFJ pattern Up to 
four such patterns may be defined. ECFs consist of patterns that may be used tn 

place of a colour. and will be added to the sprite palette, below the plain colours. 

The ECF is taken from a rectangle 8 pixels ta ll, in the bottom left of the named 
sprite. The width of the rectangle depends on the number of colours in the sprite 
the pointer was over when you clicked Menu: 8 pixels wide for 2-colour modes. 4 
wide for 4-colour modes. 2 wide for 16-colour modes and I wide for 256-colour 
modes. Extended colour fills are useful for painting large areas in striped, 
chequerboard or st ippled patterns. However. one consequence of the differences 
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in ECF between modes is that you can obtain stippled or chequered patterns for 
modes with up to 16 colours, but for 256-colour modes, only stripes are possible. 
You can define up to four ECFs for each sprite. 

'Select. col our oattll m 
Make a pattern from th& bottom 

left pixels of a sprite 

Sprite I I 
Pattern number (i 1 J 2 .) 3 .) 4 

I~ 

To set the ECF, type in the name of the sprite it is to be taken from. click on the 
number of the ECF to be defined, and click on OK. To use the ECF in editing, select 
it in the colours window. 

Create and use an example ECF following these steps: 

I Choose a 16-colour mode such as 12 or 20. 

2 Open a sprite file window (click on the Paint icon) 

3 Create the first sprite; ca ll it test and give it the size 300 pixels wide by 200 
high. 

rf:;JXJ <Untitled>· n 
~file Wi_ndow "-~ 

rt. IXI ~ ,. .. test fJ 
• 
I"' 

test I' 

Ill 

• , I!J 



Paint 

4 Move the pointer over the sprite file window and create a second sprite using 
the New sprite menu option; ca ll it source and make it 2 pixels wide by 8 
high: 

the new sprite source will be added 
to the sprite file window 

and the window for 
source will be displayed 

.. 

5 Move the pointer over the source sprite window and zoom to a large 
magnification: about 10 I. 

move to the source window ... 

... and zoom the magnification 

6 

7 

Select the Set/clear pixels tool and a colour of your choice (not white!) 

Click on alternate pixels in the sprite window to create a chequered pattern: 

8 Close the source sprite window. 
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9 Move to the test sprite window. and zoom down again to I: I. Use the Toggle 
size icon to en large the window to its full size. 

I 0 Press Menu and move to the Paint menu. then to the Select ECF box. 

II Type source in the box. and click on OK. 

12 Select a fi lied shape tool such as Filled circles. 

13 Enlarge the colours window for the sprite: the ECF colour will be at the 
bottom Select it. 

select the ECF colour 

~'---. 

14 Paint circle shapes in the normal way· they will be filled with the chequerboard 
pattern you designed in source. and the result will look something like this 

• 

Select colour sets the colour for future tool window operations to the colour of the 
pixel the pointer was over when Menu was pressed. It can be used to find ou t 
exactly which colour has been used at a point in a sprite. 

For example. with the colours window open. position the pointer over the area of 
the sprite you are interested in and choose Select colour from the menu The entry 
in the colours window will show the colour 

Show colours displays the sprite colours window. if it is not already on the screen. 
If the colours window is already open. but is hidden. it is brought to the front of the 
screen 



Paint 

Show tools displays the tools window if it is not already on the screen. If the tools 
window is already open. it is brought to the front of the screen. 

SmaU colours toggles the size of the sprite colours window; the colours window 
must be open The small colours window takes less screen space than the large 
one. This is particularly valuable in 256-colour modes. The menu option is ticked 
when the small colours window is in use. 

Edit palette leads to a colour dialogue box which you can use to change the sprite 
palette. The colour you choose is transferred to the currently selected entry in the 
palette. To give a sprite its own palette, click on Palette in the Edit menu 
(described overleaf). 

This option is available for use with for all true-colour sprites that have a palette. 
Sprites that are not true-colour- 256 colour sprites with a colour pa lette- can't 
use this option. 

Here is a typical colour dialogue box. At any time. there is a range of sixteen 
standard colours. In addition. you can mix new colours. 

Edtoolour 

@' RGB J CMVK .,) HSV 

-

jRed eM (~% 

....) Green I 73.3 1 (.i% 

li' Blue l1oo.o1 I~% 

No·~ Cancel OK 

The standard colours are shown in the patches at the right of the dialogue box. To 
choose a standard colour. click on the patch, and then click on OK. 

To mix your own colour, you must set the colour intensities. How to do this is 
explained in the chapter Using colour in applications on page 87. 

You can start off by clicking on a standard colour, then fine-tuning it to get the 
colour you want. As you mix a colour. it is shown in the colour mixing box next to 
the OK button. When you have selected the shade you want. click OK. 

The colour displayed on the screen is the best approximation available in the 
current screen mode to the shade you select. The exact colour is recorded by the 
application. so that it is displayed more accurately if you change to a screen mode 
which has more colours. 256-colour modes can often provide a good 
approximation. 
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Edit leads to a submenu used for miscellaneous editing actions on the sprite. It 
has the following ent ries: 

Paint 
Mise I'-

Save "" Paint ,...,. .Edit ' 
IB~'" F6p vertically 
Zoom ,... Flip horizontally 

.I Grid 1'- Rotate t" 

Scale x ,.. 
Scale y "" Shear 1"-

Adjust size f" 
-- -- -- ----- - -- --
Insert columns ,.. 
Insert rows ,.. 
Delete colu rnns I"· 

Delete rows ,... 
................................. 

Mask 

,; Palette 

Flip vertically inverts the sprite vertically about its centre: 

~ 
• 

• y 

Flip horizontally inverts the sprite horizontally about its centre: 

• • 
:Y ~ 



Paint 

Rotate leads to a box into which you type the rotation angle (expressed in degrees 
anticlockwise). The sprite size changes if you rotate for angles other than multiples 
of 90 degrees. For example, a rotation angle of 45 degrees would give the following: 

'~I 

Scale x and Scale y lead to boxes into which you type a multiplication factor to 
enlarge or reduce the sprite on its horizontal or vertical dimension. Negative scale 
factors are not allowed. A scale of 0.5 halves the sprite size. A scale of two doubles 
the sprite size. 

Shear enables you to slant the sprite. The option leads to a dialogue box into 
which you type a shear factor. The top row of pixels is moved rightwards by an 
amount defined by multiplying the height of the sprite by the factor given. The 
rows in between are moved proportionally. The factor is, in fact. the tangent of the 
angle you wish to shear by. A factor of I slants the sprite 45°. 

I" 

)" 

Shear factor = I 
Angle= 45° 

1.5" 

56.3° 

Shear factor = 1.5 
Angle = 56.3° 

Adjust size leads to a dialogue box which you can use to alter the height and width 
of the sprite. The values are changed either by typing in new values, or by using the 
boxes marked with arrows to alter the values. When you have set the size you want. 
click on OK. The arrows allow you to add and delete rows and columns from the 
top and right sides of the sprite. 

Insert columns leads to a box into which you type the number of columns to 
insert. This extends the width of a sprite by the number of columns specified, filled 
with the background colour. 
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This operation and the next three apply at the position the pointer was over when 
you pressed Menu. This will be shown as a box on the sprite. By moving the pointer 
into the sprite window (without passing over a menu) you can change the size of 
the box. The menu option shows the cu rrent size of the box; click to use the current 
size. 

Insert rows leads to a box into which you type the number of rows to insert. This 
extends the height of the sprite by the number of rows specified, filled with the 
background colour. 

Delete columns leads to a box into which you type the number of columns to 
delete. Columns are deleted to the right of the point that you clicked Menu over. 
Deleting the outside column of pixels on the righthand edge of a sprite can be 
difficult. Increasing the zoom scale can help, or you can delete the last column 
separately using the Edit, Delete columns menu options then using the keyboard 
to request I column to be deleted. You can either type a number of columns 
directly into the How many? box. or move the pointer onto the window and 
highlight the columns to be deleted; clicking deletes the columns. 

Delete rows leads to a box into which you type the number of rows to delete If you 
type a number into the How many? box the rows are deleted upwards from the 
point that you clicked Menu over. 

Mask allows you to choose whether the sprite has a mask or not. The menu option 
is ticked if the sprite has a mask. See Sprite colours window on page 309 for more 
about masks. 

When Mask is enabled. an extra mask colour is added to those selected in the 
colours window. 

Note that if you assign a mask for your sprite you can only define three ECF 
patterns, since the mask takes the place of ECF3. 

Palette allows you to choose whether the sprite has its own palette or not The 
menu option is ticked if the sprite has its own palette If you intend to export a 
sprite to Draw. you should give it a pa lette, since otherwise it will not retain the 
colours you gave it. A sprite with no palette of its own uses the current desktop 
palette. A sprite's palette can be changed by dropping a palette file icon onto the 
window displaying the sprite. 



Zoom 

Grid 

Paint 

Zoom leads to a magnifier dialogue box which you can use to change the size at 
which the sprite is displayed. The magnification only changes the size at which the 
sprite is displayed in the window: the actual definition, height and width are not 
affected. An example magnifier box is shown below. 

Madriifier I 

The magnification is expressed as a ratio: for example 21 means twice normal size, 
3:4 means three-quarters of normal size, and so on. You can change the 
magnification ratio either by clicking on the up and down arrows, or by typing in a 
new value at the caret. 

Grid leads to a submenu of colours. Choose one to display a grid in that colour in 
the sprite window. The grid shows where the pixel boundaries are; it can be useful 
for lining up parts of the sprite. If you choose Grid directly from the menu (i.e. 
without moving to the colour submenu), the grid is turned on or off The grid is not 
shown if the displayed size of the sprite is less than a magnification of 4: I. 

Sprite colours window 
The sprite colours window is used to select the current colour for the editing you 
are doing. The current colour is highlighted, and shows the colour number. The 
colours shown are the shades that can be displayed in the current screen mode. 
These may be an approximation to the actual palette of the sprite. 

The mask 

The ECF colour 

If you have defined any Extended Colour Fill (ECF) patterns for the sprite. they are 
also shown in the sprite colours window, below the other colours. You may need to 
enlarge the colou rs window in order to see them. 
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If the sprite has a mask. an extra. specia l colour is shown in the bottom lefthand 
corner of the sprite colours window as a shaded square. You can use this colour­
in the same way as any other colour- for making pixels transparent; this can be 
useful if. for example. you wish to design a sprite so that if it is displayed on top of 
something else, the background can be seen. In the picture below the flower sprite 
has been pa in ted on top of a rectangle. The flower painted on the left of the 
rectangle has a coloured background, and so the whole of the flower sprite covers 
the rectangle. The flower sprite on the right of the rectangle has been given a 
transparent background. and so only the actual flowers are painted on top of the 
rectangle 

newer sprite has flower sprite has 
a coloured background a transparent background 

• • 
~ 7 

For more information about how to create and use masks refer to page 290. 

If you close the last window open on a sprite. the corresponding sprite colours 
window closes as well. However. the sprite colours window can be closed without 
closing the sprite window. 

Sprite file windows and menus 

Paint 
Mise 

Display " 
Save 1 

Spr1te 'source· r 

Newsprite .. 
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The sprite file window shows all the sprites defined in the file. The sprites in this 
window are updated as you edit them in a sprite window. You can have more than 
one sprite fi le window open at a t ime. If you close a sprite file window. all the sprite 
windows that are currently open will close. 

To open a sprite window for a sprite. double-click on it in the sprite file window 

There is a menu associated with sprite file windows. Click Menu over the wmdow to 
obtain it The menu entries are as follows 



Paint 

Mise 

Mise displays information about the sprite file and the application. 

Display 

Save 

Sprite 

Display leads to a submenu which allows you to select how sprites are shown: 

Drawing and name: choose this to display a sprite in the sprite file window as 
the sprite and its name only. Selecting this switches Full info off. 

Full info· choose this to display a sprite in the sprite tile window as the sprite 
and its name. together with more detailed information about the sprite 
Selecting this switches Drawing and name off. Full info displays: 

• the sprite size in dots per inch 

• the number of colours available (or if the sprite is backward compatible 
with RISC OS 3.1; the mode number) 

• the size of the sprite 

• the palette and mask used by the sprite. 

Use desktop colours: choose this to toggle whether the desktop colours. or 
the BBC microcomputer-compatible set of standard default colours for the 
sprite mode are used in displaying sprites. Using the desktop colours will 
show you how the sprite would appear if used as an icon. This option is 
ignored if the sprite has its own palette. 

Save leads to a Save dialogue box for saving the sprite file. 

Sprite 'spritename' leads to a submenu of actions applying to an individual sprite. 
This is only available if the pointer were over a sprite when you clicked Menu. The 
submenu contains the following options: 

• Copy leads to a box where you should type in a new name and press Return to 
make an exact copy of the sprite under the pointer with the given name. The 
copy will appear in the sprite file window. 

• Rename leads to a box where you shou ld type in a new name and press Return 
to change the name of the sprite. 

• Delete deletes the selected sprite from the sprite file window 

• Save leads to a standard Save dialogue box for saving an individual sprite. 

• Info displays a box containing information about the sprite. 

• Print leads to the same dialogue box as is reached via the menu from the 
sprite window. 
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The icon bar menu 

New sprite 

New sprite leads to the Create new sprite dialogue box. from which you can 
create a new sprite. See page 273 for more information. 

If you double-cl ick on an unused part of the sprite file window the Create new 
sprite dialogue box is also displayed. 

The icon bar menu 

312 

Info 

There is a further Paint menu, obta ined by pressing Menu over the Paint icon on 
the icon bar. 

Info leads to a dialogue box containing detai ls about the version of Paint. 

Snapshot 

Snapshot allows you to save part of the screen as a sprite file. 

You start snapshot by choosing Snapshot from the icon bar menu. this displays 
the snapshot dia logue box. 

The snapshot dialogue box allows you to alter the parameters involved in saving 
the screen: 

Point 

Info "' 
Snapshot 
Ouit 

Screen snapshot 

Delay before snapshot 

li No delay (instant effect) 

...) User def•ned ·~ s 

_J Grab whole sa-een 

17 Show snapshot llrner OK 

Delay before snapshot allows you to select the time interval between cl icking on 
the Snapshot box and the picture being taken. A time delay can be useful because 
it allows you to display transient items. like menus. on the screen before the 
picture is taken. 

Grab whole screen does just that: it takes a picture of the whole of the visible 
screen 

Show snapshot timer shows a timer that gives a countdown of the time left before 
the picture is taken. 



Quit 

Paint 

Using Snapshot 

Open the directory where you want to save the captured sprite. Move this away 
from the area you want to grab. 

2 Choose Snapshot from the Paint icon bar menu. 

3 Set the parameters of your snapshot- Delay, Grab whole screen. Show 
snapshot timer etc. 

4 Click on the OK button. 

5 You will see a small icon of a camera with an arrow (unless you selected Grab 
whole screen. in which case the Save as dialogue box will appear 
immediately); move the point of the arrow to one corner of the area you want 
to capture. 

6 Drag the icon and a bounding-box will appear. showing the area which will be 
captured as a sprite. When the box covers the required area. let go of Select, 
and the 'snapshot' process will start. If you left the No delay button on. the 
Save as dialogue box will immediately appear. If you requested a delay, the 
box will appear after the requested time lapse. 

7 Drag the sprite to the appropriate directory display to save it. 

Quit ends your Paint session; if you have not saved some of your files, Paint will 
prompt you to save them first. 

Saving Paint features in a Desktop boot file 

You may wish to change some aspects of the way new Paint windows appear when 
you first open them. For example, a new window normally opens with zoom 
magnification set to I: I. but you may prefer to have the Zoom option set to 2: I 
each time you start Paint. 

You can set features of this type by setting up Paint as you wish to use it. then save 
these features by creating a Desktop boot file. Instructions on how to create a 
Desktop boot file are given in the appendix Configuration information on page 497. 

There are several features of Paint that you can set before saving a Desktop boot 
file, so that they are set up the way you want them each time you switch on. 
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Types of sprite that can be created by Paint 
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This table gives the various types of sprite that can be created by Paint. It shows if 

• they are backward compatible with RISC OS 3. I and earlier versions of the 
operating system - they have a mode number 

• they can be modified by Paint. 

You can select these combinations using the Create new sprite window. See 
page 284 for more information. 

Number of Dots per inch (dpi) Equivalent Can be created 
colours in old mode and modified 
sprite number by Paint 
Two 90x90 25 Yes 

45x45 4 Yes 

90x45 0 Yes 

Other combinations not backward Yes 
compatible 

Four 90x90 26 Yes 

45x45 I Yes 

90x45 8 Yes 

Other combinations not backward Yes 
compatible 

Sixteen 90x90 27 Yes 

45x45 9 Yes 

90x45 12 Yes 

Other combinations not backward Yes 
compatible 

256 90x90 28 Yes 
45x45 13 Yes 

90x45 15 Yes 

Other combinations not backward Yes 
compatible 

32 thousand All combinations not backward Can be created 
compatible but not 

modified 

16 million All combinations not backward Can be created 
compatible but not 

modified 
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Alarm 

~arm. as you might expect. is a sophisticated alarm clock. 

• 
• 
• 
• 
• 
• 

It can 

display an analogue or digital clock on the icon bar 

set the computer's date and time 

set up alarms that can go off at any time in the future 

set up applications so that they are automatica lly started at a particular time 

set up urgent and repeating alarms. 

store alarms automatically and remember them even when you switch off the 
computer. 

Starting Alarm 

To start the application: 

Click on the Apps directory icon on the icon bar. l[i!J 
Apps 2 Double-click on the !Alarm application icon to load the application The clock 

icon appears on the icon bar showing the time. 

Setting the time 

Info ~ 

Alanns 

Setup 
Set clock .. 

The Set clock dialogue box is used to set the clock's time and date. The new time 
and date applies to the entire RISC OS system. not just to Alarm. You only need to 
set the time the very first time you use the system. The time should then remain set 
correctly. 

Ovit If you are setting the time during the summer months you should check so see if 
your country is running daylight saving time. If it is you should click on the BST 
option before setting the time. 

To display the Set clock dialogue box: 

Click Menu over the Alarm icon on the icon bar. This displays the icon bar 
menu 

2 Choose the Set clock option. 
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[7 asr , r 2.34 pm {.J. 

Thu 9th f ~ September ..:l 

To change the t ime and date: 

I With the Set clock dialogue box, set the time and date by clicking on the 
appropriate arrows. Click on BST if British Summer Time is in operation. 

2 Click on Set to set the clock to the new time. 

Setting an alarm 
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This section shows you how to set an alarm. All alarms are set from the Set alarm 
dialogue box. To display the Set alarm dialogue box. click on the time display icon 
on the icon bar. 

rr l I .. ~:-,·~.~.·,g, ,., ·' ·· Setalarm • 
,,. ",._ 

r_' r 235 pm 11l Save I 
f Mon, 11th /J;. f &~ (_' j199J t.:.:. 

Message Time to go to the meeting. 

Takenotesj 

f7 txgent _jTaskalarm _jWori<ing week 

_j Repeating alarm 

This is the dialogue box used to set the alarm date and time; you can also type in 
some text which will be displayed as a message on screen when the alarm goes off. 

To set the time and date of the alarm 

Adjust the time by clicking on the arrow heads either side of the time box. The 
arrows on the left hand side ad just the hours, those on the right the minutes. 

2 If you want to change the date, alter the date, month and if necessary year 
boxes. 

3 Click on Save to save the alarm settings and set the alarm. 

When an alarm is set, the box surrounding the time display on the icon bar 
changes colour. 
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The following options are also on the Set alarm window. 

Urgent 

An alarm may be marked as urgent by clicking on the Urgent box. It will then sound 
an audible alarm when it goes off. even if you have selected the Silent option from 
the setup dialogue box menu. 

Task alarm 

Instead of merely giving you a message when an Alarm goes off, Alarm can carry 
out a task. A task can be anything you can do on the Desktop or command line: 
running a program or loading an application. for example. Click on the Task alarm 
box and enter the command you want carried out in the message boxes. You can 
also set up a Task alarm by dragging a file onto the Set alarm window. If you drag an 
application onto the window, for example, that application will run at the time set 
for the alarm. If you drag a text file. the text will be displayed in an Edit application 
window; you might use this option to display, at the start of the day, a list of things 
you have to do. 

Working week 

This limits the alarm settings for any repeating alarms to be within the specified 
working week; the working week is defined in the Alarm Setup window, and is 
Monday to Friday by default This option on ly takes effect if the Repeating alarm 
option is also selected. 

If you have set an alarm that falls outside the working week it will always go off on 
the last working day before the appointment This is to prevent you missing an 
appointment that is scheduled outside the working week. 

Any changes to the working week effect all Alarms including those already set and 
saved. 

Locked computer - write protected disc 

If you are using Alarm on a locked computer you cannot store Alarms without 
changing the Alarms file. See page 326 for more information. 
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Repeating alarm 

You can set an alarm to go off more than once by clicking on the box marked 
Repeating alarm. which displays the repeating alarm options 

rr ... J ~ ~~ . I~ , ~ Set alarm 

I 1 236 pm I~ Save I 
r Thu, 9th I.J:.. rsept~ I~ r199J t.:.., 

Message I l 

I 
Urgent _jTask alarm _jWorking week 

p Repeating alarm 

(i either every r1 I_ ~ minutes j hours 

..)days ..) weeks 

..)months ..) years 

Joron the I 
of every I month 

Choose whether you want the alarm to repeat at a set time (for example. every 19 
days) or on a set day (for example, every second Monday of every second month) 

Alter the repeat interval by clicking on the arrow boxes. and by selecting the un1t in 
which the interval is measured from the buttons shown. To limit just the current 
alarm to the working week. click on the Worldng week box. To limit all your alarms 
to the working week by default. choose the Repeating alarms option in the setup 
dialogue box. 

You can set more than one alarm by simply repeating the Set alarm procedure 
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When the alarm goes off 

When the alarm time is reached, a window similar to the illustration below appears 
on the screen. 

URGENT! 
An alarm was set fOI' 4 15 pm 

Thursday 9th September 1993 

This IS what the rermnder 
screen loOks hke 

when the Alarm sounds 

Atann If it is not a repeating alarm, cancel the alarm and remove the window by clicking 
Accept alann on the Close icon in the alarm display. Alternatively, click Menu on the window and 
Cancel alann choose Accept alarm. If you wish to defer the alarm (like using a 'Sleep' button on 
Defer alarm "" an ordinary bedside alarm clock). choose Defer alarm, and select the time interval 

by which you want to delay the alarm. This then leads to a menu into which you can 
enter the number of minutes. hours. etc. If your alarm repeats every so many 
minutes or hours. it will be deferred from the current time. If its repeat unit is 
longer. it will be deferred from the alarm time. 

When a repeating alarm goes off. click Menu on the alarm window. Choose Accept 
alarm to stop the alarm and remove the window. leaving the alarm set for next 
time, or choose Cancel alarm to stop it going off again. 

If Alarm is not running when the alarm is due to go off. the alarm will be triggered 
next time Alarm is started. If the alarm is a repeating alarm. you will receive a 
message for the first repeat due for the period when Alarm was not running, but 
not for subsequent ones. 

Configuring the Alarm setup options 

The setup dialogue box allows you to configure 

• how alarms are acted upon 

• how the alarm database is used 

• the alarm display format 

• GMT (Greenwich Mean Time) and BST (British Summer Time) timezone 
switching. 

If your computer is locked (password protected) you won't be able to change any 
Alarm setup options until it is unlocked. 
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To change the Setup dialogue box options: 

I Click Menu over the Alarm icon on the icon bar. This displays the icon bar 
menu. 

2 Choose the Setup option. 

3 Change the dialogue box options you wish to. 

4 Click on the OK box. This saves the new options for your current session. 
However when your computer is reset, these changes will be lost. 

You can save these changes permanently in a Desktop boot file. See page 327 for 
more information 

Alarm .. 

_jAiarms are silent unless urgent 

.J Repeating alarms fit into a working week: 

..) Conbnuous beep 

(i Tum beep off after I 1q I seconds 

17 Automatically update the alarm data bose 

17 Confirm alarm deletions 

Display format 

li Analogue wrth seoonds 

-.) Analogue w1thout seconds 

..) User defined 

..) HHMM 

..)HH MMSS 

_j Switcn between GMT and SST automatically: 

SST starts on: I 
BSTends on 

The following configuration options can be altered with this dia logue box. Select 
the alarms by clicking in the empty box. A tick in the box denotes that the option is 
already selected; click on the tick to deselect it. 

Alarms are silent unless urgent 

When this is selected. only urgent alarms sound an audible beep at alarm time. 
When it is not selected all alarms sound an audible beep. 
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Repeating alarms fit into a working week 

When this is selected, any subsequent repeating alarms you set, or alarms that you 
defer, will skip those days you have not selected. An alarm repeating monthly or 
annually will go off on the working day before its due date. 

Continuous beep 

Click on this box if you want an audible alarm to sound continuously until you 
cancel the alarm. 

Turn beep off after 

The figure you type into the box is the number of seconds that the computer's beep 
will sound when there is an alarm. 

Automatically update the alarm database 

This option lets Alarm automatically update the alarm database file whenever you 
set or change an alarm. If you choose this option then each time Alarm starts it 
automatically remembers any alarms that have been stored. 

Confirm alarm deletions 

When this option is selected, you are prompted for confirmation each time an 
existing alarm is deleted. 

Display format 

This section allows you to choose how you wish the alarm clock to be displayed on 
the icon bar. The formats available are: 

• analogue (with and without a second hand) 

• 
• 

digital (with and without seconds displayed)- called HH:MM and HH:MM:SS 

your own format. 

Typing in your own formats: 

For example, try typing in these formats in the User defined box. 

%zl2 : %mi: %se %pm %zdy/%zmn/%zyr 

and 

%we %zdy%s t %m3 We e k %wk 

For information on how to set up your own formats. see the section Time and date 
display formats on page 327. The format and other features you select for Alarm will 
be saved in any Desktop boot file you create (providing Alarm is running when you 
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Browsing through your alarms 

save the file). These options are listed at the end of this chapter. For information 
on how to create a Desktop boot file, refer to the chapter Desktop boot files on 
page 149. 

Switch between GMT and BST automatically 

When this option is selected, Alarm will automatically switch between GMT and 
BST times on the dates you specify. Click on the arrows to change the time, day, 
month and year. 

lif:J.IXI Alarm setuP [' ~ ;• f.l 

f7 Switch between GMT and BST automatically: 

BST starts on: t..}.l 237 Pill I _, I Thu, 9th IJ. 
I September t ::.. ji'993- fl. 

BSTendson: /~f2·37;- ~ I Thu, 9th !l 
~ l September / ' I 1993 /_' 8 ~ 

A reminder alarm is automatica lly set to go off II months after the start of BST; this 
is to remind you to set the GMT/BST time for the following year 

Browsing through your alarms 
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Clicking on Alarms on the icon bar menu displays the alarm browser. The browser 
lists the alarms you have set. 

!QJ><I ADFS::HardDisc4.$.Aianns. '~ '' .~ 
. s TJ 

Date T1111e Message 
····~ I"! 

Thu, 9th Sep 1993 6:06 pm Time to leaw 

Fri. 10th Sep 1993 10:00 am Weekly statistics 

Mon, 13th Sep 1993 9:25am Departmental meeting 

Sat, 1st Jan 1994 3:00pm New years day celebration ~ 
..:.:.. ~ r:J 

Clicking menu over the browser window displays the menu options available for 
setting, changing, copying, deleting and saving alarms. 
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Alarms 
IT I I r ( -1~ ADFS: Harcl)itc4l Alan Set new alarm r.J 
Date Time Message 1: .. ov 

Thu 9th Sep 1993 6.06 pm Time to leave Select all 

Fri lOth Sep 1993 lO·OOam Weekly statistics 

Mon 13th Sep 1993 9 25 am Departmental meetln Save as text ,. 
Sat 1st Jan 1994 3·08 pm New years day cele ~ Save as alarms ,. 

t': 

~ · · 
.. "' ' ~ r7 ('j 

The Alarms browser menu 

Set new alarm 

Choosing this option displays the Set alarm dialogue box. 

Alarm 

This option is on ly available when an alarm is first selected. Select an alarm by 
clicking on an alarm line in the browser. 

This option displays a submenu which allows you to perform the following 
operations 

• Change alarm. This displays the Change alarm dialogue box Use this in the 
same way as the Set alarm dialogue box. The change alarm box can also be 
displayed by double~clicking over the appropriate line in the browser. 

To choose a d ifferent alarm to change. click Menu in the dialogue box. This 
displays a submenu from which you can choose Previous alarm or Next alarm 
to move to the previous or next alarm in time order. Choose Find alarm to 
locate an alarm by specifying the time and date of the alarm. 

• Delete alarm. Use this opt ion to delete an alarm. 

• Copy alarm. Use this option to copy an alarm so that it is duplicated in the 
alarm browser. You can then use the Change alarm option to modify the 
copied alarm. 

• Save as text. This option saves the alarm text (as seen in the browser) as a text 
file. Drag the Save as text file icon to an appropriate directory. 

• Save as alarm. This option saves an alarm as an alarm file. Drag the Save as 
alarm file icon to an appropriate directory. Alarm files can be read back into 
Alarm at a later date. 

Select all 

Selects all alarms in the browser. 
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Quitting Alarm 

Alarm files 

Clear selection 

Deselects all selected alarms in the browser. 

Save as text 

This option saves the selected alarm text (as seen in the browser) as a text file. 
Drag the Save as text file icon to an appropriate directory. 

You can load this text file into Edit to display a list of all your currently set Alarms. 
or. if you have a printer driver installed, drag the icon straight onto the printer 
driver icon to print the list on paper. 

Save as alarms 

This option saves the selected alarms as an alarm file. Drag the Save as alarms file 
icon to an appropriate directory. Alarm fi les can be read back into Alarm at a later 
date. 

To close down Alarm, select Quit from the icon bar menu. Alarm will warn you if 
you have any alarms that have not been saved. 

Alarm files contain information about the currently held alarms. If you double-click 
on an Alarms file and Alarm is not running, then Alarm is started and the data file 
is read and treated as the main alarm file. If you double-click on an alarms file and 
Alarm is currently running, the contents of the alarms file is added to the existing 
list of alarms, if there are any. 

Using Alarm on a locked (password protected) computer 
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If your computer is locked. you can save alarms by saving an Alarms file to the 
Public directory of the hard disc or to a floppy disc. You can now start Alarm by 
double-clicking on this Alarms file. This allows Alarm to use any alarms you may 
have set and stored in the file. 
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Time and date display formats 

The date and time format can be changed in the Setup window by choosing the 
User defined option and using a string made up of time and date variables as 
listed below. 

Name Value Example 

%se seconds 59 

%mi minutes 05 

%12 hours in 12 hour format 07 

%24 hours in 24 hour format 23 

%am or%pm 'AM' or 'PM' pm 

%we weekday, in full Thursday 

%w3 weekday, in three characters Thu 

%wn weekday, as a number 5 

%dy day of the month 01 

%st 'st'. 'nd'. 'rd' or 'th' st 

%mo month name, in full September 

%m3 month name. in three characters Sep 

%mn month as a number 09 

%ce century 19 

%yr year within century 87 

%wk week of the year. Mon to Sun 52 

%dn day of the year 364 
%tz Timezone BST 

%0 insert an ASCII 0 zero byte 

%% insert a% 

Numbers are generated as a fixed width with leading zeros (e.g. %mi can give a 
result of 05) . To remove leading zeros. prefix the code with a z (e.g. %zmi gives a 
result of 5). Plain text can also be included in the variable string; for example: 

%we the %dy%st %m3 %yr 

would display in the form: 

Wednesday the 21st Jan 84 

Saving Alarm configuration features 
If you create a Desktop boot file while Alarm is running, it will incorporate any 
changes you have made to its setup and display. You can also manually edit your 
Desktop boot file to incorporate these changes. See the appendix Configuration 
information on page 497 for more information. 
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17 A A Player 

This application is used to control the playback of Acorn Replay video movie 
and sound clips. The application allows you to control the video and sound 

using the same basic controls as you would find on a video recorder. 

Starting ARPiayer 

To start the application: 

Click on the Apps directory icon. 

2 Double-click on the !ARPiayer icon to start the application. The appl ication 
icon appears on the icon bar. 

3 Click on the icon on the icon bar and the ARPiayer window is displayed 

~I :X I ARP!aver 

Acorn I 
Replay 

I - ·~ ··· -j oooooo 

__!j~~.lU~ ~ 

Playing Replay movie clips 

Playing a movie or sound file 
I Double-click on the Video directory and drag one of the video file icons to the 

Replay window. This loads the movie or sound clip. 

2 Click on the Play button to sta rt the clip. 
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Controlling the movie or sound clip 

Video buttons 

The movie is controlled by the five buttons and a bar at the bottom of the window. 

The buttons are much the same as those on a video recorder: 

Time bar Play big Step 

Stop Play Pause Sound monitor 

Stop - this stops the video clip. With the video stopped you can change the point 
at which the video is restarted by using the red and white bar. much like fast 
forward and rewind . Clicking on Stop again rewinds the movie to the start. 

Play - this starts the video clip. 

Play full screen- this plays the video clip at a larger size outside the desktop 

Pause - this pauses the video; clicking the button again starts the video. Use this 
button in preference to the Stop button as the video starts again more quickly. You 
can also pause a movie by holding down the Adjust button. 

Advance frame - this advances the movie one frame each time you click on this 
button Click on Play to resume normal speed play 

Sound on/off - this turns the sound off. Click aga in to turn it back on. 

Fast forward/Rewind bar- the bar above the buttons controls the position the 
movie starts from when you click on Play. Drag the bar to the right to fast forward 
the movie; drag it to the left to rewind the movie The bar can only be dragged 
when the movie has been stopped. 
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Configuration options and information 

File 

The configuration options are controlled by the main ARPiayer menu which you 
access by clicking Menu over the ARPiayer window. 

ARPlaver The File/ Movie Info option gives you a window of information about the video clip 
11111111·~~ you have loaded into ARPiayer. 

Edit r-
Movie setup ... 

../ Timebar 

.; Tool bar 

Play 

File 
Movie into ... 

Save frame r­
Save data r-

Save as 

f:j 
_jlrnages [7 Sound 

_j Keys [7 Sprite 

[7 Header 

Extract! 

'fJI ><.1 : AOFS::f{ardOisc"'.$. Vldeo.ShouteA2 

Nam& I Shuttle launch 

Date & ®I 11/12/91 for demo purposes only 

Author I . Created by PIM 

VIdeo rType 1: Moving lines 

I© Acorn Computers 1993 

1 160x128 pixels rl-16b_ pp_R_G_B- 12_5_H_z-. ke- ys-

Sound track QJ ( ,..;;_ 
j rype 1, 8bit ~·law mono 13888.9Hz 

Chunks ja chunks x 25 fpc= 16s 

The Save frame option saves the currently displayed frame of the movie as a 
Sprite file. 

The Save data option saves the various parts of the movie in a directory. You can 
save the following parts: 

• Images- compressed chunks of video data. 

• Keys - uncompressed key frames. stored with the movie to improve access 
times. 

• Header - text shown in the movie info window. 

• Sound- saves all of the movie's sound tracks. 

• Sprite- picture shown when movie is first loaded. 

Drag the directory icon to a directory display to save parts of the movie. 
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Edit 

Copy frame copies the currently displayed movie frame to the clipboard Any 
application that supports the clipboard (for example Acorn Advance) can import 
the movie image. 

Clear clipboard clears the clipboard if it contains a previously-saved movie clip 
This option cannot be selected if the clipboard is empty or if it is being used by 
another application 

Movie setup 

This window sets the options for playback of Replay movies. 

_jTrajectory 

_jShape 

_j Loop 

Sound track 0 I _, [7 Video 

_jAdjust rate 

_j Extra args 

Cancel _ I Update 

Trajectory and Shape play a movie file along a path on screen. Either drag a 
trajectory or shape file to these options or click on the menu list icon and choose 
one. A Trajectory defines a path for the movie to travel along (on the screen) as it 
plays. A Shape defines the shape of the movie playback window on the screen. 

Try choosing the Roll Film Trajectory; you'll see the movie displayed as a section of 
film . 

Loop continuously repeats the movie. You can enter the number of times to repeat 
or choose Forever, in which case it will repeat until Stop is pressed. 

Sound track selects which sound track to play. Some movies have more than one 
sound track. 

Video plays both the video and sound part of the movie. De-selecting this option 
causes just the sound to play. 

Adjust rate lets you alter the frame rate of the movie clip. A rate of 2 plays the 
movie at twice the normal rate. It may not be possible to play the movie at higher 
rates. 
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Extra args allows you to enter any other arguments to the text passed to the 
Player This is to allow use of new features that may be added in the future. 

Timebar 

This allows you to hide the display of the timebar and time counter at the bottom 
of the movie window. 

Tool bar 

Play 

Icon bar menu 

ARP1$yer 
Info ,. 

Global choices .. 
M.Jitiple windows 

Save choices 
Quit 

This allows you to hide the controls at the bottom of the movie window. The movie 
can be controlled by clicking to start the movie. Click Menu to stop the move. If 
playing back sound only click Adjust to stop the soundtrack. 

This starts playing the movie or soundtrack. 

Info leads to the standard program information box. 

Global choices opens the global choices window. See below for details. 

If Multiple windows is disabled then only one movie window will ever be 
displayed and you can click on the icon bar to open and close it. If it is enabled 
then a new window is opened whenever you click on the icon bar. 

Save choices will save the current ARPlayer setup information to disc. The 
following information is used next time you use the application: 

• The contents of the 'Movie setup· window and other options. 

• The state of the system variables set by the Global choices window. 

Global choices 

This dialogue box gives control over various system variables used by the playback 
software. These variables affect playback at al l times. and with all movie 
supporting applications. 

These options are not stored in the ARPiayer choices file but in a separate boot 
file. For more details see the file !Boot.Resources.!ARMovie.Proglf. 
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The ARMovle field shows the date and version number of ARMovie. These are the 
resources used by ARPiayer and other Replay applications. 

Video playback 

V1de0 

_jnepolae 

lM colou n 16 colcu mode) 

_.R-eferred mode XBOO Y600,C '6 E. 

_jnelerred bog mode XBOOY600.C16Ej 

Oeo1e coiOIX lob~ Cancel OK J 

The first section contains options that affect video playback 

• Interpolate improves image quality at the expense of extra processing power 
used If your machine is not powerful enough you will notice the frame rate of 
movies dropping (leading to jerky motion or 'tearing' of frames) In this case 
you should disable the interpolation feature. 

• Use colour In 16 colour modes. The standard palette in I6 colour modes is 
not well suited for displaying real-life colour images. so by default movies are 
played back in grey scales only. If you enable this option then. assuming there 
is a suitable colour table for the current palette, playback will be in colour. If 
you want to use a different colour table click on Create colour tables; the 
process takes several minutes. 

• Preferred mode. This is used by other Replay applications. You would not 
normally need this option. 

• Preferred big mode. This is the screen display mode used when you click on 
the Play big button on the main window. The default big mode is mode I3 
(320x256x256 colours) or mode 28 (640x480x256 colours). Enabling this option 
allows you to change this for a mode more suited to your monitor (for 
example. if you using a VGA monitor). 

This mode is used when you play the movie using the Play big button or from 
other applications by use of their Play big buttons. (Note that not all 
Replay-compliant applicat ions supply a 'Play big' button). The preferred mode 
defaults to the current mode if it is not set. It accepts mode numbers or mode 
specification strings. 
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Colour tables 

Create Colour Tables allows you to create a new colour table for the current mode 
and palette This is operation and takes quite a long time (up to 10 minutes 
approximately) during which you cannot use the computer for other purposes 

Click on OK for all these options to take effect. 

Playing movies without using ARPiayer 

If the ARPiayer application has not been loaded, double-clicking on a movie file 
plays the movie directly onto the screen at the movie's default screen size (which 
may be quite sma ll) . 

While you play a movie. other computer operations are suspended until the movie 
is finished. 

You can control the movie using the mouse buttons: 

• Select pauses the movie; click Select again to restart the movie. 

• Adjust pauses the movie only while the mouse button is held down. 

• Menu stops the movie and removes it from the screen. 
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18 ChangeFSI 

ChangeFSI is a usetul program tor converting and displaying image tiles ot 
various formats. These images can then be converted into sprites for viewing 

with RISC OS applications such as !Paint and !Draw. 

In case you're wondering, ChangeFSI stands for 'Change Floyd Steinberg Integer' 
(ChangeFSI performs Floyd Steinberg error diffusion dithering) 

You should make sure that your conversion and subsequent use of an image does 
not infringe on any copyright that the image may be under. 

ChangeFSI provides the ability to read , scale the data to improve the picture. 
change the x and/or y size, sharpen the picture and write the result using error 
diffusion dithering in one step (so it provides the best possible quality) . All 
operations are carried out with 32-bit fixed point numbers (three per pixel in the 
case of a colour picture). 

Starting ChangeFSI 

To start the application: 

~2 
Utitities 3 

Using ChangeFSI 

Click on the hard disc icon. 

Double-click on the Utilities directory icon to display the Utilities directory. 

Double-click on the !ChangeFSI application to start the application. The 
application icon appears on the icon bar. 

Display the directory that contains the file for the image to be processed. 

2 Change to a desktop screen display mode that you wish to view and store the 
image in. 

ChangeFSI automatically converts the file to give the best possible image for 
any screen display mode. For example. if you choose a 16 colour display mode 
ChangeFSI will produce a I 6 colour image; if you choose a 32 thousand colour 
mode ChangeFSI will produce an image with 32 thousand colours. 

3 Drag the file icon onto the ChangeFSI application on the icon bar. 

4 ChangeFSI then attempts to convert the file to give a RISC OS sprite, 
displaying the result. You can then save the resultant image as a sprite file. 
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Icon bar menu options 

Picture formats 

ChangeFSI can convert many types of images to a sprite file. These include the PC 
graphics formats TIFF, PCX, PIC and IMG, the Amiga format IFF, the Compuserv GIF 
format and the JPEG format. A full list of image formats supported is given at the 
end of this chapter. 

ChangeFSI can also be used to convert Sprite files that were created in one display 
resolution into another display resolution. 

Additional information 

The information in this chapter gives an overview of how ChangeFSJ works from the 
desktop. Additional information in the form of text files is held within the 
application. If you want to read these files. shift double-click on !ChangeFSI and 
then double-click on the text files. 

The ! Help file is the general help file for the application 

The file FSI inf o gives information about ChangeFSI and its options in greater 
detail. This file also gives examples of using ChangeFSI from the command line. 

The file 2 56 sprites gives information about converting a 256 entry pa lette 
sprite. 

The file FS I formats lists the formats that ChangeFSI currently converts into 
sprite file format. 

The file FSiuse give a concise list of the command line options available for use 
with ChangeFSL 

The file j peg info give the standard information about jpeg processing - taken 
from the Independent JPEG Group's JPEG software 

Icon bar menu options 

ChanaeFSI 
Info 
Scaling 
Processing 
Output 
Reprocess 
Fast 
Save Choices 
Ouit 
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This section shows you how to use the advanced options available. Most users 
won't need to use these options as ChangeFSI is already set up to give good results 
with most types of image files. 

Once you have loaded ChangeFSI onto the icon bar, click Menu over the icon to 
display the main options menu. 
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Scaling options 

The Scaling options allow you to choose which scale factor you wish to apply to 
your image. You can also transform, rotate or mirror the image. 

Ch~ngeFSI 

Info ,. Soalioo options .:· 
@ill.!. I> _j Ignore source pixel size 
Processing ,.. _j . Ignore p1xel aspect 
Output f'" 

Reprocess 
_j Lock picture aspect 

Fast ...) Scale to fill 800 by 600 

Save Choices ti' Scale 1:1 1 ;1 ,_)Custom 
Quit ...)Scale 1:11 :2 Q[J:QJ 

....) Scale 1 :2 1:1 
[i]QJ J Scale 1 :2 1 :2 

_jRotate ~ +90 ..)-90 

_jMirror UR _j Mirror U/D 

The option Scale I : I I : I will give you a full-sized image (the same dimensions as 
the original) Other Scale options allow you to display different sized images. 

Choosing Custom allows you to specify your own scal ing options. If you wish the 
image to 'scale to exact pixel size·, fill in the left boxes only and leave the right 
boxes blank. 

The Scale to fill option allows you to scale the image so that it covers the entire 
screen area at the current display resolution; this may distort the aspect ratio of 
the image. 

Ignore source pixel size ignores any source information about the pixel size. This 
can be useful if you have images that use a non-standard pixel size_ The pixels are 
all considered to be square. 

Ignore pixel aspect ignores all the size information in the source file. Both source 
and output pixels are considered to be square. 

Lock picture aspect prevents the Scale to fi l l and Custom options from changing 
the aspect ratio of the picture. This resu lts in the image always fitting in the display 
screen area without it distorting the aspect ratio. 

Rotate can shift the image through 90o_ +90 being anticlockwise and - 90 being 
clockwise. 

Mirror performs left/right and up/down mirror operations on the image. 

If you select Rotate and Mirror together. the rotation is performed before the mirror 
operation. 
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The Processing options allow you to control the image processing used in the 
conversion and display of t he image. 

OhanaeFSI 
Info ~ 

Scaling ~ 
,, 

Processing options · • 
•;;.:.:gy.w ~ _j Expand dynamic range 
Output .. _j listogram equalisation 

Fast 
_j Disable dithering 

Save Choices 
_j Invert input 

Quit _j Bnghten picture 

_j Black correction §8 _j Gam rna correction 

_j Pre-sharpening 4 

You'll notice that all of these options are ·off' by default; you will not normally need 
to change these settings. 

Expand dynamic range will expand the range of colours in the image This 
normally brightens the image. It expands the dynamic range of a picture to ful l 
scale. 

Histogram equalisation wil l most often resu lt in a worse picture but it can be used 
to recover detail from an otherwise useless image. Alternatively you can use it to 
look at information locked in a small part of the input scale. 

Disable dithering will disable Floyd-Steinberg dithering. This will usually result in 
an inferior image. 

Invert Input will result in your colour images having their colours inverted Black 
and white images are also inverted. 

Brighten picture wi l l produce a picture that is slightly brighter than it should be. 
Useful if you have dark pictures. This option only works with monochrome pictures 

Black correction is useful if you want to print the image on a laser printer. You 
should use a number between zero and 128. though values between 32 and 64 
usually give the best result; experiment. Images treated in this way will give a poor 
result when viewed on screen. This only works for I bpp (black and white) output. 



ChangeFSI 

Gamma correction is used to correct the image quality as displayed on your 
monitor. Low values of gamma (0 to I) make colours darker and high values (above 
I) make them lighter. Gamma correction is most often used to correct images that 
have been scanned in with a scanner. Different monitors may need different 
Gamma Corrections. A standard value is 2.2 (TV industry standard). 

Pre~sharpening is used to sharpen the edges of objects in the image. Values 
between I 0 and 20 can be used to sharpen an image. Values between 20 and 30 can 
be used to compensate for the blurring introduced by the dithering process. 

For example, a value of 24 will counteract the general dither blurring. A value of 20 
is noticeably sharp. All values down to nine can be selected. 

Output options 

The Output options control the screen mode the picture is created for. 

ChangefSI 
Info ,... 

Scaling ,... 
Processing ,... 

'·• l '"'"" Outout '~·"' _ ..... 
• ._) 1 ..) 2 (i 4 ..) 8 _) 16J 32 

Fast 1 J1 J2 J4 J8 J16J32 

Save Choices [7' Use current mode Mode 
Quit 

_) Monochrome 12937677~1 

(fii Colour ,) Special : D 

The I , 2, 4, 8, 16, 32 buttons represent the screen colours that you can use. The 
numbers are bits per pixel and correspond to the following colours: 

• 32 bits represent 16 million colours 

• 16 bits represent 32 thousand colours 

• 8 bits represent 256 colours 

• 4 bits represent 16 colours 

• 2 bits represent 4 colours 

• I bit represents 2 colours. 

The square box represents the square pixel modes and the oblong box represents 
the non-square modes. 

It is not possible to convert pictures to 16-bit and 24-bit grey scale pictures 
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Mode number box is only used if you wish to convert the image to an 'old style 
sprite' Enter a backward-compatible screen mode number and press return . An 
old style sprite is one that can be viewed on a computer running an earlier version 
of the operating system. 

The mode number generated with new style screen displays has no sign ificance. 

If you want to type in a mode number make sure that the Use current mode option 
is not ticked. 

Use current mode outputs the image for display in the current desktop Display 
manager mode 

Monochrome produces I . 4, 8 or 16 greys for I . 2, 4. and 8 bits per pixel 
respectively. 

Colour gives an image in colour. 

Special allows the use of special file suffixes. These are explained fully in the 
on-line documentation file FSIInfo. 

Reprocess 

Fast 

This option reads the file in again and processes it according to any new options 
you may have set. 

This option speeds up the processing of the image by blanking the screen during 
processing. This option has no effect if your computer is equipped with video 
memory (VRAM). 

Save Choices 

Quit 

This option will save any changes you have made to the ChangeFSI options so that 
you can use these options as your default options next time you run ChangeFSI. 

This quits the application. removing it from the icon bar. 



ChangeFSI 

Image menu options 

OhangeF$1 
Sprite Info ,.. 

Source Info ,... 
Range Info ,.. 

Zoom ,... 

Save Sprite ,... 

Reprocess 

Once your image has been produced you can click Menu over the image to display 
a menu of information about the input and output images. 

Sprite Info gives the information about the Sprite output fi le. 

Source Info gives the information about the source file. 

Range Info gives you information about the dynamic range of the image. 

Zoom al lows you to change the magnification of the image. This is not the same as 
scaling the source image. 

Save Sprite allows you to save the image as a Sprite file. 

Reprocess allows you to process the image again using any options you have 
changed on the main menu. 

Image file conversion 
ChangeFSI will convert any of the following image formats into the RISC OS Sprite 
format. You can choose the type of RISC OS sprite that is created by choosing your 
options from the Output menu. If no special output mode is chosen, ChangeFSI 
produces a sprite that is compatible with the current display mode. 

Image Type 

RISC OS I, 2, 4 and 8 bit per pixel 
sprites 

RISC OS 15 and 24 (32 bits) sprites 

Watford digitiser pictures 512x256y64g 

and triple red. green, blue separations 

ProArtisan compressed pictures 
640x256y256c 

TimeStep satelli te image 800x800y256g 

Degas P11, P12, PJ3 images 

!Translator Clear format 

CCIR 601 PAL image 

!RayShade 'RGB' image 

TimeStep satellite image 128x256y256g 

and triple red , green. blue separations 

AIM/Wild Vision Hawk VIO files 
256x256y256g 

Wild Vision Hawk V 12 512x5 I 2y256g 

Flle type/text contained in file 

file type FF9 

file type FF9 

fi le type DF'A 

directory of r,g,b DFA 

file type DE2 

file type 7AO 

file type 691 

file type 690 

file type 60 I 

file type 371 

fi le type 300 

directory of r,g,b 300 

file type 004 

file type 006 
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Image Type 

Wild Vision Hawk V9 512x256y 12 bit 
colour 

Wild Vision Hawk V9 512x256y 12 bit 
colour 

TIFF pictures 

Electronic Art's IFF ILBM pictures 

Sun 'pixrect' Raster Files 

.PIC 8 bit per pixel files 

RIX Softworks ColoRIX 8 bit per pixel 
files 

MILLIPEDE PRISMA 768x576y 8 bit 
colour images 

Compuserve's GIF files up to 8 bit per 
pixel 

MacPaint files 576x720y I bit per pixel 

MacPICT2 v2 8 and 24/32 bits per pixel 

ZSoft .PCX files 

Windows 3 .BMP files 

ArVis 15 bit HIP.+LOP. sprites 

Pineapple 16 bit per pixel image 

FITS astronomical format 

GEM IMG. images 

UNIX rle format 

Apollo CPR 16 colour image 

PC EGA .DSP images 640x350yl6c 

PC TGA images 

lrlam Instruments 24 bit files 

lrlam Instruments YUV 411 files 

MTV 24 bit pic. images 

ORT 24 bit .raw images 

RT 24 bil run length coded image. files 

JPEG "JFIF" file 

Portable bit map 

ChangeFSI packed portable bitmap 

File type/text contained In file 

MercSoft 

SnapShot 

II* or MM* (or file type FFO) 

FORM ILBM 

&956AA659 

AV_VO 

RIX3 

MILLIPEDE 

GIF87a 

PNTG 

00 I I 02 FF OC 00 FF FE 

10.1-5.1 orpcx 

BM 

file type FP9 named HIP 

FSifile 

SIMPLE 

0.8,0.1 or named img 

&CC52 

0,1.0,1 

named dsp. or /DSP 

name ends in TGA or VDA 

lrlam 

IRLAM YUV 411 

named pic 

named .raw 

named image 

JFIF 

Pl ,P2.P3.P4.P5 or P6 at start of 
file 

P 15 at start of file 
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Starting Chars 

Chars 

Chars is an application that enables you to use text characters that are available 
on your computer but that cannot be typed in easi ly using the keyboard. 

To start the application: 

Click on the Apps directory icon. m 
Apps 2 Double-d ick on the !Chars applicat ion icon. The application window appears 

on the desktop. 

~~~.I Characters r. 

~~~~~~~oowu~~~~woo~~~~uw~~~~~~~~~· ~ 
! "I$ % & 1 

() tf 1 - , f 812 3 4 56 7 8 9 : j {: )? 

@RB CDEFGHIJKLMHOPQRSTUUWXYZ[ \ l ft _ 
' abcdefghiikl~nopqrstuvwxyz { I} N ~ 
JR~~ 09gi0000 - ~t•''<>"nn ___ G~tt~fl 
i¢£~J :§-~~«~ - @- 0 !23' pU •,1 ! »~~\i 

AAAAA8R~tttEiiii&Nb688oXBb6uu ~ ~~ ~ 
~A33a3zp~~@e iiil 3nooooo~~uuGug~ y '3 

The Chars window shows the entire character set of the font. Control characters 
(outl ined in black along the top row). standard characters and special extended 
characters not available on the keyboard. 

You can use Chars to insert a character into any document. window or menu. For 
example, in an Edit window, in a ·menu item· (such as the New directory box or 
file Rename boxes). or in any text application . 

Inserting a character 

To insert a character into a window, click on it . It will appear at the caret position in 
the window you are currently typing in (the window with the light-coloured Title 
bar). For example, if you are using a word-processing package and want to put in a 
special character using !Chars, just cl ick on the character in the !Chars window and 
it also appears in your word-processing document. 
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You can also insert a cha racter by positioning the pointer over the Chars cha racter 
you wish to use. and pressing Sh ift. Use this method if you want to use a character 
from Chars as part of a filename (by entering it into a Save as dialogue box) or as 
part of any other menu box. Clicking on the Chars character in the normal way 
would make the Save as box disappear 

Using fonts with Chars 

346 

When you first run Chars. the font that appears is the System font. If you want to 
use a different font. press Menu on the Chars window. This displays a menu list of 
all the currently-available fonts; choose the one you want to use The characters for 
that font will appear in the Chars window. 

Font LtSt 
System Font 
Corpus t 

DaiWin "' Homerton :. 

"'11:·111:111·~·· Bold 
NewHal Bold. Oblique 

Selwyn .tl3 #·""" 
Smey Medtum Oblique 
System ,. 
Trinity ,.. 
WIMPSymbol 

You will also need to select the corresponding font in the application you are 
using, otherwise the characters you choose appear in the font in use around the 
caret. For example. suppose the caret is in the middle of a text line displayed in 
Trinity Medium. Even if you display the Selwyn font in your Chars window. any 
characters you select from Chars wil l appear in the corresponding Trinity Medium 
form, rather than in Selwyn. 

Symbol fonts 

The Chars application is especially useful in allowing you to insert symbol 
characters into your documents. Here is !Chars displaying the Selwyn font 

I fhl '"" 1 . " · 'Characters c(, 

• 
... ~-. O(;~+· ,.. • e/ ~/OXX,K ljcf+#t •t t 

•l' ++++•~". 0* )1 ••* ""** • *•••·**"' Y'C> 
• ttv'lt · **,..l'J• t l • ...J++:;:A~i~...:Ot ....... 

I II ( < <> I > I I I 
r :':41'tiJ'la+t'l+ I~ ;I I 5 u N t1 ~ 

I' 4-fZf?-~,~ ... ; ....... ..- ............ .. ,. ....... ,....,... ).:--...""- "'"':} ·····~-~~·~ f. 
I ~~~ 



Chars 

Using an outline desktop font 

If you are using the one of the outline fonts as your desktop font you should make 
sure that when you insert Chars characters that the Chars display also uses the 
same outline font. If you don't you may find that the character you choose is not 
the same as the one entered in the menu box. It is recommended that you only use 
the fonts Homerton Medium or System as desktop fonts 

Here is !Chars displaying the Trinity.Medium.Italic font: 

lf;J;>t.l n··11rt. '', Characters ' I:J 

~ 
!"I$~&'(J*+. - . 10123456789::<=>? 

@ABCDEFGHJ J KLMNOPQRSTUV\\'XYZ I 1 I"_ 
" abcdtfghi}klmnopqrsrur»~y: { 1 } -

~VIi· Yf .. f'<'j't.:· ' . • ) ...... --<Ett t t ft jl 
;t£a¥ §"©•·.,-®- • ±:J ' pf· .'tt»W(:~si 

.~AAAAA!Et;U ££ i I i lDN66666x@(J(J(JOY PfJ ~ 
dd6didttfli~~~ifr~fld6bbO+o~daa~pf ~ 

Entering control codes 

With the system font only, characters shown in inverse video correspond to control 
characters. For example, clicking on inverse Lis the same as typing Ctri-L. 

Alt key-numeric keypad combinations 

The characters entered using !Chars can also be entered using Alt+numeric keypad 
combinations. To enter a character using the numeric keypad. hold down the Alt 
key. type the number on the numeric keypad. then release Alt. The numbers map to 
letters in the Latin I alphabet (or whatever alphabet is active in the computer). For 
example. Alt 64 will enter the@ character. 

The codes for the Latin I alphabet are listed in Character sets on page 533. 
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20 CloseUp 

CloseUp is a magnifying glass. it displays a magnifying window on the screen 
which allows you examine portions of the desktop in greater detail 

Starting CloseUp 

To start the application: 

1 Click on the Apps directory icon. 
~ 
Apps 2 Double-dick on the !CloseUp application icon to load the application. The 

application icon appears on the icon bar. 

Click on the CloseUp icon on the icon bar icon to start the magnifier. You will see 
the magnifier on the screen. The CloseUp window simply shows a magnified 
portion of the desktop that is currently under the pointer. Move the pointer to see 
another areas of the screen. 

~ 
!Boot 

CloseUp options 

Close!.}p_ 

Info "' 
Zoom 
Key-cursor 

./Follow caret 
Quit 

Click Menu on the CloseUp icon bar icon to display the following options: 

Info 

This gives some information about the software. 

Zoom 

This allows the user to choose the enlargement ratio that will be displayed in the 
magnifier window. For example. a setting of 4: I will ensure that the picture in the 
magnifier window is four times the size of the original 
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Key-cursor 

This option lets you move the pointer around the screen using the cursor keys as 
well as the mouse. Anything under the pointer is shown magnified in the CloseUp 
window. This only operates if none ofthe windows on the desktop currently use the 
cursor; for example. you can't have an active Edit window. 

Follow caret 

If this option is ticked, and there is an application that uses a caret on the screen. 
for example Edit. the area around the cursor is magnified. The magnified area 
follows the caret position as you type so that the letters you type in are shown 
magnified. 

If the option is not ticked. the magnifying window will show the area that is around 
the pointer position. 

Quit 

This will remove the program from the icon bar and the CloseUp box from the 
desktop if it is being displayed. 



21 FontPrint 

T his application allows you to download fonts to a PostScript printer or to map 
Acorn fonts to PostScript fonts on the PostScript printer. Once downloaded 

the fonts stay in the printer until you reset or switch off the printer 

If you don't print to a PostScript printer you don't need to use this application. 

Dot-matrix, Laser)et and InkJet printers use RISC OS fonts both for displaying text 
on screen and for printing. PostScript printers use PostScript fonts that are stored 
in the printer for printing. 

When you print to a PostScript printer. the Printer manager has to make sure that 
for each RISC OS font used there is an equivalent or suitable PostScript font 
available in the printer. 

FontPrint is a tool for configuring this aspect of PostScript printing. It allows you to 
tell the Printer manager what PostScript fonts are present in the printer and how 
your RISC OS fonts correspond to those in the printer. 

It is important to understand that even if you don't use this application, RISC OS 
and the Printer manager will always try to print your documents correctly. Any fonts 
that are not available in the printer wil l be downloaded within the print job as 
required. 

Using FontPrint will make the potentially slow printing process as fast as possible. 

Starting the application 

E:J 
Printing 

Before running F'ontPrint you must have the Printer manager application Printers 
loaded onto the icon bar. The Printer manager must also be active and configured 
with the correct printer driver for your PostScript printer. 

To start the application 

I 

2 

3 

4 

Click on the hard disc icon to view the directory display 

Double-click on the Printing directory icon to display the contents of the 
Printing directory. 

Double-click on the !FontPrint application to start the application The 
application icon appears on the icon bar 

To start using the application. click on the FontPrint icon on the icon bar. 

351 



Downloading and mapping 

Downloading and mapping 

352 

The Printer manager makes RISC OS fonts available to the printer in one of two 
ways. 

Mapping 

The first. preferred, way is to map the RISC OS font to a PostScript font that is 
already resident in the printer's ROM. The Printer manager instructs the printer to 
substitute fonts; for example. whenever the print job uses Corpus, the printer 
substitutes Courier. This technique is particularly useful for the standard RlSC OS 
font families Corpus, NewHall. Selwyn, Sidney, Trinity and Homerton because they 
are visually close copies of the standard PostScript font families Courier. New 
Century Schoolbook, ZapfDingbats, Symbol, Times and Helvetica. 

Downloading 

The second way is to download the font into the printer The Printer manager 
converts the RISC OS font into PostScript and sends this to the printer. The print 
job may then use the font as if it were stored in the printer The disadvantage of 
downloading is that fonts are large; they take a long time to send to the printer and 
occupy a lot of the printer's memory. 

Downloading normally happens automatically during the print job, and fonts 
downloaded in this way are erased from the printer's memory at the end of the job. 
When a particular font is needed frequently, you may find it worthwhile to 
download it permanently into the printer. Permanently means it stays in the 
printer's memory between print jobs until the printer is switched off; the font 
downloaded is available to all subsequent print jobs without the overhead of 
downloading it each time. 

The Printer manager re-sends the permanently downloaded fonts each time it is 
started. 

FontPrint is in control 

FontPrint gives you control of three aspects of the printing process. It lets you 
specify which fonts are resident in the printer's ROM, how RISC OS fonts are to be 
mapped to the resident fonts, and which RlSC OS fonts you want to have 
permanently downloaded. 

It is not essential to download fonts permanently in order to print them; any fonts 
that are neither mapped nor permanently downloaded will be temporarily 
downloaded whenever a print job asks to use them. However. using a mapped or 
permanently downloaded font is much faster. 



Mapping fonts 

Font Print 

The standard set of RISC OS fonts are mapped to PostScript fonts You can map 
additional RISC OS fonts you have purchased to the same, or other PostScript 
fonts. This gives the most efficient way of printing with your fonts. but may give 
results that differ slightly from those on-screen due to slight variations in the 
design of RISC OS and PostScript fonts. 

To map an Acorn font to a PostScript font: 

Load FontPrint and display the FontPrint window. 

The window displays lines consisting of the RISC OS font name on the left and 
the equivalent PostScript font name on the right. 

lit! XI .. ., ,, 
~ Printer: 'LW II NTX' --~ :l '+2 

Printer type I Apple l.aserWriter II NTX 

Clare.Medium Map to AvantGarde-Book ,.. 
Clare Medium.Oblique Map to AvantGarde-BookOblique 
Clare.Demi Map to AvantGarde·Demi 
Clare. Derni.Oblique Map to AvantGarde·DemiOblique ll Robinson.Demi Map to Bookman-Demi 
Robinson.Oemi.ltalic Map to Book rna n-Demiltalic 
Robinson.light Map to Book man-Light 
Robinson.light.ltalic Map to Book rna n-Ughtltalic 
Corpus.Medium Map to Courier 
Corpus.Bold Map to Courier·Bold 
Corpus.Bold.Oblique Map to Courier-BoldOblique 
Corpus.Medi um. Oblique Map to Courier ·Oblique .... 

~u~ __ Sr;:_e o .. 

2 Click Menu over the window to display the Fonts menu. 

3 If the RISC OS fonts you wish to map are not already shown, select the fonts 
that you wish to map to PostScript fonts from the Add font submenu. They will 
be added to the FontPrint window at the end of the list. 

Font 
Select all 

Darwin 
Homer ton 

Portrhouse 
Selwyn 
System 
Trinity 
WIMPSymbol 
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4 Choose each font in turn and map it to the corresponding PostScript font 
using the Font/Map to submenu. The Map to menu lists the fonts available on 
the printer. 

AvantGarde·BookOblique 

AvantGarde·Demi 

Bookman-Demi 

Bookman-Demiltalic 

5 When you have finished mapping the fonts, click on the Save box. This saves 
the font mapping within the Printer manager. The Printer manager will now use 
this information to map fonts in your documents to those in your printer. Each 
time !Printers is started this font mapping information is sent to the printer. 

Mapping to a non~standard PostScript font 

If you wish to map to an additional PostScript font which is resident in the printer 
(you may have an additional font cartridge for the printer). but which is not in the 
standard list of fonts in the printer driver. you can add this additional PostScript 
name in the field at the end of the Map to sub-menu. Repeat this for each 
PostScript name you wish to add. 

Choosing the encoding type 

If you are mapping fonts. you can also choose Encoding from the Font menu. The 
encoding type determines the character set used by the PostScript printer. Most 
fonts will use the Adobe standard encoding; this is the default encod ing. 

Downloading fonts 
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PostScript printers use RISC OS fonts for displaying text on screen and use 
PostScript fonts for printing. These PostScript fonts can be either built into the 
printer or downloaded by the computer. 

Whenever you send a file to the printer. the Printer manager automatically goes 
through the following procedure: 

I Identifies any true PostScript fonts (stored in the computer) that are needed. 

2 Converts (or maps) any Acorn fonts needed to PostScript fonts. 

3 Sends the PostScript fonts to the printer. 

4 Sends the file to be printed 



FontPrint 

5 After the file is printed. the fonts are erased from the printer's memory 

The Printer manager uses the printer's built-in PostScript fonts when they are 
available. speeding up printing considerably 

If you constantly use fonts that are not resident inside the PostScript printer. you 
may find that your fi les print faster if you pre-send (download permanently) the 
fonts when you first start using the Printer manager. Permanently downloaded 
fonts stay inside the printer. ready for use. until the printer is reset or switched off. 

Downloading fonts 'permanently' 
To prepare fonts for downloading 

Click Select on the FontPrint icon to display the FontPrint window. 

2 Click Menu over the window to display the Fonts menu. 

3 Select the Acorn fonts that you wish to download by choosing the fonts from 
the Add font submenu. They will be added to the FontPrint window at the end 
of the list. 

Foot 
Select au 

Darwin 
He merton 

Portrhouse 

Selwyn 

System 

4 When you have selected the fonts you wish to download. cl ick on the Save 
box. This saves the download information within the Printer manager. 

5 The PostScript font Password box is displayed You should now type in the 
password for your printer. Unless the password has been changed. the printer 
will have the password '0' (the number zero). 

The fonts are only be downloaded if you type in the correct password. If you enter 
the wrong password. FontPrint still attempts to download the fonts but if the 
download fails and the printer may issue an error message. 

~I · PostScriPt font downloader · '<' C'; 

Printer narne r - PostScript 

Printer type I Apple LaserWriter Ti Nix 
Password lq 
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When you clicked on the Save box you stored the information about which fonts 
you wanted downloaded. The Printer manager downloads the chosen fonts to the 
printer whenever the Printer manager is started. The password box will be 
displayed each time you start using the Printer manager. 

Clicking on the Default button automatically loads the default PostScript 
Mappings. Any Mappings or Downloading that you have previously set up are lost. 

Downloading fonts to a network printer server 

Since a network printer is a shared resource, excessive use of permanen t font 
downloading can inconvenience other users. To avoid this. it is suggested that only 
one machine on the network should be responsible for permanently downloading 
fonts 

Other machines may then map to the downloaded fonts as if they were ROM fonts 
within the printer. This is possible because you can identify the PostScript name 
under which the downloaded font is stored. The downloaded name is the RISC OS 
font name prefixed by the letters 'DL_'. for example, if one machine has 
downloaded the RISC OS font called "Futura.Bold", it will be stored in the printer 
as the PostScript font "DL_Futura.Bold" Other machines wanting to print this font 
can use FontPrint to map "Futura.Bold" to "DL_Futura Bold". Be careful to preserve 
the capitalisation of the font name. If the printer is switched off and on. the font 
will be lost In this case. exit and re-start !Printers on the machine responsible for 
downloading and the fonts will be downloaded again 

Bitmap fonts 

Bitmap fonts. such as Portrhouse. cannot be downloaded to a PostScript printer; 
however, they can be mapped to one of the printer's resident fonts. 

Advanced information 

To avoid the overhead of downloading every font you use, the printer driver uses 
the fonts built into the PostScript device when possible. To do this. the printer 
driver has a list describing which PostScript fonts are visually similar to which 
RISC OS fonts. 

This list is set up automatically when you initialise a new printer, and you can 
subsequently change it using !FontPrint. 

Although a PostScript font might look very similar to a particular RISC OS font. the 
various glyphs can occupy different character codes. with the result that characters 
are jumbled when the font is printed. 



FontPrint 

A mechanism called ·remapping' is used to reorder the PostScript font so that the 
characters occupy the expected positions The remapping is performed according 
to a textual description known as an 'encoding'. 

Mapping symbol fonts 

For symbol fonts. their mapping depends on the avai lability of an appropriate 
encoding file. The encoding tells the system wh ich PostScript glyph to render for 
each ASCII character code. 

The encoding file should be given the name Encoding and placed in the same 
directory as the font's Outlines and lntMetrics files. If you need an encoding file for 
a third party font. contact your vendor. 

An encoding file should contain exactly 256 lines of the form 

lglyphname 

where a glyph called I g lyphname is known to exist in the printer font. 
Non~existent glyphs should be entered as I. notdef. 

If a particular glyph name is the Nth entry in the encoding file, then that glyph will 
be rendered for character code N. 

For details about how to construct your own encod ing files refer to the RISC OS 3 
Programmer's Reference Manual. 
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22 

Starting Help 

Help 

T he Help application is a program that displays information about applications 
whilst they are working, and about the desktop generally. When you first use an 

application. you may find it useful to have !Help present. 

To start the application 

I Click on the Apps directory icon. 
~ 
Apps 2 Double-click on the !Help icon to start the application. The Help icon appears 

on the icon bar and the help window opens. 

!f.l P<I "lr Interactive helP r· "< a 
This is the Help application. 

~ 
Move the pointer to receive help from other applications 

~ 

~ 

What's in the Help window 

The window contains concise help information about the desktop. Whenever you 
can't remember what an icon means or what an option does. use Help. Just move 
the pointer over the part of the desktop that you want help about, and the help text 
appears in the help window. 

As you move the mouse to a different part of the desktop or application. the help 
information changes. You can get help with windows. icons. menu options and 
dialogue boxes. 

For example here is the help you get when you move the pointer over part of the 
! Draw window. 

lf:t }•I Interactive help ,,.c,, 
j ~ 

r; 

Click SELECT to enter a path element. j ...., 
Double-(;lick SELECT to enter the final path element 

~ Press RETURN to complete the path 
r.:i:; Press ESC to abandon the path. [TJ 
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Other help information 

You can close the interactive help window by clicking on the window's Close icon. 
To display the help window again. just click Select on the Help icon on the icon bar 
To close down Help altogether. choose Quit from the Help icon bar menu. 

Other help information 

360 

There are several other ways to get help information about the desktop and 
applications 

Help information from applications 

On the main Fller/AppUcation submenu there is a Help option. Click on this to 
obtain helpful information about an application. This option cannot be chosen if 
the application does not have a help file. 

I' I< AeiiOIJ'<ltS $ Allllti '' 

• L•·J 
~'"•• -Oleplay .. A«Aication 

Cos:>v .. 
Seleclal 

a-ee~ecoon 

~· eo.... 
Open parent .._ 

Into • 
F1nd " 

... Help window for this 
application is displayed 

choose Help ... 

li'll I Aesources:$.Aoos 'Alarm •Help_ 
~he R!~rll apppca~ 1on displays a C!OCk on the Icon 
bar. It can also be used to set 'alariiS' to reMind 
~ou of further events. You can save the alarMs to 
disc, thus allowing the co~uter to re!lfllber the11 
fro11 day to day , 

"! I '- c!c •• . •' I' 



Help on command line *Commands 

If you want to find out about a particular *command. start a Task Window by 
choosing the Task Window option from the Task manager icon bar menu. 

Type Help followed by the command that your need help for; for example: 

*Hel p Forma t 

Help 

You can get help for a series of commands of the same name by using a dot as a 
wildcard character. Try 

*He l p F . 

The following example shows help for the keyword Help 

litl ><.J Taskwindow r:; 

=~' ·"e!P on k~ywor~.Help .... 
•He!~ {subjects> atte~pts to give useful infor~tion on the selected topics. -, 
Spec1al keywords 
include: 
Co~~ands list all the available utility co~nds 
FileCo~~ands list all the filing syste~-specific con~ands 
Modules list the ~odule titles 
~~ntax Explain the syntax ~essage for~t 

-' 

If you want to find help on many aspects of the system. try the following: 

*Help Commands lists all the available utility commands 

* Help FileComrnands lists all the commands relating to filing 
systems 

* Help Modules lists the names of all currently loaded 
modules. with their version numbers and 
creation dates 

*Help Station displays the current network and station 
numbers of your machine 

* Help Syntax explains the format used for syntax 
messages 

For more information about using Help on the command line. see the section 
Getting Help on page 416. 
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23 HForm 

This application is used to format or initialise the hard disc in your computer 
Most users will not need to use this application. 

The hard disc inside your computer is supplied already formatted and loaded with 
the standard RISC OS applications. You will only need to use this application if 
your purchase an additional hard disc for your computer that has not already been 
formatted, or if that disc in your computer has developed a problem that can on ly 
be solved by formatting. 

HForm is used to format drive that use the IDE interface. If you have a drive that 
uses the SCSI interface. refer to the guide supplied with your SCSI Expansion Card. 
This computer does not support ST506 disc drives. 

WARNING: Formatting your hard disc will permanently remove all data stored on 
the disc. It is essential that all the data and applications that you wish to keep are 
copied to floppy discs (or otherwise backed up) before the disc is reformatted. 

Starting the application 
To start the appl ication: 

Click on the hard disc icon to display the root directory. 

2 C1 
Utilities 3 

Double-click on the Utilities directory icon to display the Utilities directory. 

Double-click on the !HForm application to start the application. The 
application starts immediately. 

You should also keep a spare copy of !HForm on floppy d1sc in case your hard disc 
becomes unusable. 

Formatting your existing hard disc 

WARNING : Reformatting your hard disc will permanently remove all data stored 
on the disc. It is essential that data you wish to keep is copied to a floppy disc (or 
otherwise backed up) before the disc is reformatted. 

In the following instructions it is assumed that you have to reformat your existing 
hard disc because of repeated hard d isc errors In order to carry out the 
reformatting successfully you should have a record of the disc errors which have 
occurred and their addresses. 

363 



Formatting the hard disc 

HForm allows you to leave the program at any tJme before you start formatting 
by pressing the Escape key. Additionally. at the end of the Format options you 
will be asked if you want to proceed with the formatting: answer NO and HForm 
will quit without formatting you r disc. 

Formatting the hard disc 
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Double-click on the HForm application. 

2 H Form prompts you as follows: 

HARD DISC FORMATTER 
Format which drive (4- 7)? 4 (press Return) 

The internally fitted hard disc drive is numbered 4, while a subsequent hard 
disc drives wou ld be numbered 5. If you want to accept the defau lt drive 
number 4, press Return, otherwise type the desired number and press Return. 

HForm checks the type of hard disc and displays the following or a similar 
message: 

Drive 4 is an IDE drive 
IDE drive ADFS : 4 identifies itself as: 
Description 
Firmware version 
configuration 
This disc was last formatted using the standard shape: 

You do not need to know the manufacturer of you r hard disc or its 
specifications. since you can just accept all the defaults offered 

3 To continue with the formatting, type Y and press Return 

Do you wish to use this shape (Y/N)? Y 

If you want to use a different drive shape turn to Changing the hard disc shape on 
page 366. 

HForm now gives you the following choices: 

A : no more changes 
B : add de f ect by cylinder, head, byte/sector 
C: add defect by disc address 
D: remove defect 

A, 8, CorD? A 

If you want to add some defects see Recording a list of hard disc defects on page 366. 

4 If you are simply formatting a disc. type A for the formatting to continue. 

uisc will be formatted as: 



HForm 

5 You will now be asked if you want to 

Format or just initialise the drive (F/I)? F 

To continue with the format type F 

If you are reformatting an existing hard disc, just initialising the disc is 
sufficient. You only need to format the disc if it has never been formatted 
before, or if it was previously formatted using the wrong parameters. 

6 At this stage you will be asked if you want to carry out a soak test. Soak testing 
repeatedly formats and checks the disc. It can be used to check that the state 
of the defects on the disc is stable. 

Soak test the hard disc for defects (Long/Short/None)? L 

If you want to carry out a soak test, type in either L or Sand press Return. 

Lis the long test: the disc is continuously tested until you press the Space bar. 

Sis the short test, which is just one scan of the disc, lasting a few minutes. 

If you don't want to soak test. type in Nand press Return. 

7 This is followed by a further prompt 

Are you SURE you want to do this to drive<> (Y/N)? Y 

Type Y and press Return to start the format or initialisation. 

8 If you specified the long soak test, the test continues until you press the Space 
bar. It is recommended that you carry out the soak test for at least 24 hours. 

If you do not perform a soak test. and if the verification process detects any 
additional defects, HFORM will then repeat the formatting and verification 
process in order to include the new defects. It will display the messages 
Formatting and Verifying as it does so. 

9 The final prompt is 

Large file allocation unit? 512 

Press Return to accept this default. 

If you expect to use the disc for a very large number (several thousand) of small 
files. type 256 in response to this prompt. Other values can also be used. 

The formatting process is now complete. 
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Recording a list of hard disc defects 

Recording a list of hard disc defects 
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A defect is a fault that has been detected in part of the disc. The following process 
marks the defective part of the disc, so that the defective part is no longer used. 

HFORM lists the current defects (if any) on the hard disc and invites you to change 
the list by adding any new defects that you may have discovered. You may wish tci 
add a new defect because ADFS has previously returned an error message, such as: 

Disc error I 0 at :4/00831 EOO 

You should make a note of any errors of this type that the computer reports 

I To record a single defect on the defect list, select option C. Multiple errors can 
be added in any order. 

2 Type in the defect address exactly as it appeared in the disc error message. but 
omit the colon. 

3 When you have entered al l the defects you wish to. select option A. 

Changing the hard disc shape 

HForm prompts you to confirm the name of the disc in your computer The 
application gets this information from the previous format type, you do not need 
to know the manufacturer of your hard disc. 

However. it may be necessary to change the specifications of the hard disc format 
used (known as the shape). For example: 

• If you are add ing a new hard disc. 

• If the hard disc has not yet been formatted. 

• If the information on the hard disc has been corrupted or is incorrect 

If you want to change the disc shape you can answer NO to the question 

Do you wish to use this shape (Y/N)? N 

You will be presented with a list of alternative shapes to choose from. If you don't 
want to use any of these shapes use OTHER. You will have to enter the formatting 
specifications you require. Consult the manual accompanying your hard disc for its 
precise specifications or contact your supplier for details. 



24 Maestro 

M aestro enables you to transcribe music in standard musical notation and play 
it through the computer's own sound system; it also provides some simple 

editing facilities. The chapter assumes that you are familiar with the basic ideas of 
musical notation. 

Starting Maestro 

To start the application: 

Click on the Apps directory icon on the icon bar. ill 
Apps 2 Double-click on the !Maestro application. The application icon appears on the 

icon bar. 

Playing a tune 

3 Click on this icon to display the Maestro window 

lfbP<I ' <untitled> tJ 

110110 J J 1 J) Jl· .. ~ '1 ~ # q 1: 

• 

~~bxbH~~b . .. ... ........ ~~~: j~l 
:1 Ei 

The best way to get started with Maestro is to load one of the tunes supplied as 
part of the Applications Suite. To do this, double-click on one of the tune icons in 
the Tunes directory, or drag it onto the Maestro icon on the icon bar. 
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Editing the score 

The window that appears looks like this 

l.j j ADFS·:Hard0isc4 $ Sound Fanfare lr. 

110110 J J))) Jl· .. ~ ., ~ # q l 
II 

'1 

' ~ I• r 
" " " " " " " " " " " " "' "' "' 

~ #bxbH#~b ...... ~ I ~ ~: j ~ 
I r 

The Maestro window is divided into three horizontal panels, with the stave in the 
centre. Scrolling affects only the central panel. Above and below the stave are 
toolboxes containing icons for notes. rests. clefs and other symbols 

To play the tune, click Menu to open the main Maestro menu. Click Select on Play 
to start the music. As the music plays, the score scrolls across the screen Click 
Play again to stop the tune: another bar or so will play before it actually stops. To 
return to the beginning of the score, use the horizontal scroll bar. 

Before setting up your own score, try out the fo llowing editing procedures on one 
of the tunes supplied on the disc. 

Editing the score 
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Adding and deleting notes and rests 

To add a note or rest. select the value you want by clicking on its icon in the pane 
above or below the score. The selected item will appear with a frame around it, and 
when you move the pointer onto the score window, a 'tria l icon' appears, which 
moves around as you move the pointer. When the item is in the position you want. 
click Select. To get rid of the trial icon without adding a note or rest to the score 
and without selecting an alternative trial icon, press Menu. move the pointer off 
the Menu and press Select. 

Notes may be placed anywhere: above and below each stave they will create their 
own ledger·lines In the case of notes with stems, the stem trails behind the trial 
icon: if the pointer is moved downwards, the stem will be above the note. if 
upwards, the stem will be below the note 



Maestro 

Rests will appear only in their valid positions, in the centre of the stave. 

To delete a note or rest. select the icon for the same value. and position the trial 
icon exactly over the item you wish to remove (it doesn't matter whether the stem 
goes the same way or not) . When it is in the right place, the trial icon will appear to 
blot out the original item. Click Select and the item will be deleted 

Adding dots, accidentals, bars and ties 

Select a lengthening dot in exactly the same way as a note or rest. Move the pointer 
over the note you wish to lengthen and click Select. To delete a dotted note, you do 
not have to delete the dot separately delete the note and the dot will disappear 
too. 

Select and place accidentals, bars and ties in the same way: like notes and rests, 
they will appear only in valid posit ions. A bar wi ll be inserted across all the staves 
in the score when you click on one of them. 

The tie character is of a fixed length, but when placed between notes of the same 
pitch, a single note will sound, with a duration equal to the two notes added 
together. 

Adding clefs and key and time signatures 

Clefs may be selected and placed like other items: they will appear only at the 
beginning of a bar. 

Key and time signatures must be selected before they are positioned on the score. 
This is done using the Maestro menu. and the process is described in the 
appropriate section below. 

The Maestro menu 
Maestro 

Save t> 

File ,. 
Print ,.. 
a ear 

Staves 
Instruments t 

Volume 
Tempo .. 
Tirne sig " 

Key sig " 

Goto ,. 

Play 

As in any application, clicking Menu on the Maestro window will display the 
top-level menu. 

The Save procedure is exactly the same as for other applications such as Edit or 
Draw. Save a score by dragging the Maestro icon into the directory window where 
you want to save it, or by typing in the fu ll pathname and clicking on OK. 

File gives you some informat ion about the file you are working on. 

Print allows you to print your score on the printer. 

Clear removes the current score from the stave but leaves the Maestro window on 
the screen. 
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The Maestro menu 
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Staves displays a box where you can enter the numbers I, 2, 3 or 4 (others are not 
accepted), and an option +percussion. Clicking on this option will add a single 
line percussion stave; when it is selected, the menu item is ticked. Click on it again 
to remove the percussion stave. 

Maestro 
Save "' File I'> 

Print ,... 

Clear 
------------- Staves 

Ell! ,... 
~ 

Instruments "' +Percussion 
Volume ,... 
Tempo t-

------- -----· 
Time sig. ,... 

Key sig. ,.. 
-------- -----

Go to ,.. 
Play 

Instruments presents you with a full window containing a line for each voice on 
each normal stave you have selected, and a single line for the percussion stave (if 
selected). If you click on Instruments, the window will stay on the screen. There is 
a maximum of eight voices: if you have selected more than two staves, they will be 
distributed roughly equally between staves. You can scroll this window vertically in 
the normal way. The following properties can be set for each voice 

• Voice - Repeated clicking of Adjust takes you through the instruments 
available. Select takes you backwards through the options avai lable. 

• Volume - The volume of each voice can be set separately. Click Select to 
reduce the volume by one 'notch' and Adjust to increase it To set the overall 
volume, use the Volume option on the main Maestro menu. 

• Stereo - The position of each voice can be changed independently to any one 
of seven positions, so as to create a spread or stereo image when the music is 
played through more than one speaker Click Select to move the voice to the 
left and Adjust to move it to the right 

If you have installed a MIDI expansion card in your computer, the Instruments box 
will have an extra column headed MIDI. The line for each instrument contains a 
figure I by default. indicating that it will play on MIDI channel number I. Click on 
this number to change the channel number for each instrument In addition, when 



~stn> 
Save "" File I"' 

Print "" 
Clear 

Staves ,.. 

Instruments r-. 
Volume ,.. 
Tempo ,...,...-
············-~ 

li!i!IMi·Mr- 4 
Key sig. ,... 4 

·· ······ · ····-
Goto ,... 
Play 

Maestro 

a MIDI card is insta lled a MIDI only entry is added to the set of voices that appears 
when you click on the voice entry; choose this entry to prevent any sound being 
played through the computer's own speaker(s) . 

Maestro 
Save ,.. 
File ,.. 
Print ,... 
Clear 

-------------
Staves .... :r ' Instruments 

1111111111111~ Stave Voice Volume Stereo 
Volume ... 1st stave; String lib-Steel ff Centre L. 
Tempo .. 1st stave; 

-------- -----
String lib-Hard ff Centre 

rune sig. r- 1st stave; String lib-Hard If Centre 

Key sig. .... 1st stave: String Lib-Hard fl Full L. 
--- ---------- 2nd stave: StringUb,Hard II Right 
Go to t> 

Play 
2nd stave: String Lib-Pluck ff Full R. 

2nd stave: String lib-Soft fl Right 

2nd stave: String lib-Soft Iff Centre 

Volume enables you to set the overall volume on a scale from ppp to fff. 

Tempo allows you to set the tempo on a scale from largissimo to prestissimo. 

Time signature presents you with a small box containing a time signature. 
Position the pointer over the upper number; successive clicks cycle the values from 
2 to 16. The lower number can take va lues of 2, 4, 8 and 16 only. 

To assign a time signature to a score (or to add a new time signature in the middle 
of a score): 

Make your choice using the Maestro menu. 

2 Choose the '4/4' icon from the Maestro window. 

3 Position the pointer where you want the t ime signature to appear. 

4 Click Select. 

The selected time signature will appear on all staves. 

To delete a time signature, select the 4/4 icon. move the pointer onto the time 
signature and click Select. 
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The Maestro menu 

372 

The Key signature menu tree is displayed by choosing the Key sig. option. 

,. 
File "' 
Print ,.. 

a ear 

Staves 

Instruments 
Volume 
Tempo 

rme s~g 

Go to 
Play 

G 
0 
A 
E 
B 
Fll 

Cll 

The Key signature menu tree first asks you to choose between major and minor 
keys. Taking the major path offers you a set of key signatures with Cat the centre, 
'flat' key signatures grouped above and 'sharp' signatu res below For minor keys, A 
is at the centre. 

To place a key signatu re at the beginning of a score, or at the beginn ing of a bar 

I Make your choice using the Maestro menu. 

2 Choose the 'key· icon from the Maestro window (the trial icon will appear in 
the form of the selected key signature). 

3 Position the pointer where you want the key signature to appear. 

4 Click Select. 

The selected key signature will appear on all staves. 

To delete a key signature, select the key icon, move the pointer onto the key 
signature and click Select. 

Goto presents you with a box into which you type the number of the bar you wish 
to move to. 



Maestro 

Play starts the tune playing from the point displayed on the screen. To stop, click 
on Play again. 

Setting up your own score 

The preceding description of the Maestro menu options gives you the information 
you need to set up your own score. However. for the sake of clarity. the following 
section sets out the steps to take in their most convenient order (though they can 
all be changed at any time). The menu options are shown in bold type. 

Choose the Staves you want. 

2 Choose your Instruments. and thei r volume and position. 

3 Select your Key signature. and place it on the score by selecting the key icon 
and dragging it into place. 

4 Select your Time Signature. and place it on the score by selecting the 4/4 icon 
and dragging it into place. 

5 Choose the Volume and Tempo you want. 

You are now ready to start placing notes on the staves. 

Some tips 

If you copy a piece of music from a written score it will occasionally need some 
minor modifications to p lay correctly. 

Fugues 

In fugues scored for the keyboard . several distinct parts may be written on one 
stave. In the following example from a Shostakovich fugue. bar 20 contains a 
semi breve G belonging to the top part, and in the second half of the bar. two 
crotchets belonging to the middle part, which had started bar 20 in the bass stave. 

28 

I ~ I f I rrr 

373 



Maestro's use of memory 

Maestro tries to play these three notes in succession. not understanding that the 
first crotchet should start half way through the semi breve. Since the semibreve is 
long enough to complete the bar by itself. the two crotchets are lost. The solution 
is to write the top line l ike this: 

21 

• r r rrr 
L J I 

I 

This indicates to Maestro that the crotchet E starts half way through the bar 
Problems of this type can generally be resolved by splitting notes into shorter 
notes tied together. 

Note also that Maestro does not allow two rests in the same time slot on one 
stave. as is sometimes done in fugues to indicate that two parts are silent. 

Staccato 

To achieve the effect of staccato. shorten the note value and make up the difference 
with a rest. 

Grace notes and trills 

These are not implemented as such. but the effect can be achieved by entering 
notes of the appropriate small duration. and deducting their value either from the 
note they would normally be attached to (for an appoggiatura) or from the 
preceding note (for an acciaccatura). Very effective trills can be produced using an 
elaborated form of the same method. 

Maestro's use of memory 

374 

Maestro cannot extend its memory slot once it has started up It therefore takes at 
least 256K, to allow for the editing of long transcriptions However. if the Next slot 
in the Task manager is set to more than 256K. Maestro will use up all the space in 
Next. Since this may be more than you need. you can use the Task manager 
(described in the chapter Managing tlie desktop on page I 03) to reduce Next to 256K. 
before loading Maestro. 



25 Patience 

T his version of Patience is probably the best-known version of the familiar solo 
• card game. 

Starting Patience 

fEj 
Diversions 

To sta rt the appl ication: 

2 

3 

Click on the hard disc icon to display the root directory. 

Double-click on the Diversions directory icon to display the Diversions 
directory. 

Double-click on the !Patience application to start the application. The 
application icon appears on the icon bar. 

To start the game, click on the Patience icon on the menu bar. The Patience window 
appears on the screen. displaying a window similar to this 
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The rules 

The rules 
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There are seven columns of cards. with the bottom card in each column turned up 
The columns range in length from seven cards (on the left) to one (on the right). 
The rest of the pack is in a face-down 'pile' on the righthand side of the screen. A 
number below the pile tells you how many cards are face down. At the top 
righthand corner of the screen are four card outlines. each marked with the symbol 
for one of the suits. 

The object of the game is to place all four suits on top of their symbols in 
ascending order. starting with the ace and finishing with the king. To do this. you 
must reveal all the hidden cards by going through the pack and building chains of 
cards. Here are the basic rules: 

• The chains you build downwards from each column must be in descending 
order (king, queen, jack. ten. nine. eight. seven. and so on) and must alternate 
between red and black suits (ten of hearts. nine of spades. eight of diamonds. 
seven of spades. for example) If you try to place a card incorrectly, the 
computer will refuse to move the card 

• When you move the top card from one column to another. the next hidden card 
is automatically turned up. You can move all or part of a chain to another 
column. 

• There are only seven columns allowed in the game. If you have used up all the 
cards in one column you can only start a new column with a king. 

• Once you have placed a card on one of the suit symbols (in ascending order) at 
the top righthand corner of the screen it cannot be taken off again 

12 
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Patience 

Playing Patience 

To play the game. proceed as follows 

I Look at the cards which are revealed at the bottom of each column. If a card 
can be moved. use the mouse pointer to drag it to the correct place. When you 
release the button. the card will be in its new place and the next card turned up 
in the column where it came from. Continue this procedure until you have no 
more cards that can be moved. 

2 Click on the pile of cards on the right. to reveal the next card (every third card 
in the pile is turned over) If you can use it. drag the card to the appropriate 
column. You may now be able to move one or more cards from one column to 
another. If you can't, click on the pile of cards again. If you can't use a card, 
continue clicking on the pack until one is revealed that you can use. When you 
use a card from the pack. the card beneath it is again revealed. 

3 As soon as an ace is revealed, drag it to its place at the top righthand corner of 
the screen (alternatively, clicking Adjust on a card that can be added to one of 
these stacks automatically moves it to the correct stack). You can then start 
building (in ascending order from ace to king) as the cards that follow come 
up. 

4 Continue going through the pack and moving cards. The number of cards left 
in the pack will continue to be indicated by the number below it A grey 
rectangle indicates that you have gone through the pack once; click on it to go 
round again. 

5 If you can't go any further and want to see where the hidden cards were. click 
Menu and choose Resign. If there are any cards left in the pack. you can see 
what they are by clicking on the pack; this will display each card in turn. 

If you want to start a new game. choose Deal hand from the menu. If you do not 
wish to continue playing Patience. click on the Close box on the top lefthand 
corner of the window to finish. 

Varying the rules 

PatienCe 
Deal Hand 

Resign 

New Pack 

./ Only Kings 

./Rev. Cards 

You can vary the rules in two ways to make the game easier or harder. using two 
options displayed when Menu is pressed. These options are both on by default 

• Only Kings means that no cards other than Kings can be placed in empty 
columns. Switching this off makes the game very much easier; you can now 
move any card into an empty column . 

• Rev. Cards refers to the process by which cards are turned over from the pack . 
The default is that when a group of three cards is turned over, their order is 
reversed as they are moved. This means that if you run through the pack twice, 
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Playing Patience 

you will see two-thirds of the cards. Switching off Rev. Cards means that the 
cards are not reversed. so you will only see one-third of the cards. making the 
game much harder. 

Varying the Pack 

Patience -
Deal Hand 
Resign 

@fttil 
.; Olly Ktngs 
./Rev Gareis 
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You can vary the picture on the reverse of the cards by clicking on New Pack at any 
time during the game. 



28 PrintEd it 

T his chapter provides an introduction to PrintEd it. an application which 
enables experienced users to edit existing printer definition files and experts to 

create them from scratch. The printer definition files are used by the Printer 
manager application !Printers. They define how the operating system translates 
the characters in the document into signals that can be used by the printer to print 
the document. 

Creating new printer definition files 

Creating printer definition files is technically very complex and requires a deep 
understanding of how printers work. This chapter gives you on ly a very brief 
introduction and you should not expect to be able to design your own printer 
definition files using the information provided here alone. The chapter Printer 
definition files in the RISC OS 3 Programmer's Reference Manual contains the detailed 
information you will need for creating printer definition files. 

Modifying existing printer definition files 

Occasionally, step-by-step instructions might be issued, for example. by Acorn or 
another printer supplier that tell users how to modify an existing printer definition 
file to change its use slightly. 

The instructions list the exact operations needed to be performed in each PrintEd it 
window. You will not need a full understanding of the features of PrintEdit. 

This chapter gives you an overview of the functions of PrintEdit. This chapter 
should give you enough information to enable you to use PrintEdit to alter one of 
the existing printer definition files 

Before you can use PrintEdit you should 

• have the user guide and technical manual for your printer 

• or have some step-by-step instructions from an expert. 

Most people use PrintEdit to alter one of the existing printer definition file 
configurations, rather than make up a completely new one. So we shall use the 
printer definition file for the Epson FX85 as an example. 
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Starting the application 

Starting the application 

Ej 
Printing 

To start the application: 

I Click on the hard disc icon to display the root directory 

2 

3 

Double-cl ick on the Printing directory icon to display the Printing directory 

Double-click on the !PrintEdit icon to display the PrintEdit window. The 
application icon appears on the icon bar. 

To load an existing printer definition file: 

Double-click on the Printers directory within the Printing directory 

2 Double-click on the printer directory that corresponds to the printer you wish 
to modify 

3 Select the printer definition file you require and drag it over the PrintEd it icon 
on the icon bar. 

The PrintEdit window 
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The appearance of the PrintEdit window when the Epson FX85 definition file is 
loaded is as follows: 

Printer definition editor .. 

Printerclass I df! 

Printer type . Epson FX-85 

Printer name I FX-85 

Sprite name I dp 

Fast parallel interface .J 
Paper X offset ""I =----6-.03.,---..., 

PaperY offset I 7 76 
~ mm ..) ii1Ches 

Oefault paper size r Ill 
Graphics modes ~-- 7 1dJ 

Oefault resolution l 11J 
aetault quality r· ~-1JJ 

Text modes Edit no high tights .. __j 17 
_ Edit ~raft hightights . 117 

Edit NLQ highliQ!lts . j 17 
E<l.,it characte~ mappings... 117 

The Printer class represents a type of printer; it determines which processing type 
Printers uses for the printer. Use dp for dot matrix and other bit-image printers and 
lj for HP Laserjet compatibles. This application cannot be used for defining printer 
definition files for PostScript printers. 



PrintEdit 

Printer type is the full name o f the printer. If you are creati ng an alternative version 
of a standard printer defini tion file. alter this name. 

Printer name is the name you want to appear underneath the printer icon on the 
icon bar. The name can be up to I 0 characters long. If you are creating an 
alternative version of a standard printer definition file. alter this name. 

Sprite name is the sprite to be used as the printer icon on the icon bar. These can 
again be dp for dot matrix and other bit-image printers and li for HP Laser)et 
compatibles You can also define your own sprites for this icon. 

If your printer can use the Fast Parallel Interface then choose this option. Check 
in the printer ReadMe fi le for information; if you are not sure don't use this option 

The paper offsets represent the top (Y) and left (X) sect ions of the paper on which 
the printer cannot physically print. 

The PaperY offset is the amount of cut sheet paper which has already gone past 
the print head before it can print anyth ing; this differs for different printer models. 

The Paper X offset is the small section at the left hand edge on which the head 
cannot print. although why this is so is not always obvious. Together the paper 
offsets define the logical (0.0} origin on the physical paper. The Printers.Read_Me 
file contains deta ils on using the Printers.Top_Left fi le to set the offsets for Epson 
and IBM compatible dot mat rix printers. Offsets on ly affect graphics printing. 

Default paper size defines the standard paper type used by the printer. 

Graphics modes displays how many graphics modes have been defined for this 
printer. 

Default resolution defines the resolution that wi ll be picked when you first install 
the printer. 

Default quality defines the print quality that wi ll be picked when you first install 
the printer. 

Text modes defines the type of text modes your printer can use. Find this 
information out from your printer manua l. 

Edit no highlights defines the simplest print options of p lain text only 

Edit draft highlights includes all the standard highlights such as bold, italic. 
superscript and subscript in draft mode. 

Edit NLO highlights is the same as Ed it draft highlights but for the NLO (Near 
Letter Quality} mode. 

Edit character mappings allows a character from the Acorn 1508859 
character set to be converted to the same character in the printer's character 
set. 
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Graphics mode 

Graphics mode 

New resolu tion 

60 by 72 dpl 
120 by 72 dpi 
120 by 144 dpi 

120 by 216 dpi 

240 by 72 dpl 

240 144 dpl 

The differing text mode titles (Edit portrait mode and Edit landscape mode 
rather than 'Edit no highlights'. 'Edit draft highlights' and 'Edit NLO highlights') 
are set up by PrintEdit when the Printer class is 11 . The information is still stored in 
exactly the same way as for Epson and IBM-compatibles 

For the rest of this chapter you should have your printer manual ready so that you 
can look up the information required by PrintEd it. It may also help to have the 
Help application active. as this will give you quick summaries about the function of 
each field in the dialogue boxes. 

Display the Graphics modes dialogue box by clicking on the right arrow by the 
Graphics modes entry. Choose an existing resolution to edit or New resolution if 
you want to sta rt afresh. In most cases it is probably easier to edit an existing file 
and tailor it to your needs. Here is the Graphics mode window for the Epson at a 
resolution of 240 by 216. 

T '. Graohics mode _1 

Dump WlformatJOn 
Dump quality 

Monochrome 1,/ Small halftone 

1 
Greyscales 17 Small halftone 

Colour .Jsmall halftone 

Output order J Horizontal 

X resolution ~~2~40~j ====l 
Module name IPOumperoN 

Palette file I 0 I 
Dump depth 124 I 

X interlace It I 
Y mtertace 12 I 

•.. - ' 

Delete mode 1 OK I ~ 

.; Large halftone 

l7 Large halftone 

_ J Large halftone 

17 Dithered 

.JDithered 

(i Vertical 

Y resolution § 16 
Module number 1 

Skip resolutiOn 60 

Dump height 8 

Data length multJplier 1 

Data length added lr=o====;l rr:-. . . .____ tt 

Dump information 
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The first part of the window gives the Dump Information- the information the 
printer uses to print correctly. 

The Dump quality boxes should normally all be ticked. as the software supports 
these features on all printers. However. don't tick the colour options unless you 
have a colour printer. 
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Output order defines how the image is printed. Most printers. like the Epson, use 
Vertical. Some, like the lntegrex, use Horizontal. Note that when Horizontal order 
has been selected many of the other Dump information and Dump strings 
settings either become irrelevant, or must be set to certain values. 

X (horizontal) and Y resolution (vertical) define the graphics resolution in dots per 
inch. These should be given in your printer manual, but may be in different units. 
The printer manual will usually quote resolutions before vertical interlacing has 
been applied (see later). so in this case the manual would quote 240 by 72 dpi, 
rather than 240 by 216 dpi (since 216/3 = 72). The manual is also likely to give dots 
per line rather than dots per inch for the horizontal resolution ; for example, 960 
dots per line on 8 inch paper is 120 dpi horizontal resolution . The vertical 
resolution is often omitted altogether, in which case it is likely to be 72 dpi for 9 pin 
printers, 180 dpi for 24 pin printers doing 24 pin graphics, 60 dpi for Epson 24 pin 
printers doing emulated 8 pin graphics. and 72 dpi for IBM 24 pin printers doing 
emulated 8 pin graphics. 

Module name and Module number define the dumper files used by the printer 
These are currently two dumper fi les, although more can be defined if needed. 

PDumperDM has the Module number I and is for dot-matrix and other 
bit-image printers. 

PDumperLJ has the Module number 2 and is for HP LaserJet compatible 
printers. 

PDumper I W has the Module number 3 and is for Apple lmagewriter lJ 
compatible printers. 

Palette file defines the Palette file - this is currently always set to zero. 

Skip resolution defines the lead ing zero skip resolution of the dump This is 
always 60 for Epson printers and 120 for IBM printers. 

Dump depth is the depth of one group of interlace passes. 

Dump height is the number of rows of pixels in each vertical pass. This is the same 
as the number of pins on the print head; a 24 pin printer would print 24 dots. 

X interlace defines the number of horizontal interlace passes. 

Y interlace defines the number of vertical interlace passes 

Data length multiplier and Data length added. For Epson printers. you specify a 
line of graphics by saying '<27><42><0><number of columns>' . For IBM printers. 
you need '<27>1g<number of columns times 6 (or 3) plus I ><graphics mode>'. So. 
for Epson printers, the Data length multipl ier is I and Data length added is 0. For 
IBM printers, Data length multiplier is either 6 or 3, and Data length added is I . 

383 



Graphics mode 
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Additional Dump information for Printer Class lj 

Copies should be selected if the printer supports this option. 

Compression should be selected if the printer supports this option . 

The Output order choices do not apply for this class of printer. 

Dump strings 

The second part of the window gives the Dump strings. 

rd!~l Gra!llliCSil19de: "~· " 
Dump strings 

Set lines 27;c· 

I! Page start 27,"A",O 

Form feed 12 

Page end 27,"@" 

Line return 13 

Line skip 27," J" ,24. 13 

Line end 1 27,"J',1.13 

Line end 2 27."J",1,13 
I• Uneend3 27," J",22.13 I • 
I Zero skip 27."$'" 

Line starl1 21; r 
Line start 2 

Line pass 1 

Line pass 1b 

L•nepass 2 

Line pass 2b 

Line pass 3 

rl 

J. 

it 

1 
fffi 

These are the codes sent to the printer that tell the printer to perform certain 
actions. 

Set lines is the string set to define the number of lines per page. 

Page start is the string sent at the start of a page. 

Form feed is the form feed character. The string sent to the printer to tell it to form 
feed the paper after each page has been printed. 

Page end is the string sent at the end of each page. 

Line return moves the print head to the beginning of the line. Usually this will be 
a carriage return. 

Line skip moves the print head to the beginning of the next line. It is used for 
skipping entirely blank lines. 



Text modes 

PrintEdit 

Line end I to Line end 3 are the strings sent at the end of each vertica l interlace 
pass. There can be up to three passes. 

Zero skip is issued to skip lead ing zeros on graphics data lines, hence optimising 
out the white section at the left hand edge of the paper. 

Line start I is the string sent at the beginning of a graphics l ine. For Epson 
printers. Line start 2 is not needed. For IBM printers. Line start 2 must be 
'<graphics mode>', while Line start 1 is '<27>[g'. 

Line pass is the string sent for each pass of a colour graphics dump. There can be 
up to four passes. 

Almost al l printers can use the first two text modes and many also support an NLO 
(Near Letter Qua lity) mode. 

Choose which text modes your printer wi ll use by clicking on the cross or tick next 
to each Text mode button. Changing to a tick allows you to select that mode. 

Display the text mode window by clicking on the appropriate text mode button. 
Here are the Text draft highlights settings for the Epson FX85. 

!i'.;IXI .:' Text- draft l'ligblights ' _I Q 

01< J - -
Set lines I27."C4 I 

Do backspace 8 

Do tab 9 
Do formfeed 12 

Do start of line 13 

Do new line 13.10 

Start of text job l8,27."W",0.27, "P",27."R" .0.27:x". 0 

Endoftextjob 112.27:@" 

I Select pica font . 18.27."W".0.27."P",27."x".O 

Select elite font I 1 8,27."W".0.27."M''.27,"x",O I 
Select condensed font 15,27."W",0,27."P",27."x".O 

Select expanded font 18.27."W".1,27."M",27,"x",O 

Turn bold on 27,"E" 

Turn bold oft 27,"F' 

Turn italics on 27."4" 

Turn italics off 27,"5" 

Turn light on 

Turn light off 

Turn superscript on 121.·s·.o I ~ 
Turn superscript ott 27:T" ltp:j 
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Text modes 
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Edit no highlights 

The no highlights mode is a very simple mode without any specia l effects, so most 
of this window is blank. 

Set lines sets the number of lines per page. 

Do backspace moves the print head back one space 

Do tab moves the print head to the next tab. 

Do formfeed starts a new page. 

Do start of line moves the print head to the start of the line. 

Do new line moves the print head to the beginning of the next line. 

Start of text job is the string that denotes the start of a text print. 

End of text job is the string sent at the end of a text print. 

Edit draft highlights 

The draft highlights mode uses the same basic definitions as the no highlights 
mode, but expands this to include pica, elite, condensed, expanded. bold, italics, 
light. superscript. subscript and underline printing. 

Select pica font sets pica font (10 cpi). 

Select elite font sets elite font (I 2 cpi). 

Select condensed font sets condensed font ( 17cpi) 

Select expanded font sets expanded font (6 cpi). 

Turn bold on sets bold text on. 

Turn bold off sets bold text off. 

Turn Italics on sets italic text on. 

Turn Italics off sets italic text off. 

Turn light on sets light text on. 

Turn light off sets light text off. 

Turn superscript on sets superscript text on. 

Turn superscript off sets superscript text off. 

Turn subscript on sets subscript text on. 

Turn subscript off sets subscript text off. 

Turn underline on sets underline text on. 

Turn underline off sets underline text off. 
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Edit NLQ highlights 

The NLO highlights mode uses the same basic definitions as the draft highlights 
mode, but alters these to enable the printer's NLO operation 

Edit character mappings 

Edit character mappings allows a character from the Acorn IS08859 character set 
to be converted to the same character in the printer's character set Although all 
the standard characters normally map directly onto the corresponding printer 
characters. the top-bit-set characters normally need mapping from Acorn·s 
character set to the printer's character set 

Mapping is done from the Edit character mappings window. Here is part of the 
Epson FX85's character mappings 

lfjhl Cllaractar 0 

129 w "' -w· 
r"' 

130 w ;> ~"",8,"""'. 

133 y => -y· 

134 y => Y.8··· 

140 ~ 
.. 

141 "' => 21:s·.o.·r·.8 21 ·s· 1 "M' 21.-r 

142 '\. ... .. ,.·.a.·.· 
143 => 174 
144 ~ 

145 => 
146 ,. 21;s·. 1 ."<".27:r· 
147 ~ 27."S". t ,">",27;r· 
148 . 

,;.;.;.) 34 
149 " => 34 

150 . "' 34 
151 = -
152 00> -
153 - ~ 

154 CE -> "0".8 197 
155 ce => ·o· 8 229 

156 t :> T8:·· 
157 t ~ ·,·a:-· 
158 fi ~ "1".8.233 
159 ft .... ·r.S.236 
160 "' 32 
I I . 

The number down the left column represents the Acorn character in decimal. next 
to it is the Acorn character itself. To the right of the arrow are the commands sent 
to the printer that reproduce the same character 
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Modifying an existing mapping 

To alter an existing mapping: 

Press Menu to display the Mappings menu. 

2 Choose Mappings/Modify to display the Modify mapping dialogue box. 

3 If you want to modify the Acorn character, type in the Acorn character to map 
in the Character box. You can type in the Acorn character directly from the 
keyboard. by using the Chars application or by using its decimal character 
code. 

4 If you want to modify the printer commands, type the printer commands that 
produce the character in the Maps to box. 

5 Press Return to modify the mapping list. 

Clear selection 
New mapping ,. 

Entering a new character mapping 

To enter a mapping: 

Press Menu to display the Mappings menu. 

2 Go to the New mapping dialogue box and type in the Acorn character to map 
in the Character box. You can type in the Acorn character directly from the 
keyboard. by using the Chars appl ication or by using its decimal character 
code. 

3 Type the printer commands that produce the same character in the Maps to 
box. 

4 Press Return to add the mapping to the list. 
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Saving and quitting 

When you have finished making changes to your the printer definition file, save the 
modified file by clicking Menu over the main Printer Definition editor window and 
choosing Save. 

Print 

Restart ~pson.FX-8~1 § 

If you want to discard any changes you have made and start again click on Restart 

To finish using the application, chose Quit from the icon bar 

PrintEd it 
Info t'-

Ouit 
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26 Puzzle 

n uzzle is a simple move-the-tiles game. The object of the game is to move the 
Ct.iles so that they are all in ascending order left-to-right and top-to-bottom. 

Starting the application 

rD 
Diversions 

To start the application: 

I 

2 

Click on the hard disc icon to display the root directory 

Double-cl ick on the Diversions directory icon to display the Diversions 
directory 

3 Double-click on the ! Puzzle application to start the application. The Puzzle 
window appears on the display. 

The puzzle comprises fifteen number tiles and one space in a four-by-four grid The 
object of the puzzle is to move the tiles into numerical order in four lines from the 
top left to the bottom right. Rearrange the tiles by clicking on any of the number 
tiles next to the space to move it into the gap. 

To display a new grid, press Menu when you are over the Puzzle window and 
choose New board. 

If you want to learn how to solve 
the game you shou ld look at the 
Help file supplied with the 
application Here is what the 
completed puzzle looks like: 

, ·I 

1 

5 

9 

13 

2 

6 

18 

14 

Puzzle. " 

3 4 

7 8 

11 12 

15 I ~~ . ~ 
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27 Sci Calc 

SciCalc is a scientific calculator providing a range of scientific functions in 
addition to simple arithmetic ones. 

Starting SciCalc 
To start the application: 

I Double-dick on the Apps directory icon to display the Apps directory 

2 Double-dick on the !SciCalc application to start the application. The 
application icon appears on the icon bar. 

3 Click on the icon bar icon to display the calculator window: 

.JtJ>< I. SciCalc(De<:} JQ~l 

Entering numbers 

There are two ways of entering numbers into the calculator. You can use the mouse 
to move the pointer over the required key and then click, or you can use the 
keyboard directly Clicking in the numeric display turns the title bar a cream colour, 
indicating that numbers and selected operators may be entered from the keyboard. 
When the title bar is grey, the keyboard does not affect the state of SciCalc. 

If you use the numeric keypad, make sure that the Num Lock key is on. The function 
keys in the numeric keypad are also equiva lent to those on the calculator keypad. 
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Arithmetic functions 

Arithmetic functions 
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These operate exactly like an ordinary calculator. except that you can enter 
numbers and operators(+, - . etc) either by clicking on the SciCalc display or by 
using the numeric keypad on the keyboard . When you enter a number it appears in 
the calculator's display. When you first load SciCalc it is set for norma l decimal 
arithmetic (to base 10). This is denoted by the word (Dec) in the title bar 

Rules of precedence 

SciCalc treats the calculation you enter as a formula and does not perform the 
calculation until you click on the Equals button. SciCalc performs the calculation 
according to the precedence of operators. From highest to lowest. Multiply, Divide. 
Add and Subtract. 

Multiplication takes place before addition so: 

2 + 6 X 5 = 32 (not 40) 

You can change the order of calculation by using brackets: 

(2 + 6) X 5 = 40 

Simple multiplication 

To multiply 2 by 5 and view the result, enter the following in this order: 

2 X 5 • 

The result will appear in the display. 

Changing the sign 

The ± key switches the sign of x. 

Calculating percentages 

The percentage function operates as follows: to increase x by y percent, press: 

X + y % 

To decrease x by y percent. type- instead of+. 

Clearing the last entry 

Press CE to clear the current display For example. pressing the following 

2 + 6 x 3 CE 5 : 

calculates 

2 + 6 X 5 -

and thus gives the result 32. 
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Erase all calculations - Clear 

Press c to clear not only the display but also the whole input so far 

Memory functions 

SciCalc has a single memory. To enter the displayed value into the memory. press 
Min To display the contents of the memory, press MR To clear the memory. press 
MC 

Advanced functions 

Calculating roots 

To ca lculate the square root o f x, press lx. 

To obtain the yth root of x, press ylx. followed by y For example. to calcu late the 
fourth root of 52. click on the following keys: 

52 ylx 4 -

which will display the result 2.685349614. 

Calculating squares and powers 

To calcu late the square of x. click on x 2
. 

To raise x to a power other than 2. click on xY followed by the power you want to 
take For example. to raise 52 to the power 4 , click on the following keys 

:,2 X~ 4 

which wi II display the resu It 731 1616. 

To raise I 0 to the nth power, press lOx. 

To raise e to the nth power. press ex. (e is defined as 2.7 182818) . 

Calculating reciprocals and factorials 

For the reciprocal of x. press 1/x. 

For x factorial. press x ! . 

Calculating logarithms 

To obtain the logarithm (base 10) of x. press LOG. 

For the natural logarithm (base e). press LN. 
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Trigonometric functions 

Using brackets 

To obtain a bracket. press ().The same key produces a left or right bracket. 
whichever is appropriate in the context. For example. to calculate (2 + 3) x 5. press 

()2+3()x5= 

(There is only one level of brackets available.) 

Using n 

To use rr in a calculation. press 1t. 

Calculating exponents 

To express x in exponent form, press Exp followed by y, the exponent. For example. 

50 E 4 = 

displays the resu lt 500000. 

Trigonometric functions 

Among the more advanced functions available in SciCalc are the standard 
trigonometric functions: 

SIN sine 
cos cosine 
TAN tangent 
ASN arcsine {sine- 1

) 

ACS arccosine (cosine- 1
) 

ATN arctangent (tangent 1
) 

To obtain hyperbolic trigonometric functions. press Hyp before pressing the 
function button. 

Changing the number base 
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As already mentioned. when first loaded SciCa lc normally works with decimals. 
Successive clicks on Base switch it to binary (base 2). octal (base 8) and 
hexadecimal (base 16) bases. The current base is shown in the Title bar. The 
calculator layout is modified to provide the input requirements for each base: for 
bases using fewer than ten characters, some are greyed out. while for hex. some of 
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the function keys are replaced with the necessary letters In addition. when a 
function is not available in a base. it is greyed out. For example. in base 8 SciCalc 
looks like this: 

!ii i X I SciCalc fOeti 

Base provides a handy way of converting a number between bases. Once you have 
entered a number into the display, clicking on Base converts it successively to the 
other bases. 

Logic functions in the non-decimal bases 

In the non-decimal bases- binary, octal and hexadecimal- the arithmetic 
functions are augmented by a MOD function. In addition. the scientific functions are 
replaced by logic functions: NAND. NOR. NOT. AND. OR. EOR. EQV. rotate. arithmetic 
shift and logic shift. 

Degrees, radians and gradians 
You can switch between degrees. radians and gradians by clicking on the Mode 
button. the current unit is shown in the Title bar For example. to express 50 
degrees in radians. switch to decimal base and degree mode. enter 50. and click on 
Mode so that the Title bar shows (Rad). The display changes to show the value 
0.87266463. 

Changing from decimal to a non-decimal base rounds the currently displayed 
value to the nearest integer. but has no effect on previous parts of the current 
ca lculation. Rounding also occurs on numbers being recal led from memory in 
non-decimal bases. 
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Keyboard short-cuts 

Keyboard short-cuts 

Calculator functions and their keyboard equivalents 

398 

Calculator 

0 .. 9 
+,-,x,.;.,=, 

± 

Exp 

lOx, LOG, LN. 
eX 
xCy 
xPy 
() 

1t 

RND 

NOT, AND, OR, 
EOR 

Keyboard 

0 .. 9 
+. -. •, I.= 
Return, Enter 
# 

E 

(, ) 

% % 
HYP (followed 
by a trig function) 
SIN. COS, TAN 
ASN.ACS,ATN 

x! 
lx 
ylx 
x2 
xv I\ 

II 
X 

c Delete 
CE 
MC 
Min 
MR 
Mode 
Base 

Function 

numbers 
standard operators 

same as= 
change sign on number or exponent 
allows entry of exponent 
decimal point 

exponential and logarithmic functions 
combination 
permutation 

brackets (one level on ly) 
the number Pi 

random number between 0.0 and 1.0 

logical functions 
percentage 

hyperbolic functions 
trigonometric functions 
inverse trigonometric functions 
factorial 
square root 
Yth root of X 
square 

X raised to the power Y 
reciprocal 

dear calculation 
dear current number only 
dear memory 
memory in 

memory recall 
select radiansldegreeslgradians 
select decimal/binary/octal/hexadecimal 
base 
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Keyboard equivalents in non-decimal bases 

Calculator 

NAND 

NOR 

EOV 

<0.0> 
<<<.>>> 

<<. >> 
DIV 

MOD 

A- F 

Keyboard 

A - F 

Operator precedence 

Function 

NOT AND 

NOT OR 

NOT EOR (equivalence) 

rotate left or right 

logical shift left or right 

arithmetic shift left or right 

integer division 
modulus (integer remainder) 

hexadecimal base d igits 

Operators are eva luated in the following order of precedence (highest shown first) 

unary operators 
ylx 
XV 

xCy. xPy 

• . I. DIV, MOD 

Technical notes 

+.­
<0.0>.<<.>>.<<<.>>> 
AND. NAND 

OR. EOR. NOR. EOV 

Its accuracy is limited to that of BASIC VI- 64 bit noating point 

Numeric range 

Mode 

Decimal Real values 

Binary 32bit signed 

Octal 32bit signed 

Hexadecimal 32bit signed 

Numeric range 

-9.9E99 to 9.9E99 entry 
-9.9E307 to 9.9E307 displayable 

IOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOto 
lllllllllllllllllllllll l llllllll 

20000000000to 17777777777 

80000000 to 7FFFFFFF 
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Saving features in a Desktop boot file 

Accuracy 

;;::::;;::::::~::=.;;;:u 

Mode 

Binary 

Octal 

Hexadecimal 

Decimal 

Accuracy 

Absolute 

Absolute 

Absolute 

64 bit FP 

Number of digits displayed 

32 
10 - 11 

8 

I 0 or I 0 + 2 d igit exponent 

Note real number underflow is not trapped. 

Saving features in a Desktop boot file 
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You may wish to change some aspects of the way SciCalc operates. For example. 
the position of the Sci Calc window when it is opened, the number base it uses and 
the angle mode. 

These features are stored by setting up SciCalc as you wish to use it, and then 
saving the features by creating a Desktop boot fi le; instructions on how to create a 
Desktop boot file are given in the appendix Configuration information on page 497. 
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Squash 

S quash is a simple application that compresses files and directories. 
Compression means that they take up less disc space, enabling more files to 

be fitted onto a floppy or hard disc. 

Starting Squash 

To start the application: 

Click on the Apps icon on the icon bar. 
~ 
Apps 2 Double-dick on the !Squash application. The Squash icon appears on the icon 

bar. 

Compressing a file 
Drag the file that you wish to compress onto the Squash icon on the icon bar. 
This displays the Squash Save as box. 

Save as 

Sq16l 18 
2 Drag the icon from the Save as box to the directory display in which you want 

to save the compressed file. If you want to save it with a different filename. first 
change the name in the Save box. 

If you want to replace the origina l file with the compressed version of the file. just 
click on the Save as OK box instead. 

The compressed file uses the squashed file icon. 

Decompressing a file 
Drag the Squashed file that you wish to uncompress onto the Squash icon on 
the icon bar. This displays the Squash Save as box. 

2 Drag the icon from the Save as box to the directory display in which you want 
to save the decompressed file. If you want to save it with a different filename. 
first change the name in the Save box. 
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Compressing a directory or application 

If you want to replace the compressed file with the original file, just double-click on 
the Squashed file and it is replaced by the uncompressed file. 

Compressing a directory or application 
Click Menu over the Squash icon bar icon and chose Squash Apps. This allows 
applications to be squashed. If you don't want applications to be squashed 
make sure this option isn't ticked. 

2 Drag the directory or application onto the Squash icon on the icon bar. This 
displays the Save as box with two options, Squash and Unsquash . 

. Save as 

(.i Squash 

J Unsquash 

!!ChangeFStJI fE.J 
3 Click on Squash to compress the entire contents of the directory or 

application. 

4 Drag the icon from the Save as box to the directory display in which you want 
to save the compressed directory or application. 

If you want to replace the original directory or application with the compressed 
version. just click on the Save as OK button instead. 

The directory icon and applications icon are not replaced by the squash icon when 
their contents are squashed. 

Compressed applications cannot be used until they have been decompressed 

Decompressing a directory or application 
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Drag the Squashed directory or application onto the Squash icon on the icon 
bar. This displays the Squash Save as box with two options, Squash and 
Unsquash. 

2 Clicking on Unsquash will decompress the entire contents of the directory or 
application. 

3 Drag the icon from the Save as box to the directory display in which you want 
to save the decompressed directory or application. 

To replace the compressed directory or application with the decompressed version. 
just click on the Save as OK button. 



Squash 

Icon bar menu 

s uash Info 
Info ,.. 

.; Save Box 
Squash Apps 

Ouit 

This gives you information about the application . 

Save box 

When the Save box is ticked (normally) each compression (or decompression) 
prompts you with a Save as box. If you are converting a large number of files. you 
can use this option to turn off the Save box Turning off the Save box allows all files 
and directories to overwrite the original versions during the conversion process. 

Squash Apps 

If you choose this option . then when you drag a directory onto the Squash icon. 
any applications in the d irectory (or any subdirectories) are also squashed. 

This option is not selected by default; Squash does not compress applications it 
finds in subdirectories. 

Applications that are dragged to the Squash icon will always be compressed 

Quit 

Quit ends the Squash application. removing the Squash icon from the icon bar. 

Checking your archive 

As with any archival mechanism. the user should check that they can correctly 
compress and decompress back to the original size any information which is 
valuable or difficult to replace. Make a copy of the file before you compress it. 

Uncompressed files 

Occasionally Squash decides not to compress a file. this is usually because either 
the file is already compressed in some way that would make squashing it 
uneconomic or because the file is so small that squashing it would make no 
difference to the amount of disc space used. 
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29 T1ToFont 

T I ToFont is a program that converts fonts from Adobe Type I format to the 
RISC OS outline font format. Once the fonts have been converted they can be 

used in your documents just like any other Acorn outline font. 

This application should only be used to convert public domain fonts. While it is 
possible to convert proprietary fonts, it would, most probably, be a breach of 
copyright to do so without the consent of the copyright holder 

Starting the application 
To start the application: 

Click on the hard disc icon to display the root directory. 

2 IEJ 
Utilities 3 

Double-click on the Utilities directory icon to display the Utilities directory. 

Double-click on the !TI ToFont application to start t he application. The 
application icon appears on the icon bar 

Converting a font 
Before you can use the converter you need to have your source font (the Type I file 
and the AFM file) on a RISC OS format disc. The Type I file (often called the PFB 
file) should be given the filetype PoScript and the AFM file given the filetype Text. 

1 Click on the icon to display the Font converter window. 

Type 1 to Morn F90t Converter ·1 ,: ~~~ 

~~,~u 1 

~====================~ 
AFMfilel I 

~==================~~ 
Encoding I Acorn Extended Latin :h!J 

Save in I AOFS::Hard0isc4.$. !BOOT.Resouroes.!~-- - :h!J 
Font name I I 

~--------------------------------~ 

_jKeep PostScript OK J 
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2 Drag the Type I PF'B file icon from its directory display onto the converter 
window. The file name is displayed in the Type J file field. 

3 Drag the AFM file from its directory display onto the converter window. The file 
name is displayed in the AFM file field 

4 After a few seconds the name of the RISC OS font to be generated is displayed 
in the Font name fie ld. You can change this name if required . 

5 Use the Save in field to select a font directory to save the resu lting font in . 
However you should not normally change this from the default path -
ADFS :HardDisc4 S. ~BOOT Resources.! Fonts. Click on the menu icon to display 
the alternatives. 

c Typ~ 1 to Acorn Font Convert&r 

Type 1 file IADFS::floppy.$.Avant/pfb 

AFM f ile IADFS::floppy.$.Avant/afm 

Encoding f'Acorn e;tended Latin 

Save in fAoF$:H;d_D_i_sc_4-.$-.-,B-OO_ T_._R_e_so_u-rce- s-.!Fo-;;-ts 

Font name IAvant.Romar\ 

_j Keep PostScript 

I 
I 

:@ 
-:kll 

I 
OK_ j 

6 Select the Encoding you need for the font, Acorn Extended Latin is nearly 
always used. Click on the menu icon to display the alternatives. 

7 Click on the Keep PostScript option button if you want to keep the Type I font 
and the AFM files with the Outline font. This is useful if you are printing to a 
PostScript printer as the printer will then use the PostScript font directly. 

8 Start the conversion by clicking on OK. 

When the conversion is finished (the hourglass reverts back to a pointer) the font is 
now stored in the computer as a RISC OS font. 

You shou ld now try to display the font using !Chars (see page 345) if the font 
displays correctly the conversion was successful. If the font does not display 
properly then it cannot be used with RJSC OS and should be deleted from the font 
directory it was saved in. 
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Other information 

The Save in menu selects a font directory to save the resulting font in. The menu is 
constructed from the contents of the FontSPath system variable, so !Font 
directories can be added to the menu by installing them on FontSPath (you can do 
this by double-clicking them). The default path is 
ADFS: : HardD i sc4.$. !BOOT.Resources. ! Fon t s . 

Encoding 

The Encoding type for most fonts wil l almost always be Acorn Extended Latin . 

Some fonts have their own special encoding information. If you have one of these 
fonts you should choose the Encoding type. As specified in type I file. 

If you don't have an AFM file you can convert the font by leaving the AFM field 
blank. The resulting font will lack kerning (font spacing) information. so always use 
the AFM file if you have one. 

Selwyn, Sussex and Sidney are encodings are for special symbol fonts. The 
encoding file is automatically stored within the font's directory. 

Font types 

Fonts must conform strictly to the Type I font definitions. Many Public Domain 
fonts do not obey the structure rules laid down by Adobe and consequently they 
may not convert properly Type 3 fonts cannot be converted. 

Printing to a PostScript printer 

If you print to a Postscript printer, the printer uses the original PostScript font (for 
downloading) if it is available. If it is not available. it converts and downloads the 
RISC OS outline font. To keep the original PostScript font available. select the 
Keep PostScript option before you start converting your font. 

Using Macintosh and MS-DOS type 1 fonts 

Macintosh fonts 

Macintosh fonts are generally supplied as a Font!DA Mover document. containing 
the Macintosh version of the font. and one or more Type I fi les containing the 
PostScript code for use on the printer. There wil l be one Type I file for each weight 
and variation of the font. 
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AFM file 

In addition to this you need an AFM (Adobe Font Metrics) file for each weight and 
variation of the font The Macintosh does not seem to use this itself. but some 
fonts are supplied with it anyway. If you do not have the AFM fi le. contact the font 
supplier and try to obtain one. 

You can convert a font without using an AFM file. however the resultant RISC OS 
font will lack kerning information 

Transfer the files 

You need to copy files from the Macintosh to your computer. Macintosh Type I files 
usually occupy the Macintosh resource fork of the fi le, so you'll need a way to 
extract this. The Macintosh version of the file transfer protocol Kermit, is one way 
of doing this. It may be simpler to use a Macintosh multi format floppy drive to 
copy the files to an MS-DOS format floppy disc. This disc can then be read directly 
by your RISC OS computer. 

Transfer the resource fork of the font fi le to a fi le on your computer. and set its 
filetype to PoScript (&FF4). Transfer the AFM file (usually in the data fork) to your 
computer and give it the filetype Text. 

MS-DOS Fonts 

Fonts for MS-DOS computers are supplied on MS-DOS floppy discs and can 
therefore be read directly by the RISC OS Filer. Among the files on the disc wil l be 
one or more Type I files containing the PostScript code for the printer. There will 
be one Type I file for each weight and variation of the font The Type I files usually 
have the extension " PFB" 

AFM flle 

In addition to this you need an AFM (Adobe Font Metrics) file for each weight and 
variation of the font. If you do not have the AFM fi le. contact the font suppl ier and 
try to obtain one. 

You can convert a font without using an AFM file. although the resultant RISC OS 
font will lack kerning information. 

Other files on the disc, including the PFM file. are not needed for the conversion. 

Setting the flletypes 

Transfer the AFM and PFB files to another floppy disc or to the hard disc. Change 
the filetype of the PFB file to PoScript (&FF4) and the filetype of the AFM file to 
Text 



Part 5: 
Outside the desktop 
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* 

The command line * 

M ost of you will use the RISC OS desktop for almost all of your computing 
tasks. However occasionally you may venture into the world of the command 

line. 

The command line is very different from the desktop. Gone are the windows. icons 
and menus. These are replaced by a set of single line commands that always start 
with a star. the Star Commands (known as • Commands). 

One of the main reasons for using the command line is to write scripts. Scripts are 
sma ll programs that help you control the computer. The command line is also used 
to issue operating system commands from BASIC. 

This chapter gives you an introduction to the command line. The RISC OS 3 
Programmer's Reference Manual expands on all the information given in this chapter. 

Accessing the command line 

Task 
Info 

New task 

Task d1splay 

·conmands F12 
Task w~ndow 'F12 
Desktop boot 

Exit 

Shutdown ' " F12 

There are four different ways of accessing the command line 1\vo of these do so 
within the desktop itself: one suspends the desktop temporarily and one quits the 
desktop entirely. Alternatively you can set up your computer so that it never starts 
the desktop 

The command line is accessed from the Task manager icon bar menu To illustrate 
this we will use the simple • Command. •cat. •cat just displays a list of the files in 
the current directory. 

The option New Task gives you a small box into which you can write a single 
• Command. Choose New Task. Type in the command CaL. then press Return. The 
result will be displayed in a window on the desktop. 

Task 
Info 
New task 

Task display 

·commands F12 
Task window 'F12 
Desktop boot 

Exit 
Shutdown '"F12 
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A more useful window into the command line is given by the Task window option. 
This displays an Edit-like window into which you can type commands. At the top of 
the window is a • (the command line prompt) and the caret. Choose Task Window 
and type *Cat aga in. The Task window behaves just like any other desktop window. 
Its menu options are explained in the section Using tfle Task window on page 413. 

To halt the desktop temporarily and replace it with the command line interface, 
click on •commands (or press Fl2) . A line will appear at the bottom of the screen, 
containing a • (the command line prompt) and a flashing line (the cursor) As an 
example. type a . (a full stop and press Return) . The lower part of the screen will 
display a list of the files in your current directory, with the • prompt at the foot of 
the screen again. Now press Return again : the desktop will reappear, looking just 
as it did when you saw it last. 

To leave the desktop more 'permanently', choose the Exlt option. If you have any 
work on the desktop that you have not saved. you will be asked if you want to save 
it first. The screen then goes blank and a • prompt will appear. To start the desktop 
again. type desktop at the • prompt. 

Command line mode 

The star(*) prompt indicates that you are in command line mode and that the 
computer is expecting a command to be typed. Note that command line mode is 
referred to as ·supervisor' on all screen displays. 

The commands in this guide are always preceded by a star. The star is provided as 
a prompt in command line mode, so you do not have to type it (though it does not 
matter if you do: any extra stars are ignored) . However, if you type a • Command 
following some other prompt (at the BASIC> prompt, for example). you must 
precede it by a star so that the computer knows how to interpret what follows. 

Pausing on a full screen 

If you are using the command line mode and you want to display a large amount of 
information you can set the system to pause at each full screen. Do this by typing 
Ctrl-n. Use the Shift key to scroll through the screenfulls. Ctrl-o removes this 
feature: the display no longer pauses. 

Starting BASIC from the command line 

Enter BASIC by typing *BASIC from the command line. The prompt will change 
from • to>. To confirm that you are in BASIC, type in the following one-line 
program (must be typed using capital letters)· 

FOR N-1 TO 20 : PRINT " HELLO": NEXT N (press Return) 
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This will cause the word HELLO to be printed twenty times. Leave BASIC by typing 
QUIT or •Quit. 

For information on using BASIC. turn to the BBC BASIC appendix on page 509. 

The BBC BASIC Reference Manual , avai lable from your supplier, is a complete 
reference guide for the BBC BASIC language. 

Using the Task window 

The Task window allows you to use the command line within a window To open a 
Task window, choose Task window from the Task manager icon bar menu When 
you open a Task window. you will see a • prompt You can now enter commands in 
the window just as if you were using the command line itself. Like any other 
application, you can have more than one Task window at the same time. 

Task window 

•• Dir . RDFS: :HardDisc4 .$ Option 82 <Run) 
CSD RDFS:"Unset" 
lib . RDFS:"Unset• 
URD RDFS:"Unset• 
!Boot Dt 
Printing Dt 
~t if it ies Dl 

141 .• .. 

Rpps 
Public 
Uideo 

Dt 
Dt 
01111 

DiYersions 
Sound 

' r-

f!J 

The major advantages in entering commands in a task window instead of at the 
command line prompt are that: 

• Other applications continue to run in their own windows whi le you run the 
task. (This does mean, though, that the task may run more slowly than it would 
using other methods of reaching the command line.) 

• Commands that you type. plus the output (if any), appear in a conventional 
Edit type window, and may therefore easi ly be examined by scrolling up and 
down in the usual way. When you type into the window. or when a command 
produces output, the window immediately scrolls to the bottom of the text. 
Anything you type in is passed to the task. and has the same effect as typing 
whilst in command line mode. 

You can change this by unlinking the window: in this case. anything you type 
in alters the contents of the window in the same way as any other Edit window. 
even while a task is running. Keyboard shortcuts only operate if the window is 
unlinked. 
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You can also supply input to a task window by selecting some text from another 
text file and choosing Tasklnput from the task window menu 

You cannot use graphics in a task window. If the Ignore Ctl option is not chosen. 
the output of any commands that use graphics wi ll appear as screen control codes. 

The task window is controlled by Edit. so don't be surprised if you see the Edit icon 
on your icon bar 

The menu for a Task window contains the following options: 

Task 
K1ll 

Suspend 

Unlink 

l !f 

I' 
IV Ignore Ctl Eclt 

• Msc 
Save FJ ~ 

Select ,.. 
Edit ,.. 
Display ,.. 

Kill stops and destroys the task running in the window. Reconnect starts a new 
task in the window, allocating memory from the Task manager's Next slot. 

Suspend temporarily halts the task running in the window. Resume restarts a 
suspended task. 

Unlink prevents the sending of typed-in characters to the task. Instead. they are 
processed as if the task window were a normal Edit text window. Link reverses the 
effect of Unlink. 

Tasklnput reads task input from the currently selected block. 

Ignore Ctl. when selected. prevents any control characters generated by the 
program from being sent to the screen. 

Edit leads to the normal Edit menu. Although this makes available most of Edit's 
features. you cannot use facilities such as the cursor keys or keys such as Page Up 
and Home while you are using a task window. If you want to use Edit's keyboard 
shortcut features. Unlink the window first. 

Memory requirements 

The amount of memory that the Task window uses is controlled by the size of the 
Next slot in the Task manager window If you need a lot of memory for the Task 
manager. you can increase the Next slot size. 
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Some guidelines and suggestions for using Task windows 

To use a Task window, you will need to be familiar with command line mode. 
However you will also find that nearly all of the commands that affect the 
configuration of the desktop can also be performed using the application !Boot 
and the Task manager window Task display. 

Here are a few commands to whet your appetite: 

• *Ca t gives a directory listing of the current directory. 

• *Show displays information about your computer. Press Shift to display the 
next screen ful as necessary. 

• *Modules shows you which versions of modules are cu rrently loaded. 

• *ROMModules shows you which modu les are stored in the ROM inside the 
computer. 

• *Status shows you the status of the computer's CMOS memory defaults. 

• *Wi mpslot min [max] can be used to adjust the amount of memory 
available to the task, which will otherwise start up using the Next space 
al location. You can examine this using the Task manager window. min and 
max indicate how much memory the task is allowed to have. If you want to 
remove all the memory allocated to a task without closing its window or 
destroying the task, use the command *Wimps lot 0 0. 

• *Fi ler_opendir path opens a new directory display for the directory with 
the given path. The path starts with a filing system name. but need not be a full 
pathname. For example, adfs : ®opens a display for the current directory. 

The command *spool should not be used from a task window. Because its effect 
is to write everything that appears on the screen to the spool file. using* Spool 
from the desktop wil l produce unusable files full of screen control characters. 
There is, in any case, no point in using * Spool, since the output from the task 
appears in the window, and can be saved using Edit as normal. 

When you run a command in a Task window, the computer divides its time between 
the Task window and other activities running in the desktop. You shou ld note that 
some time~consuming commands. for example, a *Copy of a large file. may 
prevent access to the filing system that they use until the command is complete. 

Note: Using command line notions such as 'current directory' become relevant 
when you are using Task Windows. 

Note: Using the *Copy command in a task window may lead to Filer error. Only use 
•copy from the command line prompt (pressing Fl2) . 

All of theses commands are described in detail in the chapter Star command 
summaries on page 443. 
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Getting Help 

Getting Help 

The command *Help gives brief information about each command in the operating 
system. *Help k eyword displays a brief explanation of the keyword and. if the 
keyword is a command name. the syntax of the command 

If you are not sure about the name of a command: 

*Help Commands will l ist all the available utility commands; 

*Help FileCommands will list all the commands relating to filing systems; 

*Help Modules will list the names of all currently loaded modules. with 
their version numbers and creation dates; 

*Help Syntax explains the format used for help messages. 

The usual use of • Help is to confirm that a command is appropriate for the job 
required. and to check on its syntax (the number. type and ordering of parameters 
that the command requires). 

When you issue the • Help command at the normal command line prompt. ·paged 
mode' is switched on: the computer displays a screenful of text. then waits until 
you press Shift before moving on. 

The specification of the keyword can include abbreviations to al low groups of 
commands to be specified. For example. 

* help con. 

produces information on •configure and •continue. You can also use this to 
establish the current abbreviation for a command. Since RISC OS uses the first 
command it finds that matches an abbreviation. typing •con. is equivalent to 
•configure. For the •continue command. the minimum abbreviation must 
distinguish it from •configure. and is therefore *Cont. These abbreviations may 
change as new commands are added. 

Using the command line 
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Command line users will find many hint and tips in the following sections: 

• Command Une syntax, detailing the syntax you need to use within the 
command line. 

• System devices. giving you a summary of useful system devices you can use. 

• System variables, explaining how variables are used by the operating system. 

• Command and application options, explaining how to use variable options 
with commands and applications. 
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• Command scripts, showing you how to write Command and Obey fi les to 
control the computer. 

• Using GS formats In scripts, showing the formats used to handle control 
characters 

Command line syntax 

The interface to the command line is bui lt into the RISC OS operating system and 
processes valid commands sent as text strings. The text string is normally 
terminated by Return . 

The syntax of each command in the following chapters is described in a standard 
way, with examples of its use where these are helpful The symbols used in syntax 
descriptions are: 

italics 

[ ... J 

I 

indicate that an actual va lue must be substituted. For example, 
fi 1 ename means that an actual filename must be supplied. 

indicate that the item enclosed in the square brackets is optional. 

indicates alternatives. For example. 0 I 1 means that the value 
o or 1 must be supplied. 

What are parameters? 

RISC OS commands are sometimes followed by one or more parameters which tell 
the computer how you want the command to be modified Ordinary English is not 
so very different in the sentence 'Give a dog a bone' the word give is like the 
command, and a dog and a bone are the parameters. And because it doesn't make 
much sense just to say 'Give' -you have to say what to give. and who to give it to­
these 'parameters' are not optional. 

In the following descriptions, the parameters are in italics. So the English example 
would be described like this: 

g1ve someone something 

but you would type. for example. 

give a dog a bone 

or 

g;ve everyone a pay ri se 

However. whereas in English you can substitute several words separated by spaces 
for a single parameter. in RISC OS you can leave spaces only between parameters. 
since otherwise the operating system cannot tell where you want one parameter to 
end and the next to begin. 
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Command line parameters may be optional: in this case they are shown in the 
syntax within square brackets. Often. when a parameter is specified as optional , 
the operating system will supply a default value; the value of this is specified for 
each command. 

Numeric parameters 

Some commands have one or more numeric parameters. These are interpreted as 
decimal by default (unless the description of the command specifies otherwise). 
but it is possible to express them in any base by prefacing the parameter itself with 
the base followed by an underscore, as in the following examples. 

*Eval 2 1010101 Returns the integer value of the argument. 85 

Similarly, returns the value 4095. *Eval 16 FFF 

An alternative form for hexadecimal uses the & sign to signify base 16: 

*Eval &FFF 

Decimal and hexadecimal are likely to be the most useful bases. 

Wildcards 

It is useful in many command line operations to specify objects using 'wildcards'. 
There are two wildcards: 

# 

Examples 
he* 
he*p 
he## 

stands for zero or more characters 
stands for a single cha racter 

would stand for he. help, hello. or hencoop 
would stand for help or hencoop 
would stand for help, hens or head. but not hen or health 

Checks on the command 

Before a command is executed. the command line interface carries out a certain 
amount of pre-processing on the line: 

• Stars and spaces are skipped The command line prompt includes a star. so 
there is no need to type one. but it doesn't matter if you do. 

• Comment lines are ignored. Comments are introduced by typing T as the first 
non-space character on a line. 

• Command length is checked. Command lines must be less than or equal to 
256 characters, including the terminating character. Lines which are too long 
produce an error message. 

• Redirection (output to a file. or input from a file) is checked . 
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• Single-character prefixes are checked, such as'/', equivalent to Run. or'%' 
which instructs the command line interface to skip alias checking 

• Alias commands are checked. (The section System variables on page 421 gives 
more information on the use of aliases.) 

• The command is passed for execution. Commands offered to the command 
line interface are looked up in the OS table, passed to any other modules. the 
filing system manager, and finally • Run as a file of the name given. in an 
attempt to execute the command. 

Full details of this checking are given in the RISC OS Programmer's Reference Manual. 

File redirection 

A powerful feature of RISC OS is the ability to redirect input or output streams (or 
both) for the duration of the command. By default. output is directed to the screen, 
but it may be convenient to redirect the output stream to a file so that it can be 
later examined in more detail or further processed. 

The format of a redirection is: 

command { redirecti on spec } 

where the redirection spec is at least one of: 

> filename 
< filename 
» fil ename 

Note the following: 

Output goes to fi l ename. 
Input read from filename. 
Output is appended to fil ename. 

• Spaces in the redirection specification are significant. 

• The braces are a literal part of the redirection format 

• There must be a single space between each pair of elements for it to be 
recognised as a redirection. 

Examples 

*Cat > mycat } 

This sends a list of the contents in the current directory to a file called myca t 

*Help Cat { > AllHelp } 

This sends all the help information on the • command Cat. (elicited by the 
command * Help cat) to a file called AllHelp 
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The operating system contains a number of useful system devices. which behave 
like files in some ways. You can use them anywhere you would normally use a file 
name as a source of input, or as a destination for output. These include: 

System devices suitable for input 

kbd: 

rawkbd: 

serial: 

parallel: 

null: 

the keyboard, reading a line at a time (this allows editing using 
Delete, Ctri-U, and other keys) 

the keyboard, reading a character at a time 

the serial port 

the parallel port 

the 'null device'. which effectively gives no input 

System devices suitable for output 

vdu: 

rawvdu: 

serial: 

parallel: 

printer: 

netprint : 

null : 

the screen, using GSRead format (see page 433) 

the screen, via the VDU drivers 

the serial port 

the parallel port 

the currently configured printer 

the currently configured network printer 

the 'nu ll device', which swallows all output 

These system devices can be useful with commands such as *Copy, and the 
redirection operators ( > and < ): 

*Copy myfile printer: 

*Cat { > printer: 

*Cat netprint: 

Send myfile to the printer 

List the files in the current directory to the 
printer 

Display the currently selected network printer 
and a list of available network printers. 

The system device null: is useful to suppress unwanted output from a command 
script or program: 

*myprogram { > null: } Runs myprogram with no output 

The most useful system devices for the general user are likely to be printer: and 
netprint : 
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!Run and !Boot files within applications 

Inside each application. for example !Draw. you' ll see a !Run file (it has the file type 
Obey). An applications ! Run file is obeyed whenever you start the application. This 
file sets up the applications environment, loads any resources it requires and then 
starts the application code (often ca lled !Runimage). 

The application also contains a !Boot file. this is used when the application is first 
·seen·. This occurs when the directory containing the application is displayed on 
the screen The !Boot file sets up the application sprite used in the directory 
display. 

Using !Draw as an example 

Most !Boot and !Run fi les have lines conta ining Set commands. For example. 
!Draw sets up variables that include a RunType and a PrintType for the normal 
drawfile file type &AFF. 

Draw also sets up a variable called DrawSDir which sets up the computer to 
remember where the Draw application is on the computer. It uses another variable 
called ObeySDir. this contains the path of the directory in which the current obey 
file is running 

You will find all these variables explained in greater detail later in this chapter 

What is a module? 

A module is a piece of software that is loaded into memory A section of memory is 
reserved for use by modules and is known as the RMA (relocatable module area). 

If you look at the !Run file of !Draw you'll see some RMEnsure commands are used 
these particular commands make RISC OS check the named module is present in 
the RMA 

System variables 

Introducing system variables 

System variables are used by RISC OS to store settings that control the behaviour 
of the computer. For example. they store how you like the time and date to be 
printed. how you want the •copy command to work. and what prompt you like. 

However. unlike configuration features. your settings for system variables are not 
preserved when you switch the computer off or reset it When you do this. the 
computer always goes back to the default values for the standard set of system 
variables . You can see these default values by typing *Show just after switching on 
your computer. 
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In addition to RISC OS system variables. applications commonly use variables of 
their own. to control their default behaviour. For example. Edit uses variables to 
store your choices of display font. background colour and so on. Where there are 
such variables. they are listed in the appendix Configuration information on page 497. 
Some suggestions for using them are also included later in this chapter 

Setting variables in a Boot flle 

If the default values are not the ones you want. you can change them using the •set 
command The computer does not remember system variables between sessions. 
so if you want different default values you must change the variable each time you 
use your computer. Rather than typing them each time by hand. you can include 
the •set commands in a boot file (a file that is run each time you use the 
computer). 

However. although you cou ld create such a boot file 'by hand'. typing it in Ed it. a 
much easier way is to use the Task manager's desktop boot facility, described in the 
chapter Modifying the system start-up configuration on page 139. You will then not need 
to understand anything about system variables as such. since you can simply set 
up the desktop the way you want i t and make a desktop boot file. Even if you wish 
to edit the boot file created by the Task manager. that is the easiest way to start 

Referring to variables 

Each variable is accessed by its name. which can contain any character which is 
neither a space nor a control character. As with filenames. the case of characters is 
remembered, but is ignored when the names are looked up. 

What are variables for? 

RISC OS uses the values of variables to make the Desktop work. When you double 
click on a file (not an application). RISC OS looks up the alias for RUNning that file 
type in the variable l ist. If it finds a match. the command stored in the variable (for 
example RMLoad% •o) is executed. substituting the name of the file in place of the 
marker %•0; otherwise an error box is displayed 

In genera l. files which are displayed as white squares (they have no fi le type icon) 
wil l give this error if you try to use them in this way. 

Application variables 
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There are many different system variables provided and used by RISC OS. as well 
as some which may be added by applications. You can see them all by typing 
•show (use Shift to display each successive screenful). 

The following section gives standard names used for some of the variables that are 
bound to a particular application. 
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App$Dir 

An App$Dir variable gives the full path name of the directory that holds the 
application App. This is typically set in the application's !Run file by the line: 

Set App$Dir <Obey$Dir> 

App$Path 

An AppSPath variable gives the full path name of the directory that holds the 
application App. An App$Path variable differs from an App$Dir variable in two 
important respects 

• The pathname includes a trailing._. 

• The variable may hold a set of path names. separated by commas. 

It's common to use an App$Dir variable rather than an App$Path variable. but there 
may be times when you need the latter. 

An App$Path variable might, for example, be set in the application's ! Run file by the 
line: 

Set App$Path <Obey$Dir> ., %.App . 

if the application held further resources in the subdirectory App of the library 

App$0ptlons 

An App$0ptions variable holds the start-up options of the application App: 

• An option that can be either on or off should consist of a single character, 
followed by the character'+' or·-· (eg M+ or s- ). 

• Other options should consist of a single character. followed by a number (eg 
P4 or F54) 

• Options should be separated by spaces. so a complete string might be 
F54 M+ P4 S-. 

This variable is typically used to save the state of an application to a desktop boot 
file, upon receipt of a desktop save message. A typical line output to the boot file 
might be: 

Set App$0ptions F54 M+ P4 S-

An application should only save those options that differ from the default. so there 
will be no line at all if the application is in its default state. 
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App$PrlntFlle 

An AppSPrintFile variable holds the name of the file or system device to which the 
application App prints. Typically this wi ll be printer :. and wou ld be set in your 
application's !Run fi le as follows: 

Set App$PrinLFile printer: 

Changing and adding commands 

Allas$Command 

An Alias$Command variable is used to define a new command named Command. For 
example: 

Set Alias$Mode echo 1<22> 1<%0> 

By using the name of an existing command. you can change how it works. 

Using file types 

File$Type_XXX 

A FileSType_XXX variable holds the textual name for a file having the hexadecimal 
file type XXX. It is typically set in the !Boot file of an application that provides and 
edits that file type. For example: 

Set File$Type_xxx rypeName 

The reason the! Boot fi le is used rather than the !Run fi le is so that the file type can 
be converted to text from the moment its 'parent' application is first seen. rather 
than only from when it is run. 

Alias$® LoadType_XXX, Allas$® PrlntType_XXX and Allas$®RunType_XXX 

These variables set the commands used respectively to load. print and run a file of 
hexadecimal type XXX. They are typically set in the !Boot file of an application that 
provides and edits that fi le type. For example: 

set Alias$®PrintType_xxx /<Obey$Dir> -Print 
Set Alias$®RunType_xxx /<Obey$Dir> 

Note that the above l ines both have a trailing space (invisible in print!) . 

The reason the ! Boot file is used rather than the ! Run file is so that files of the 
given type can be loaded. printed and run from the moment their 'parent' 
application is first seen. rather than only from when it is run . 

You will see this information when you have the 'Full into· type of directory display 
turned on. 



Setting the command line prompt 

CLI$Prompt 

The command line 

The CLISPrompt variable sets the command l ine interpreter prompt. By default this 
is···. One common way to change this is so that the system time is displayed as a 
prompt. For example: 

SetMacro C~·$Prompt <Sys$Time> * 

This is set as a macro so that the system time is evaluated each time the prompt is 
displayed. 

Configuring RISC OS commands 

Copy$0ptlons, Count$0ptions and Wlpe$0ptlons 

These variables set the behaviour of the *Copy, *Count and *Wipe commands. For 
a full description type • Help Copy at the command line. 

System path variables 

Flle$Path and Run$Path 

These variables control where files are searched for during, respectively, read 
operations or execute operations. They are both path variables, which means 
that- in common with other path variables- they consist of a comma separated 
l ist of fu ll path names. each of which has a tra iling·.·. 

If you wish to add a path name to one of these variables, you must ensure that you 
append it once, and once only. For example, to add the 'bin' subdirectory of an 
application to RunSPath, you could use the following lines in the application's 
!Boot file 

If 01 <App$Path 01 0101 the n Set Run$Path <Run$ Pa t h >, <Obey$Dir> .bin . 
Se t App$Pat h <ObeySDir > . 

Obey files 

Obey$Dir 

The ObeySDir variable is set to the directory from which an Obey file is being run. 
and may be used by commands within that Obey file. 
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Time and date 

Sys$Time, Sys$Date and Sys$Year 

These variables are code variables that are evaluated at the time of their use to 
give, respectively, the current system time, date and year. 

Sys$Dateformat 

The SysSDateFormat variable sets the format in which the date is presented by 
some commands 

!System and !Scrap 

System$Dir and System$Path 

These variables give the full path name of the System application. They have the 
same value, save that SystemSPath has a trailing'.', whereas SystemSDir does not. 
You must not change their values. 

(There are two versions of this path name for compatibility with some old 
applications) !System and !Scrap are contained in the !Boot application 

Wimp$Scrap 

The WimpSScrap variable gives the full path name of the Wimp scrap file used by 
the file transfer protocol. You must not use this variable for any other purpose, nor 
change its va lue. 

Wimp$ScrapDir 

The Wimp$ScrapDir variable gives the full path name of a scrap directory within the 
Scrap application. which you may use to store temporary files. You must not use 
this variable for any other purpose, nor change its value. 

The desktop 

Wimp$State 

The WimpSState variable shows the current state of the Wimp. If the desktop is 
running, it has the value 'desktop'; otherwise it has the value 'commands'. 
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Command and application options and other variables 

Some commands, such as *Copy and *Wipe. can operate in a variety of ways. For 
example, you can effectively turn *Copy into a Move command by setting the 
D(elete) option. which deletes the source file after copying it to another directory 
or filing system. You would do this by typing 

*Set Copy$0ptions <Copy$0ptions> D 

at the command line prompt. These options are described in the entries for each 
command in the chapter Star command summaries on page 443. 

Several applications. such as Edit. Draw. Alarm and Paint. also use system 
variables to record, for example. whether you want the Paint colours window to 
appear automatically when you open a sprite window. or whether you want the 
toolbox to be displayed by default in Draw. Such variables use the format 
App$0ptions, where name is the name of the application in question. These 
variables will only be listed in the computer's response to the *Show command if 
you have changed them from their default values. 

In addition to 'options'. applications may use other variables for a variety of 
purposes. For example, Acorn Desktop Publisher needs to know where its 'Work' 
directory is. It will find this out when the Work directory has been displayed on the 
screen. and it assigns the directory's pathname to the variable dtp$WorkDir. To 
avoid having to carry out this action each time you use the application. you can put 
a •set command identifying the directory in your boot file, for example: 

*Set dtp$WorkDir adfs: :HardDisc . $ . Applics.dtp.WorkDir 

Creating your own command line prompt 

You can also use a system variable to change the operating system prompt­
normally •- by setting the variable CLISPrompt to (for example) the character#: 

*Set CLI$Prompt # 

You can also set one variable to the value of another 

*Set CLI$Prompt <Sys$Time> 

This sets the prompt to the system time, but only does so once. when the 
command is given. However, it would clearly be more useful if the prompt always 
showed the current time. To do this, change CLISPrompt from a variable into a 
macro. A macro is sim ilar to a variable. but is evaluated every time it is used. 
instead of just once when it is set. Therefore. type the following: 

*SetMacro CLI$Prompt <Sys$Time> * 
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Each time Return is pressed at the command line prompt a new prompt is given 
(unless you have not typed anything since the last Return; you will then be 
returned to the desktop); the current time is worked out and displayed, followed by 
a space character and an asterisk: 

12: 59 : 06 * 
12:59: 07 * 
12 :59 : 08 * 

Other uses for system variables 

The names of commands may be changed using the •set command with variables 
whose name starts Alias$ ... This allows you to add new commands. to change the 
meaning of existing commands. to combine commands together. and to add your 
own parameters to a command. 

Programmers can use system variables to pass va lues between programs. One 
program can create and write to a variable which another program can then read. 
Such variables should have names starting App$, where App is your program; this 
avoids problems caused by programmers using the same system variable names 

Command scripts 
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Command scripts are files of commands that you would normally type in at the 
command line prompt. There are two main uses for such files: 

• To set up the computer to the state you want. either when you switch on or 
when you sta rt an application. 

This type of command script is commonly known as a boot file, because it is 
used to 'boot up' the computer. You can create such a file without needing to 
know anything about the command line. using the Desktop boot facility in the 
Task manager. described in the chapter ModifrJing the system start-up configuration 
on page 139 

• To save typing in a set of commands you find yourself using frequently 

For example, if you often want to display information about a file and then 
print it, you can combine the commands *Fileinfo and *Type into a 
command script. 

You may find using an Alias$ ... variable to be better for the second case. The 
main advantage of using variables rather than command files is that they are held 
in memory and so are quicker in execution, however. they are only really suitable 
for short commands. If you use variables you will probably still want to use a 
command file to set them up when you switch on. 
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Command and Obey file types 

There are two types of file you can use for command scripts: Command files. and 
Obey files The differences between these two file types are 

• An Obey file is always passed to the command line interpreter. whereas a 
Command file is passed to the current input. 

• An Obey file is read directly, whereas a Command file is treated as if it were 
typed at the keyboard (and hence usually appears on the screen) 

• An Obey file sets the system variable ObeySDir to the directory it is in . 

• An Obey file can have parameters passed to it. 

The differences between Command and Obey files is explained in an example on 
page 431. 

Additiona lly there are the TaskExec and TaskObey fi le types. These are very similar 
to Command and Obey files. Their main advantage is that they multitask under the 
desktop: 

• A TaskExec file is •Exec'd in a task window. 

• A TaskObey file is •obey'd. opening a task window only if needed for 1/0. It 
quits the window when finished. 

Creating a command script 

A command script can be created using any text or word processor If you created 
the file using Edit. you should set the file's type by pressing Menu over the Edit 
icon on the icon bar and choosing the desired file type, such as Command or Obey 

When you save the file you should consider in which directory you will save it. By 
default. files are looked for first in the current directory. then in the library 
Therefore, if you want to avoid having to type the full path name of the file every 
time you run it you should save it in one of the following: 

• The directory from which the command script will be run (typically your root 
directory, or an application directory). 

• The library. The library is typically$. Library, but may be$. Ar t hur Lib on 
a network: see *Configure Lib in the section Configuration commands on 
page 437. 
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Running the script 

Provided that you have set the file type to Command or Obey, the fi le can then be 
run in the same ways as any other file, by 

• typing its name at the • prompt 

• typing its name preceded by a * at any other prompt (some applications may 
not support this) 

• double-clicking on its icon in a directory display. 

The same restrictions apply as with any other file. If the file is not in either your 
current directory or the library, it wi ll not be found if you just give the filename; you 
must give its full pathname. This assumes you have not changed the value of the 
system variable RunSPath. 

Making a script run automatically 

You can make scripts run automatically 

• from the network when you first log on 

• from a disc when you first switch the computer on 

• from an application directory when the application is run. 

You'll find information on how to do this in the chapter Modifying tfle system start-up 
configuration on page 139. 

Using parameters 

An Obey file - but not a Command fi le- can have parameters passed to it, which 
can then be used by the command script. The first parameter is referred to as %0. 
the second as% I. and so on. You can refer to all the parameters after a particular 
one by putting a * after the%, so%* l would refer to all the parameters from the 
second one onwards. 

These parameters are substituted before the line is passed to the command line 
interpreter. Thus if an Obey file called Displ ay contained 

Fi leinfo %0 
Type %0 

then the command *Display MyFi l e wou ld do this: 

Fileinfo MyFile 
Type MyFile 

Sometimes you do not want parameter substitution. For example, suppose you 
wish to include a •set Alias$ command in your file, such as: 

Set Alias$Mode echo I <22> 1<%0>Desired-command 
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The effect of this is to create a new command 'Mode'. If you include the •set Alias 
command in an Obey file. when you run the file the %0 will be replaced by the first 
parameter passed to the fi I e. To prevent the substitution you need to change the% 
to%%: 

Set Al ias$Mode echo I <22> I <%%0> Command -needed in file 

Now when the file is run. the '%%0' is changed to '%0'. No other substitution occurs 
at this stage, and the desired command is issued. 

Examples 

These example files illustrate some of the differences between Command and 
Obey files: 

Example I 

*BASIC 
AUTO 
FOR I - 1 0 10 

PRINT "Hello " 
NEXT I 
END 

If this is a command file. it will enter the BASIC interpreter. and input the file 
shown. The command script will end with the BASIC interpreter waiting for another 
line of input. You can then press Esc to get a prompt. type RUN to run the program. 
and then type QUIT to leave BASIC. Th is script shows how a command file is 
passed to the input. and can change what is accepting its input (in this case to the 
BASIC interpreter). 

On the other hand. if this is an Obey file it will be passed to the command line 
interpreter. and an attempt will be made to run these commands 

*BASIC 
*AUTO 
*FOR I 1 TO 10 

* PRINT "Hello " 
*NEXT I 

*END 

Only the first command is valid. as an Obey file all this does is to leave you in the 
BASIC interpreter Type QUIT to leave BASIC; you will then get an error message 
saying File 'AUTO' not :ound, generated by the second line in the file 
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Example 2 

The next example illustrates how control characters are handled: 

echo <7 > 
echo I <7> 

The control characters are represented in GSTrans format (see the section Using GS 
formats in scripts on page 433). These are not interpreted until the echo command is 
run. and are only interpreted then because echo expects GSTrans format 

The first line sends an ASCII 7 to the VDU drivers. sounding a beep In the second 
line. the I preceding the< changes it from the start of a GSTrans sequence to just 
representing the character<. so the overall effect is: 

echo <7> 
echo 1<7> 

Example 3 

Send ASCII 7 to VDU drivers- beeps 
Send <7> to the screen 

The last examples are a Command file: 

*Set Alias$more %echo l<14>lm %~ype - tabexpand %*Oim %echo 1<15> 

and an Obey file that has the same effect 

Set Al~as$more %echo 1<14 > 1~ %type tabexpand %%*Oim %echo 1<15> 

The only differences between the two examples are that the Command file has a 
preceding • added, to ensure that the command is passed to the command line 
interpreter, and that the Obey file has the %*0 changed to %%*0 to delay the 
substitution of parameters. 

The file creates a new command more- taking its name from the UNIX 'more· 
command- by setting the variable Alias$more· 

• The % characters that precede echo and type ensure that the actual 
commands are used. rather than an aliased version of them. 

• The sequence I m represents a carriage return in GSTrans format (see the 
section Using GS formats in scripts overl eaf). It is used to separate the commands, 
just as Return would if you were typing the commands. 

• The two echo commands turn scro ll mode on. then off. by sending the control 
characters ASCII I 4 and I 5 respectively to the VDU drivers. 

• The 1 before each< prevents the control characters from being interpreted until 
the aliased command more is run 

The command turns scroll mode on. types a file to the screen expanding tabs as it 
does so. and then turns scroll mode off 
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Using GS formats in scripts 

The GSTrans and GSRead formats are used by a number of commands that need to 
be able to handle control characters. and characters whose top bit is set. They 
enable you to use these characters. which would otherwise cause unpredictable 
output from your monitor or printer. and which would be difficult to enter directly 
from the keyboard. The two formats are identical. 

The GSRead or GSTrans format is used by some commands to read characters that 
you type in. The characters are interpreted using the following conventions: 

• A character preceded by a I is converted into the relevant control code: IC 
would become ASCII 3 (which is Ctrl C). 

• An integer within angle brackets is converted into the equivalent ASCII code: 
<7 > would become ASCII 7. 

• A variable name within angle brackets is replaced by the value held in the 
variable. or is ignored if the variable does not exist 

• All other characters are unchanged. 

A full list of ASCII codes and how to obtain them is given below. Of course. any 
ASCII code may be obtained by enclosing it in angle brackets as described above, 
and this may be easier to remember than the symbol encoding. 

ASCII code 

0 
1-26 

27 
28 
29 
30 
3 1 
32- 126 

< 
127 
128-255 

Symbols used 

I® 
I letter eg 

I [ or I { 
1\ 
l l or I } 
I · or I ­
I_ or I' 

I A (or I a) = ASCII I 
I M (or I m) =ASCII 13 

keyboard character. except for: 

I" 
I I 
I< 
I? 
I ! coded- symbol eg ASCII I 28 = I ! I ® 

ASCII 129 = I ! I A etc 

You must use 1 < to prevent the < from being interpreted as the start of a number 
or variable name enclosed in angled brackets. 

To include leading spaces in a definition. the string must be in double quotation 
marks. ",which are not included in the definition. To include a litera l " character 
in the string, use I " or "". 
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31 Types of star command 

T his chapter gives a short summary of each of the types of •commands and then 
• gives a list of •commands in each grouping. Once you have found the 

*Command of interest you can look up a summary of its function and its syntax in 
the next chapter 

For full information about the star commands in this and the next chapter. refer to 
the RISC OS 3 Progra mmer's Reference Manual . 

Filing system commands 

Before you use these commands you should have read the chapters on filing 
systems. Those chapters introduce the filing systems and describe how they work, 
and also expla in the term inology used in this chapter. 

In many commands, reference is made to the current directory, many parameters. 
if omitted. will default to this directory You can determine at any time which the 
current directory is by typing *Cat and then pressing Return; this displays a 
cata logue of the cu rrent directory. It is important to realise that opening or closing 
a directory display in the desktop does not change the current directory. Use the 
command *Dir to change directory within the command line. 

General filing system commands 

The commands in this section are relevant to the operation of all filing systems 

*Access *Ex *Rename 
*Append *Exec *Remove 
*Build *Fi lelnfo *Run 
*Cat *Info *Save 
*CDir *LCat •setType 
*Close *LEx *Shut 
*Copy *Lib *ShutDown 
*Count • List *Spool 
•create *Load *Spool On 
*Delete *Opt I •stamp 
*Dir *Opt 4 *Type 
*Dump *PipeCopy *Up 
*EnumDir *Print *Wipe 
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Filing system-specific commands 

The commands below are specific to particular filing systems. and you can only use 
them when the relevant filing system is selected as the current filing system. 

Dlsc~specifl.c commands 

The Advanced Disc Filing System (ADFS) is the defau lt filing system. and is 
supplied with every system. However most of these commands also apply to other 
disc filing systems such as the SCSI Fi ling System (SCSI) and the Compact Disc 
Filing System (CDFS). ADFS controls the local disc storage media (floppy disc. and 
hard disc). This version of ADFS is compatible with previous versions of Acorn 
ADFS. 

*ADFS 
*Back 
*Backup 
*Bye 
*CheckMap 
*Compact 
*Copy Boot 

*Defect 
*Dismount 
*DOSMap 
*Drive 
*Format 
*Free 
*Map 

Network~speclflc commands 

*Mount 
*NameDisc 
*NoDir 
*NoLib 
*NoURD 
*URD 
•verify 

The Network Filing System is for use with a local area network. For general 
information on NetFS, see the chapter Discs and filing systems on .page 41. 

*Net *lnetlnfo *NetStat 
*AddFS • I netConfig *NetProbe 
*AddMap • ListFS *Pass 
*Bye *ListPS *PS 
*Free *Logon *SDisc 
*FS *Mount *SetPS 
*I am *NetMap 

Other filing system~specific commands 

The Advanced Disc Fi l ing System (ADFS) and. for network users, the Network Filing 
System (NetFS) are the most commonly used. but more specialised fi l ing 
systems- such as the RAM fi ling system (RAMFS) and the desktop filing system 
(ResourceFS)- have commands to select them. which are listed below. Some of 
these filing systems may not be present on your computer. 

*Ram *SCSI *CDFS 
• ResourceFS 
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Configuration commands 
These commands are used to configure. or set up, the computer The main 
command used is the •configure command. which has many possible parameters. 
one for each of the CMOS RAM options you can set with it CMOS RAM contains 
values of settings used at start up time; these values are not lost when mains 
power is switched off. since CMOS RAM is supported by batteries· the memory is 
therefore known as ·non-volatile'. 

The Configure application. !Configure. can control most of these features. such as 
mouse speed. keyboard auto-repeat. sound volume. printer type. the keyboard 
Caps Lock. and the type of window dragging. The !Configure application is 
described in the chapter Setting the desktop configuration on page 117. 

Changes set with •configure are recorded immediately, but take effect only after 
power on or a hard reset. 

The Configure appl ication also provides a facility for saving configurations as files. 
Such files will incorporate settings only for those features that can be set with the 
!Configure application. not for those that have to be set in the command line. 

The •status command displays a list of the current options and their currently 
assigned values. the entire collection of settings being known as the configuration 
status of the machine. 

User preferences 

This group of configuration commands allows you to customise the operation of 
your computer to suit your personal working style. 

•configure Boot 
•configure BootNet 
•configure Caps 
•configure Delay 
•configure Dir 
•configure DumpFormat 
•configure FileSystem 
•configure Language 

•configure Lib 
•configure Loud 
*Configure Mode 
•configure NoBoot 
•configure NoCaps 
•configure NaDir 
•configure NoScroll 
•configure Quiet 

•configure Repeat 
•configure Scroll 
•configure ShCaps 
•configure SoundDefault 
•configure Truncate 
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Desktop preferences 

This group of configuration commands allows you to set up your desktop 
configuration to suit your own way of working. These commands are usua lly set 
using the !Configure application. 

*Configure MouseStep 
*Configure WimpAutoMenuDelay 
*Configure WimpDoubleCiickDelay 
•configure WimpDoubleCiickMove 
•configure WimpDragDelay 

•configure WimpDragMove 
•configure WimpFiags 
•configure WimpMenuDragDelay 
•configure WimpMode 

Hardware configuration 

This group of configuration commands allows you to set up your computer to suit 
its hardware specification and the range of peripherals such as printers that are 
connected to it. 

•configure Baud 
•configure BST 
•configure Cache 
*Configure Country 
•configure Data 
*Configure Drive 
*Configure DST 
•configure Floppies 

Memory allocation 

•configure FS 
*Configure GMT 
*Configure HardDiscs 
•configure IDEDiscs 
*Configure Ignore 
*Configure MonitorType 
•configure NoDST 

•configure Print 
•configure PS 
•configure Step 
*Configure Sync 
*Configure Territory 
•configure TimeZone 
*Configure TV 

This group of configuration commands allows you to optimise the use of memory. 
The default memory allocations take into account the model number of your Acorn 
computer (and hence the overall size of memory), so these values should not be 
changed for general use. 

For many of these commands you can specify the amount of memory to reserve 
either in kilobytes or in pages of memory. It is preferable to use kilobytes. as the 
page size cou ld change on future versions of the hardware. The current page size is 
4Kbytes 
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You can see how memory is allocated and make temporary changes by using the 
Task manager from the desktop 

•configure ADFSbuffers 
*Configure ADFSDirCache 
*Configure FontSize 
•configure FontMax 
*Configure FontMaxl 
*Configure FontMax2 
*Configure FontMax3 
*Configure FontMax4 

System variables 

*Configure FontMax5 
*Configure PrinterBufferSize 
•configure RAMFsSize 
*Configure RMASize 
• configure ScreenSize 
•configure SpriteSize 
• configure SystemSize 

The chapter Tfte command line on page 411 describes how RISC OS stores settings 
used at start-up time in the computer's RAM. 

These are the commands used for system variables: 

*Show 
•set 

Module-related commands 

•setEval 
*SetMacro 

*Unset 

A relocatable module is a piece of software which. when loaded into the machine. 
behaves li ke a no rmal application program o r as an extension to the operating 
system. Modu les can contain programming languages or filing systems; they ca n 
be used to add new • commands. 

Relocatable modules run in an area of memory known as the Relocatable Module 
Area (RMA) which is maintained by the system They are 'relocatable' because they 
can be loaded at any particular location in memory. 

RISC OS provides facilities for integrating modules in such a way that. to the user, 
they appear to be a full part of the system. For instance. the operating system 
responds to the • Help command. extracting automatically any relevant help text. 

Several • commands are provided by the operating system for handling modu les. 
including one for loading a module file from the filing system. and these are 
described in detail in the next chapter. 

*Modules 
*RMClear 
*RMEnsure 
*RMFaster 

*RMinsert 
*RMKill 
*RMLoad 
*RMRelnit 

*RMRun 
*RMTidy 
*ROMModules 
*Unplug 
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Sound system commands 

FX commands 

RISC OS contains a sound synthesizer which allows up to eight 'instruments' to be 
played at once. with mono or stereo sound production for each instrument The 
sound system can be controlled with great subtlety. the details of which are 
outside the scope of this guide. Individual sound commands are listed below; for 
further information, refer to the chapter on Sound in the RISC OS Programmer's 
Reference Manual. 

The Maestro program is included on the Applications disc; it enables you to 
compose and replay music. 

*Audio 
•channeiVoice 
•osound 
*Sound 

*Speaker 
•stereo 
*Tempo 

*Tuning 
•voices 
*Volume 

• FX commands access the operating system OS_Byte routines and require from 
one to three parameters. Like many of the operating system commands. many • FX 
actions can be carried out from the desktop. For example. the printer ignore 
character can be set using the Configure application In addition. there is little 
error handling built in to *FX commands, and invalid values are not rejected and 
may have unpredictable results. Most *FX commands have now been replaced by 
better RISC OS operations; • FX commands have been retained for reasons of 
backwards compati bi I ity. 

For further information. refer to the RISC OS Programmer's Reference Manual. 

Debugger commands 
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These commands are for use when debugging applications: 

*BreakClr 
*BreakList 
*BreakSet 
•continue 

*Debug 
*lnitStore 
*Memory 

*Memory A 
*Memoryl 
*ShowRegs 
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Desktop commands 

These commands are related to the desktop, filer and wimp behaviour· 

• AddTi nyDi r 
*Backdrop 
*Desktop 
•Desktop_ . . 
• Desktop_SetPalette 
• Filer_Action 
*Filer_Boot 
• Filer_CioseDir 
• Filer_OpenDir 

Sprite commands 

*Filer_Run 
*Filters 
*IconSprites 
*Pin 
*Pinboard 
*Pointer 
*RemoveTinyDir 
*SheiiCLI 
*SheiiCLI_ Task 

These commands are used to control sprites: 

•schoose 
•screen Load 
•screen Save 
·scopy 
*SDelete 
*SDisc 

Font commands 

*SFiipX 
*SFiipY 
*SGet 
*Sinfo 
*SList 

*SheiiCLI TaskOuit 
•showFree 
*TaskWindow 
*TooiSprites 
*WimpMode 
*WimpPalette 
*WimpSiot 
*WimpTask 
*WimpWriteDir 

*SLoad 
*SMerge 
*SNew 
*SRename 
•ssave 

These commands are used to control fonts and font usage 

*FontCat 
*Fontlnstall 
*FontLibrary 

Filing system locking commands 

*FontList 
• FontRemove 

• LoadFontCache 
•saveFontCache 

These commands are used to control file system locking: 

• FSLock_ChangePassword • FSLock_Status 
*FSLock_Lock *FSLock_Unlock 
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These commands control the behaviour of the keyboard, VDU and printer ports. 
including customising the computer for international use. In addition. there are 
commands of interest to programmers and those who wish to prepare Obey files or 
start up scripts (for more information, see the chapter The command line on 
page 411 ). 

*Alphabet *Echo *Obey 
*Alphabets *Error *Podules 
*BASIC *Eva! *PoduleLoad 
*BASIC64 *Go *PoduleSave 
*BiankTime *Gos *Quit 
*Cache *If *Shadow 
*ChangeDynamicArea *Ignore *Territories 
*ColourTrans *Key *Time 
*Country *Keyboard *TV 
•countries 
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T his is an alphabetical list of every • Command available under RISC OS 3. It 
does not contain * Commands provided by the addition of expansion cards or 

extra fi I i ng systems. 

Each command is followed by a short explanation of its function and its command 
syntax. This is not intended as a complete explanation of the command. but as a 
quick reference for experienced users who may prefer to use the command line. All 
of these commands are explained in greater detail in the RISC OS Programmer's 
Reference Manual. 

Command syntax 
The syntax of each command in the following sections is described in a standard 
way. The symbols used in syntax descriptions are: 

italics 

['' 'l 

I 

The star commands 

*Access 

indicate that an actual value must be substituted. For example, 
fj lename means that an actual filename must be supplied. 

indicate that the item enclosed in the square brackets is optional. 

indicates alternatives. For example, 0 II means that the value 0 or 
I must be supplied. 

*Access changes the attributes of all objects matching the wildcard specification. 
These attributes control whether you can run. read from. write to and delete a file. 

Attributes are: 

L 
w 
R 

I 
w 
R 

Lock object against deletion by any user 
Write permission for you 
Read permission for you 
Separator between your permissions and the public's 
Write permission for the public (on NetFS) 
Read permission for the public (on NetFS) 

*Access object_spec [attributes] 
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*AddFS 

• AddFS adds a remote file server's disc to the list of file servers' discs that are 
known to NetFS. If only the file server is specified. then all its discs will be removed 
from the list. 

*AddFS file server number [disc_number [:] disc_name] 

*Add Map 

Adds an entry to the Net address map 

*AddMap [IP address] [network) 

* AddTinyDir 

*ADFS 

• AddTinyDir adds a file. application or directory to the icon bar. If no path name is 
given. it adds a blank directory icon to the icon bar. 

*AddTinyDir [object] 

• ADFS selects the Advanced Disc Filing System as the current filing system 

*ADFS 

*Alphabet 

• Alphabet selects an alphabet. setting it according to the country name or 
alphabet name. With no parameter. this command displays the currently selected 
alphabet 

*Alphabet [country_namelalphabet_name] 

*Alphabets 

• Alphabets lists all the alphabets currently supported. 

*Alphabets 

*Append 

• Append opens an existing file so you can add more data to the end of the file. 
Pressing Escape finishes the input 

*Append filename 
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*Audio 

*Back 

*Audio turns the Sound system on or off. 

*Audio On iOff 

*Back swaps the current and previously selected directories on the current filing 
system. 

*Back 

*BackDrop 

*BackDrop puts the first sprite in the given sprite file on the desktop background. If 
no filename is specified. the current backdrop's placing is altered. 

*BackDrop (-Centrei -Scalei -Tilei - Remove) [fil ename] 

*Backup 

*Backup copies the used part of one floppy disc to another; free space is not 
copied. 

*Backup source drive dest drive (Q] 

*BASIC 

*BASIC starts the ARM BBC BASIC V interpreter. For full details of BBC BASIC, see 
the BBC BASIC Reference Manual. available from your Acorn supplier. 

*BASIC [options] 

*BASIC64 

*BASIC64 starts the ARM BBC BASIC VI interpreter. supplied on disc with your 
RISC OS computer- provided its module has already been loaded. or is in the 
library. For full details of BBC BASIC. see the BBC BASIC Reference Manual. available 
from your Acorn supplier. 

*BASIC64 [options] 
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*BiankTime 

*BiankTime sets the time in seconds before the screen blanks. If. during this time. 
there is no activity (i.e. no keyboard or mouse input is received. and- with thew 
option- there is no writing to the screen) the screen then blanks. 

The blank time is only retained until the next reset 

*BlankTime [WIO] [time] 

*BreakCir 

* BreakCir removes the breakpoint at the specified address or register value If you 
give no parameter then you can remove all breakpoints. 

*Br eakCl r [addr lreg] 

*Breaklist 

*BreakList lists all the breakpoints that are currently set. 

*3reakl.1 st 

*BreakSet 

*Build 

*Bye 

* BreakSet sets a breakpoint at the specified address or register value. 

*BreakSet addr l reg 

• Build opens a new file and directs subsequent input to it. Pressing Escape 
finishes the input. 

*Build filename 

*Bye ends a filing system session by closing all files and unsetting all directories 
and libraries. 

Other actions are fi ling system dependent. and where relevant may include 
dismounting discs. parking the heads of hard discs. and logging off the current 
fileserver. 

*Bye 

*Bye [ [ : ] tile_server) ( NetFS syntax) 
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*Cache 

*Cat 

*CDir 

*CDFS 

*Cache turns the cache on or off. With no parameter. it gives the cache's current 
state. 

*Cache [On i Off] 

*Cat lists all the objects in a directory (by default the current directory). 

*Cat [directory) 

*CDir creates a directory with the specified path name On NetFS, you can also give 
the size of the directory. 

*CDir directory [size_in_entries ] 

*CDFS selects the CD-ROM Filing System as the current filing system This 
command is only available if you have a CD-ROM drive fitted. 

*CDFS 

*ChangeDynamicArea 

*ChangeDynamicArea changes the size of the font cache. system sprite area and/or 
RAM disc. 

* ChangeDynamicA:::ca [ FonLSize n[K]] :-SpriteSi ze n[K] ] [ RamFsSlze n[K] ] 

*ChanneiVoice 

*ChanneiVoice assigns a voice to a channeL By default. only the first of the eight 
voices will be available_ To make others available, use the BASIC VOICES n 
command. 

*ChannelVoice channel voice_numberlvoice_name 
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*CheckMap 

*Close 

*CheckMap checks that the map of an E- or F-format disc has the correct 
checksums and is consistent with the directory tree. If only one copy of the map is 
good. it allows you to rewrite the bad one with the information in the good one. 

*CheckMap [disc_spec] 

If the map information cannot be cured. you should backup all of your files and 
then reformat your hard disc. Contact your supplier for more information. 

*Close closes all open files on the current filing system. 

*Close 

*ColourTrans ... 

*Colou(frans ... commands are for internal use only, and you should not use them. 

*Compact 

•compact collects together free space on a disc by moving files. 

*Compact [disc_spec] 

*Configure 

*Configure sets the value of a configuration option in the CMOS RAM. If no 
parameters are specified. the available configuration options are listed. 

*Configure [option [value]] 

*Configure ADFSbuffers 

*Configure ADFSbuffers sets the configured number of I Kbyte file buffers reserved 
for ADFS in order to speed up operations on open fi les. A value of I sets a default 
value appropriate to the computer's RAM size; a value of 0 disables fast buffering 
on open files. 

*Configure ADFSbuffers n 

*Configure ADFSDirCache 

*Configure ADFSDirCache sets the configured amount of memory reserved for the 
directory cache. A value of 0 sets a default value appropriate to the computer's 
RAM size. 

*Configure ADFSDircache size(K] 
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*Configure Baud 

*Configure Baud sets the configured baud rate for the serial port. 

*Configure Baud n 

*Configure Boot 

• 

*Configure Boot sets the configured boot action so that a power on, reset or 
Ctrl Break runs a boot file. 

*Configure Boot 

*Configure BootNet 

*Configure BootNet enables or disables AUN client stations booting from 
expansion card ROM. 

*Configure BootNet OniOf f 

*Configure BST 

*Configure BST (short for British Summer Time) is identical to the command 
*Configure DST, and is enabled only on machines configured for the UK territory. 

*Configure BST 

*Configure Cache 

*Configure Cache sets the configured cache state to be on or off. 

*Conf igure Cache OniOff 

*Configure Caps 

*Configure Caps sets the configured value for Caps Lock to ON. 

*Conf igure Caps 

*Configure Country 

•configure Country sets the configured alphabet and keyboard layout. 

*Configur e Coun try coun t r y_name 

*Configure Data 

· *Configure Data sets the configured data word format for the serial port. 

*Configur e Data n 
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*Configure Delay 

*Configure Delay sets the configured delay before keys start to auto-repeat. 

*Configure Delay n 

*Configure Dir 

*Configure Dir sets the configured disc mounting so that discs are mounted at 
power on. 

*Configure Dir 

*Configure Drive 

*Configure Drive sets the configured number of the drive that is selected at power 
on. 

*Configure Drive n 

*Configure DST 

*Configure DST sets the configured value for daylight saving time to ON. 

The time zone is set when you configure your computer's territory, rather than by 
this command. 

*Conf igure DST 

*Configure DumpFormat 

*Configure DumpFormat sets the configured format used by the* Dump, *List and 
*Type commands. 

*Configure DumpFormat n 

*Configure FileSystem 

*Configure FileSystem sets the configured filing system to be used at power on or 
hard reset. 

*Configure Filesystem ts_ namelts_number 

*Configure Floppies 

*Configure Floppies sets the configured number of floppy disc drives recognised at 
power on . 

*Configure Floppies n 
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*Configure FontMax 

*Configure FontMax sets the configured maximum size of the font cache. 

*Configure FontMax mKin 

*Configure FontMax1 

*Configure FontMax I sets the maximum height at which to scale from a bitmap 
font rather than from an outline font. 

*Configure FontMaxl max_height 

*Configure FontMax2 

*Configure FontMax2 sets the maximum height at which to scale from outlines to 
anti-aliased bitmaps, rather than to I bit per pixel bitmaps. 

*Configure FontMax2 max_height 

*Configure FontMax3 

*Configure FontMax3 sets the maximum height at which to retain bitmaps in the 
cache, rather than the outlines from which they were converted. 

*Configure FontMax3 max_height 

*Configure FontMax4 

*Configure FontMax4 sets the maximum width at which to use horizontal subpixel 
anti-a I iasi ng. 

*Configure FontMax4 max width 

*Configure FontMaxS 

*Configure FontMax5 sets the maximum height at which to use vertical subpixel 
anti-aliasing. 

*Configure FontMaxS max_height 

*Configure FontSize 

*Configure FontSize sets the configured amount of memory reserved for the font 
cache. 

*Configure FontSize sizeK 
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*Configure FS 

*Configure FS sets the configured default file server for NetFS. 

*Configure FS file server 

*Configure GMT 

U¥M*iri¥*W 

•configure GMT (short for Greenwich Mean Time) is identical to the command 
•configure NoDST. and is enabled only on machines configured for the UK 
territory. 

*Conf igure GMT 

*Configure IDEDiscs 

•configure IDEDiscs sets the configured number of IDE hard disc drives 
recognised at power on. 

*Configure IDEDiscs n 

*Configure Ignore 

•configure Ignore sets the configured printer ignore character. 

*Configure Ignore [ASCII_code] 

*Configure Language 

•configure Language sets the configured language used at power on. 

*Configure Language module no 

*Configure Lib 

•configure Lib sets the configured library selected by NetFS after logon (0 for the 
default library, I for S.ArthurLib). 

*Configure Lib [0 I 1] 

*Configure Loud 

*Configure Loud sets the configured volume for the beep to its loudest volume. 

*Configure Loud 
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*Configure Mode 

•configure Mode sets the configured screen mode used by the machine. It is 
identical to the command •configure WimpMode. 

*Configure Mode screen_mode iAuto 

*Configure MonitorType 

•configure MonitorType sets the configured monitor type. 

*Configure MonitorType n iAuto 

*Configure MouseStep 

*Configure MouseStep sets the configured value for how fast the pointer moves as 
you move the mouse. 

*Configure MouseStep n 

*Configure MouseType 

Selects the type of pointer device. Serial or quadrature. 

*Configure MouseType n 

*Configure NoBoot 

•configure NoBoot sets the configured boot action so that a Shift power on, Shift 
reset or Shift Break runs a boot file. 

*Configure NoBoot 

*Configure NoCaps 

•configure NoCaps sets the configured value for Caps Lock to OFF 

*Configure NoCaps 

*Configure NoDir 

•configure NoDir sets the configured disc mounting so that discs are not mounted 
at power on. 

*Configure NaDi r 
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*Configure NoDST 

*Configure NoDST sets the configured value for daylight saving time to OFF. 

The time zone is set when you configure your computer's territory, rather than by 
this command. 

*Configure NoDST 

*Configure NoScroll 

•configure NoScroll sets the configured scrolling so the screen does not scroll 
upwards at the end of a line. 

*Configure NoScroll 

*Configure Print 

•configure Print sets the configured default destination for printed output. 

*Configure Print n 

*Configure PrinterBufferSize 

*Configure PrinterBufferSize sets the configured amount of memory reserved for 
printer buffering. This parameter should not be used or modified 

*Configure PrinterBufferSize mKin 

*Configure PS 

*Configure PS sets the configured default network printer server. 

*Configure PS printer_server 

*Configure Quiet 

•configure Quiet sets the configured volume for the beep to half its loudest 
volume. 

*Configure Quiet 

*Configure RamFSSize 

*Configure RamFSSize sets the configured amount of memory reserved for the 
RAM Filing System to use. 

*Configure RamFSSize mKin 
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*Configure Repeat 

*Configure Repeat sets the configured interval between the generation of 
auto-repeat keys. 

*Configure Repeat n 

*Configure RMASize 

*Configure RMASize sets the configured extra area of memory reserved for 
relocatable modules 

*Configure RMASize mKin 

*Configure ScreenSize 

*Configure ScreenSize sets the configured amount of memory reserved for screen 
display. 

*Configure ScreenSize mK in 

*Configure Scroll 

•configure Scroll sets the configured scrolling so the screen scrol ls upwards at the 
end of a line. 

*Configure Scroll 

*Configure ShCaps 

*Configure ShCaps sets the configured value for Caps Lock to ON, Shift producing 
lower case letters. 

*Configure ShCaps 

*Configure SoundDefault 

*Configure Sound Defau lt sets the configured speaker setting, volume and voice. 

*Configure SoundDefault speaker volume voice number 

*Configure SpriteSize 

•configure SpriteSize sets the configured amount of memory reserved for the 
system sprite area. 

*Configure SpriteSize mK i n 
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*Configure Step 

•configure Step sets the configured step rate of one or all floppy disc drives. 

*Configure Step n [drive) 

*Configure Sync 

•configure Sync sets the configured type of synchronisation for vertical sync 
output. 

*Configure Sync Ol l iAuto 

*Configure SystemSize 

*Configure SystemSize sets the configured extra area of memory reserved for the 
system heap. 

*Configure SystemSize mKin 

*Configure Territory 

•configure Territory sets the configured default territory for the machine. Use this 
command with caution; if you set a territory that is unavailable your computer will 
not start. and so you will have to reset your CMOS RAM. 

*Configure Territory territory 

*Configure TimeZone 

•configure TimeZone sets the configured loca l time offset from UTC. The time 
offset must be in the range -13:45 to+ 13:45, and must be an exact multiple of 15 
minutes. 

*Configure Timezone [+I -]hours[ :minutes] 

*Configure Truncate 

•configure Truncate sets the configured value for whether or not filenames are 
truncated when too long for a filing system to handle. 

*Configure Truncate On iOff 

*Configure TV 

•configure TV sets the configured vertical screen alignment and screen interlace. 

*Configure TV [vert_align[ [,]interlace)] 
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*Configure WimpAutoMenuDelay 

*Configure WimpAutoMenuDelay sets the configured time the pointer must rest 
over a menu item before its submenu (if any) is automatica l ly opened. 

*Conf i gure WimpAutoMe nuDe lay delay 

*Configure WimpDoubleCiickDelay 

*Configure WimpDoubleCiickDelay sets the configured time after a single click 
during which a double click is accepted. 

*Conf i gure WimpDoubleCl ickDe l ay delay 

*Configure WimpDoubleCiickMove 

*Configure WimpDoubleCiickMove sets the configured distance from the position 
of a single click within which a double click is accepted. 

*Configure WimpDoubleClickMove distance 

*Configure WimpDragDelay 

*Configure WimpDragDelay sets the configured time after a single click after which 
a drag is started. 

*Config ur e WimpDragDelay delay 

*Configure WimpDragMove 

•configure WimpDragMove sets the configured distance from the position of a 
single click that the pointer has to move for a drag to be started. 

*Conf igur e Wi mpDr a gMove distance 

*Configure WimpFiags 

•configure WimpFiags sets the configured behaviour of windows when dragged. 
and of error boxes: 

Bit Meaning when set 

0 window position drags are continuously redrawn 
window resizing drags are continuously redrawn 

2 horizontal scroll drags are continuously redrawn 
3 vertical scroll drags are continuously redrawn 
4 no beep is generated when an error box appears 

457 



The star commands 

458 

5 windows can be dragged partly off screen to right and bottom 
6 windows can be dragged partly off screen in all directions 
7 open submenus automatically 

*Configure WimpFlags n 

*Configure WimpFont 

*Configure WimpFont sets the font to be used within the desktop for icons and 
menus. 0 means use WimpS*. I means use system font. 2 to 15 refer to ROM fonts. 

*Configure WimpFont n 

*Configure WimpMenuDragDelay 

•configure WimpMenuDragDelay sets the configured time before an automatica lly 
opened submenu is closed. During th is time you can move the pointer over other 
menu entries without closing the submenu, making it easy to reach the submenu. 

*Configur e WimpMenuDragDelay delay 

*Configure WimpMode 

*Configure WimpMode sets the configured screen mode used by the machine. It is 
identical to the command *Configure Mode. 

*Configure WimpMode screen_mode iAuto 

*Continue 

*Copy 

*Continue resumes execution after a breakpoint, using the saved state. 

*Continue 

*Copy makes a copy between directories of any object(s) that match the given 
wildcard specification Options are taken from the system variable Copy$0ptions. 
and those given to the command. 

Options (use ·-· to force off. e.g. -C): 

A(ccess) Force destination access to same as source 
C(onfirm) Prompt for confirmation of each copy 
D(elete) Delete the source object after copy 
F(orce) Force overwriting of exist ing objects 
L(ook) Look at destination before loading source file 
N(ewer) Copy only if source more recent than destination 
P(rompt) Prompt for disc to be changed as needed in copy 

Default 

ON 
ON 
OFF 
OFF 
OFF 
OFF 
OFF 
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Q(uick) 
R(ecurse) 
S(tamp) 
(s)T(ructure) 
V(erbose) 

Use application workspace as a buffer 
Copy subdirectories and contents 
Restamp date-stamped files after copying 
Copy on ly the directory structu re 
Print information on each object copied 

*Copy source_spec destination_spec [ [-]opt ions] 

*CopyBoot 

OFF 
OFF 
OFF 
OFF 
ON 

*Copy Boot copies the boot block from one MS-DOS floppy d isc over the boot block 
of another. 

*CopyBoot source drive dest drive 

*Count 

*Count adds up the size of data held in one or more objects that match the given 
wildcard specification. Options are taken from the system variable CountSOptions. 
and those given to the command. 

Options (use·-· to force off, e.g. -C): 

C(onfirm) Prompt for confirmation of each count 
R(ecurse) Count subdirectories and contents 
V(erbose) Print information on each file counted 

*Coun t object_spec [[ - ]options] 

*Countries 

*Countries lists all the countries currently supported 

*Countr i es 

*Country 

Default 

OFF 
ON 
OFF 

*Country selects the appropriate alphabet and keyboard layout for a given country. 
With no parameter. this command displays the currently selected country. 

*Country [country_name] 

*Create 

*Create reserves space for a new file. No data is transferred to the file The optiona l 
load and execution addresses and length are in hexadecimal. 

*Create filename [length [exec_addr [1oad_addr]]J 
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*Debug 

• Debug enters the debugger. Type Quit to exit. 

*Debug 

*Defect 

• Defect reports what object contains a defect. or (if none) marks the defective part 
of the disc so it will no longer be used. 

*Defect disc_spec disc addr 

*Delete 

*Delete erases a single named file or empty directory. 

*Delete object_spec 

*Desktop 

*Desktop initialises all desktop facilities. then starts the Desktop. It also runs an 
optional • Command or file of • Commands. 

*Desktop (commandi -Fi le filename] 

*Desktop_ ... 

• Desktop_ .. commands (except for • Desktop_SetPalette see below) are for 
internal use only, and you should not use them 

*Desktop_ SetPalette 

*Dir 

*Desktop_SetPalette alters the current Wimp palette 

*Desktop_SetPalette RGBO ... RGB15 RGBbor RGBptr1 ... RGBptr3 

*Dir selects a directory (by defaul t the user root directory) as the current directory 
on a fi ling system. 

*Dlr [directory] 
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*Dismount 

*Dismount ensures that it is safe to finish using a disc by closing al l its files. 
unsetting all its directories and libraries. forgetting its disc name (if a noppy disc) 
and parking its read/write head. 

*Dismount [disc_spec] 

*DOS Map 

*Drive 

*Dump 

*Echo 

*DOSMap specifies a mapping between an MS-DOS extension and a RISC OS file 
type. If the only parameter given is an MS-DOS extension, then the mapping (if 
any) for that extension is cancelled. If no parameter is given, then all current 
mappings are listed. 

The mappings are only retained until the next reset. 

*DOSMap [MS-DOS_extension [file_type]] 

*Drive sets the current drive if NaDir is set. 

*Drive drive 

• Dump displays the contents of a file. in hexadecimal and ASCII codes. The 
optional file offset and start address are in hexadecimal. 

*Dump filename [file_offset [start_address]] 

• Echo displays a string on the screen (after translating it using OS_GSTrans) . 

*Echo string 

*EnumDir 

*Error 

*EnumDir creates a file of object leafnames from a directory that match the 
wildcarded pattern (by default'*') 

*EnumDir directory output_file (pattern] 

*Error generates an error with the given error number and explanatory text. 

*Error [error_no) text 
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*Eva I 

*Ex 

*Exec 

*Eval evaluates an integer. logical, bit or string expression. 

The expression can use the following operators: 

+ 
-. *,/,MOD 
=.<.>.<=.>=.<> 
<<.>> 
>>> 
STR, VAL 
AND, OR, EOR, NOT 
RIGHT, LEFT 
LEN 

addition or string concatenation 
integer operations 
string or integer comparison 
arithmetic shift left and right 
logica l shift right 
conversion between strings and integers 
(bitwise) logical operators 
substring extraction 
string length 

You can also use brackets. 

* Eva) expression 

*Ex lists all the objects in a directory (by default the current directory) together 
with their corresponding file information. 

*Ex [directory] 

*Exec instructs the operating system to take its input from the specified file. If no 
parameter is given, the cu rrent exec file is closed. 

* Exec [filename] 

*Filelnfo 

*Filelnfo gives full fi le information for the specified object(s). 

*Fileinfo object_spec 

*Filer _Action 

*Filer_Action is used to start a Filer_Action task running. This command is 
intended for use only within desktop applications. 

*Fi ler Action 



Star command summaries 

*Filer _Boot 

*Filer_Boot boots the specified desktop application by running its !Boot fi le. 

*Filer Boo t application 

*Filer_ CloseDir 

*Filer_CioseDir closes a directory display on the Desktop. and any of its 
sub-directories. 

*Filer CloseDir directory 

*Filer_ OpenDir 

*Filer_OpenDir opens a directory display o n the Desktop Switches are: 

Switch Alternative Meaning 

-Smal l icons -si display small icons 
Large Icons - li display large icons 
Ful l Info -f i display full information 
Sor t ByName - sn display sorted by name 

-sortByType -st display sorted by type 
-SortByDate - sd display sorted by date 
-SortBySize -ss display sorted by size 

Each parameter (in the syntax) below- except for the switches - ca n be preceded 
by a keyword: 

Keyword Alternative Precedes parameter 

-directory -dir directory 
-topleftx -xo X 

-toplefty -yl y 
-width -w width 
-height -h height 

*Filer _OpenDir director y [x y [wid th height) ) (switches] 

*Filer_Run 

*Filer_Run performs the equivalent of double~clicking on an object in a directory 
display. 

*Fi ler Run object 
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*Filters 

*Filters lists all currently active pre- and post-Wimp_Poll filters. 

*Filters 

*FontCat 

*FontCat lists the fonts available in FontSPath, or in the given directory. 

*FontCat (directory) 

*Fontlnstall 

*Fontlnstall adds a directory to the list of those scanned for fonts. It also rescans 
the directory, even if it was already known to the Font Manager. 

*Fontinstall [directory] 

*Fontlibrary 

• FontLibrary sets a directory as the font library, replacing the previous library in 
the list of those scanned for fonts. 

*FontLibrary directory 

*Fontlist 

*FontList displays the fonts in the font cache, its size. and its free space. 

*FontList 

*FontRemove 

* FontRemove removes a directory from the list of those scanned for fonts. 

*FontRemove [directory] 

*Format 

*Format prepares a new floppy disc for use. or erases a used disc for re-use. 

Formats are: 

F 1.6M 
E 800K 
D 800K 
L 640K 

DOS/0 1.44M 
DOS/M 720K 
DOS/H 1.2M 

RISC OS 3 
RISC OS 
Arthur 1.2 
all ADFS 

MS-DOS 3.20 
MS-DOS 3.20 
MS-DOS 3 

77-entry directories. new map 
77-entry directories. new map 
77-entry directories. old map 
47-entry directories. old map 

double sided high density 3 '12" disc 
double sided 3'h" disc 
double sided high density 5 IJ4" disc 



*Free 

*FS 
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DOS/N 360K MS-DOS 2, 3 double sided 3lf.!'', 5 l/4" disc 
DOS/P l80K MS-DOS 2, 3 single sided 5lf4" disc 
DOS!f 320K MS-DOS I, 2, 3 double sided 5 l/4" disc 
DOS/U 160K MS-DOS I , 2, 3 single sided 5 l/4" disc 

Atari/M 720K Atari ST double sided 3 lf2" disc 
Atari/N 360K Atari ST single sided 3112" disc 

The centre column gives the earliest version of the operating system that these 
formats are compatible with. Early models of RlSC OS computers ca nnot use 
DOS/H. DOS/0 and F formats. RlSC OS 2 only supports L, D and E formats. 

The default is to use F-format if possible; otherwise E-format is used. 

*Format drive [format [disc_name]] [Y) 

*Free displays the total free space remaining on a disc. For NetFS, *Free displays a 
user's total free space, as well as the total free space for the disc. 

*Free [disc_spec] 

*Free [: file_server) [user_ name] (NetFS syntax) 

*FS selects the current file server. restoring that file server's context (for example, 
its current directory). If no argument is supplied. information is given about your 
current file server, followed by any non-current servers. 

*FS [ [:]file_ server] 

*FSLock_ ChangePassword 

*FSLock_ChangePassword changes the password needed to unlock the system. 

*FSLock_ChangePassword [FSName] [New[New[Old]]] 

*FSLock_Lock 

*FSLock_Lock locks the computer against modification 

*FSLock Lock 

*FSLock_ Status 

*FSLock_Status reports on whether a filing system is currently locked or unlocked. 

*FSLock Status 
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*FSLock_Unlock 

*FX 

*Go 

*GOS 

*Help 
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*FSLock_Unlock unlocks the currently locked filing system when given the right 
password If the -full flag is not given. then the filing system is only unlocked until 
the next reset of the computer. 

*FSLock Unlock 

*FX calls OS_Byte to alter status variables. and to perform other closely related 
actions 

*FX reason code [[,) rl [[,] r2]] 

*Go calls machine code at the given address (default &8000). passing it an 
optional environment string. 

*Go [hexadecimal_address] [ ; environment ] 

*GOS calls command line mode. and hence allows you to type • Commands. 

*GOS 

• Help gives brief information about each command. There are also some special 
keywords: 

*Help Commands 
*Help FileCommands 

*Help Modules 

*He l p Station 

*Help Synt:ax 

*Help (keyword) 

lists all the available utility commands 

lists all the commands relating to filing 
systems 

lists the names of all currently loaded 
modules. with their version numbers and 
creation dates 

displays the current network and station 
numbers of your machine 

explains the format used for syntax 
messages 



*lam 
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*I am selects NetFS and logs you on to a file server. Your user name and password 
are checked by the file server against the password file before al lowing you access. 

*I a:n ( (:I Lili.'_l.lerver_number I: file_servor_name) user _name ll: Return , password) 

*Icon Sprites 

*If 

*lconSprites merges the sprites in a file with those in the Wimp sprite area. 

*IconSprites filename 

*If conditionally executes a • Command. depending on the value of an expression. 

*If expression Then command [Else command] 

*Ignore 

*Ignore sets the printer ignore character 

*Ignore [ASCII_code] 

*lnetlnfo 

• Inetlnfo displays information and statistics about the current state of the Internet 
module, which forms a part of the AUN software. 

*Inetlnfo 

*lnetConfig 

*Info 

*lnetConfig changes the allocation of internal buffers. 

*InetConfig n 

*Info gives file information for the specified object(s). 

*Info object_spec 

*lnitStore 

*lnitStore fills user memory with the specified value or register value. or with the 
value &E6000010 (which is an illegal instruction) if no parameter is given 

*InitStore [valuelreg] 
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*Key 

*Key assigns a string to a function key. 

*Key keynumber [string] 

*Keyboard 

*LCat 

*LEx 

*Lib 

*List 

*Keyboard selects the appropriate keyboard layout for a given country. With no 
parameter. this command displays the currently selected keyboard layout 

*Keyboard [country_name] 

*LCat lists all the objects in the named library subdirectory (by default the current 
library). 

*LCat [directory] 

*LEx lists all the objects in the named library subdirectory (by defau lt the current 
library) together with their fi le information. 

*LEx [di rectory) 

*Lib selects a directory (the defau lt is filing system dependent) as the current 
library on a filing system. 

*Lib [directory] 

*List displays the contents of the named file using the configured DumpFormat. 
Each line is numbered 

*List [-File) filename [ -TabExpand) 

*ListFS 

*ListFS displays a list of the file servers which NetFS is able to recognise. The 
optional argument forces the list to be updated before it is displayed. 

*Li slFS [ - force ] 
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*ListPS 

*Load 

*ListPS lists all the currently available printer servers, optionally showing their 
status as well. 

*ListPS [ · full ] 

*Load loads the named file. The optiona l load address is in hexadecimal. 

*Load filename [load_addr] 

*LoadFontCache 

* LoadFontCache loads a file that was previously saved using *SaveFontCache back 
into the font cache. 

*LoadFontcache filename 

*LoadModeFile 

*LoadModeFile reads screen mode definitions from the given file and makes these 
the current screen modes. 

*LoadModeFi l e filename 

*Logon 

*Map 

*Logon logs you on to a file server. Your user name and password are checked by 
the file server against the password file before allowing you access. 

*Logon [ [: 1 file_server _number I: file_server_name) user name [ r: .~eturn) pass•;ord) 

*Map displays a disc's free space map. 

*Map [disc_spec] 

*Memory 

*Memory displays the values in memory, in bytes if the optional B is given, or in 
words otherwise. 

*Memory [B ] addrllregl 
*Memory [B] addrllregl [+l · laddr2lreg2 
*Memory [B) addrllregl +I · addr2lreg2 +addrJ i regJ 
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*Memory A 

*MemoryA displays and alters memory in bytes. if the optional B is given. or in 
words otherwise. 

*MemoryA [B) addr l regl [valuelreg2 ] 

*Memory! 

*Memory! disassembles memory into ARM instructions. 

*Memory! addrllregl 
*Memoryi addrllregl [+l-]addr2lreg2 
*Memory I addr 11 regl + I -addr 21 reg2 +addr Jl regJ 

*Model list 

*ModeiList lists al l the loaded colour models. 

*Model List 

*Modules 

*Modules displays information about all installed relocatable modules 

*Modt...les 

*Mount 

*Mount prepares a disc for general use by setting the current directory to its root 
directory, setting the library directory (if it is currently unset) to $.Library, and 
unsetting the User Root Directory. For NetPS. *Mount selects a disc from the file 
server by setting the current directory, the library directory and the User Root 
Directory 

*Mount ldisc_spec] 

*Mount [:]disc_spec (NetFS syntax) 

*NameDisc 

*NameDisc (or alternatively, *NameDisk) changes a disc's name. 

*NameDisc disc_spec new name 

*Net 

*Net selects the Network Filing System as the current filing system. 

*Net 
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*NetMap 

*NetMap displays the current AUN map table either for the specified net. or for all 
nets if no parameter is specified. The map table shows the net number of each net, 
its name. and its Internet address. 

*NetMap n 

*NetStat 

*NetStat displays the current status of any network interface(s) configured for 
AUN. The optional parameter a gives extra information, including traffic counters 
and fulliP addresses 

*NetStat n 

*NetProbe 

*NoDir 

*Nolib 

*NetProbe reports if a remote station is accessible and active. and hence can be 
reached from the local station and network. This command does so by sending a 
control message to the specified station and awaiting a reply. 

*NetProbe n 

• NaDir unsets the current directory. 

*NoDi r 

*NoLib unsets the library directory. 

*No:..ib 

*NoURD 

*Obey 

*NoURD unsets the User Root Directory (URD). 

*NoURD 

*Obey executes a file of • commands. Argument substitution is performed on each 
line, using parameters passed in the command With the v option, each line is 
displayed before execution. With the -c option. the file is cached and executed 
from memory 

*Obey ( ( -v) [ -c] [filename [parameters]]] 
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*Opt4 

*Pass 

*Pin 
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*Obey2 checks !Boot and ! Run files before passing them to the Obey module for 
execution. 

*Obey2 [*Obey parameters] 

*Opt t sets the fi ling system message level (for operations involving loading. 
saving or creating a file) for the current filing system: 

*Opt 1 , 0 

*Opt - 1 
' ... 

*Opt 1,2 

*Opt 1, 3 

*Opt ::. [ [ , ] n] 

No filing system messages 

Filename printed 

Filename. hexadecimal addresses and length printed 

Filename. and either date stamp and length, or 
hexadecimal load and exec addresses printed 

*Opt 4 sets the boot action for the current filing system: 

*Opt 4,0 No boot action 

*Opt 4,1 *Load boot file 

*Opt 4,2 *Run boot file 

*Opt 4,3 *Exec boot file 

*Opt 4 [ [, J nJ 

•Pass changes you r password on your current fileserver 

*Pass [old_password [new_password]] 

• Pin adds a file, application or d irectory to the desktop pin board. positioning its 
icon at the given coordinates (in OS units). 

*Pin object x y 
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*Pin board 

*Pinboard initialises the pinboard. removing any existing pinned icons and 
backdrop. 

*Pinboard [-Grid] 

*PipeCopy 

*PipeCopy copies a file one byte at a time to one or two output files. 

*P i peCopy source file destination filel [destination_file21 

*Poduleload 

Copies a file into an expansion card's RAM. 

*PoduleLoad expansion_ card_number filename [offset] 

*Podules 

*Podules displays a list of the installed expansion cards and extension ROMs. 

*Podules 

*PoduleSave 

• PoduleSave copies an expansion card's ROM into a file 

*PoduleSave expansion_card_number filename size [offset] 

*Pointer 

*Print 

*PS 

*Pointer turns the mouse pointer on or off. 

*Pointer [0 Ill 

*Print displays the contents of the named file by sending each byte to the VDU. 

*Pr in t filename 

•ps changes the default printer server. checking that the new one exists. 

*PS printer_server 
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*QSound 

*QSound generates a sound after a given delay. 

*QSound channel amplitude pitch duration beats 

*Quit 

*Quit exits from the current application. 

*Quit 

*Ram 

*Ram selects the RAM filing system as the current filing system 

*Ram 

*Remove 

*Remove erases a single named file or empty directory. No error message is given 
if the object does not exist. 

*Remove filename 

*RemoveTinyDir 

*RemoveTinyDir removes a file, application or directory icon that was previously 
placed on the icon bar by a *AddTinyDir command. If no pathname is given. all 
such icons are removed from the icon bar. 

*RemoveTi nyDir [object] 

*Rename 

*Rename changes the name of an object. within the same storage unit 

To move objects between discs or filing systems, use the *Copy command with the 
D(elete) option set. 

*Rename object new name 

*ResourceFS 

*ResourceFS selects the Resource Filing System as the current filing system. 

*ResourceFS 
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*RMCiear 

*RMCiear deletes al l relocatable modules from the module area. Use this 
command only with extreme caution. as it is so drastic in its effects. 

*RMClear 

*RMEnsure 

*RMEnsure checks that a module is present and is the given version (or a more 
recent one). The command is executed if this is not the case. 

*RMEnsure module titl e version number [command] 

*RMFaster 

*RMFaster makes a module faster by copying it from ROM to RAM. 

*RMFaster module title 

*RMinsert 

*RMinsert reverses the action of a previous *Unplug command, but without 
reinitialising any modules. 

*RMinser t module title [ROM_section] 

*RMKill 

• RMKill deactivates and deletes a relocatable module. Use this command only 
with extreme caution, as it may be drastic in its effects. 

*RMKil l module_ title [%instant iation] 

*RMLoad 

*RMLoad loads and initialises a relocatable module. 

*RMLoad fi l ename [module_ init_s t ring] 

*RMRelnit 

• RMRelnit reinitialises a relocatable module, reversing the action of any previous 
*RMKill or *Unplug command. Use this command on ly with extreme caution. as it 
may be drastic in its effects. 

*RMRe i nit module t i tle [module_ init_string] 
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*RMRun 

• RMRun runs a relocatable module. first loading and initialising it if necessary. 

*RMRun filename 

*RMTidy 

*RMTidy is no longer used and using this command has no effect 

*RMTidy 

*ROM Modules 

*Run 

*Save 

*ROMModules displays information about all relocatable modules currently 
installed in ROM. 

*ROMModules 

•Run loads and executes a file. optionally passing a lisl of parameters to it. 

*Run filename [parameters] 

• Save copies the given area of memory to the named file. The length and addresses 
are in hexadecimal. 

*Save filename start addr end addr [exec_addr [load_addr]) 
*Save filename start addr +length [exec_addr [1oad_addr)) 

*SaveFontCache 

•saveFontCache saves the current contents of lhe font cache to a file. 

*SaveFontCache filename 

*SChoose 

•schoose selects a sprite from the system sprite area for use in subsequent sprite 
plotting operations. 

*SChoose sprite_name 
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*SCopy 

*SCopy makes a copy o f the source sprite within the system sprite area, and 
renames it as the destination sprite. 

*SCopy source_sprite_name dest_ sprite_name 

*Screen load 

*ScreenLoad loads the contents of a sprite file into the graphics window. 

*ScreenLoad filename 

*Screen Save 

*SCSI 

*ScreenSave saves the contents of the graphics window and its palette to a fi le. 

*ScreenSave filename 

*SCSI selects the SCSI Filing System as the current filing system. This command is 
only available if you have a SCSI expansion card fitted. 

*SCSI 

*SDelete 

*SDisc 

*Set 

*SDelete deletes one or more sprites from the system sprite area. 

*SDelete spr i te_namel [spr i te_name2 ... ] 

*SDisc selects a disc from the current file server by setting the current directory, 
the library directory and the User Root Directory. 

*SDisc [:) disc_spec 

*Set assigns a string va lue to a system variable. 

*Set varname value 

*SetEval 

*SetEval evaluates an expression and assigns its value to a system variable. 

*SetEval varname expression 
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*SetMacro 

*SetPS 

•setMacro assigns an expression to a system variable. The expression is evaluated 
each time the variable is used. 

*SetMacro varname expression 

*SetPS changes the default printer server. without checking that the new one 
exists. 

*SetPS printer_server 

*Set Type 

•setType sets the file type of the named file to the given textua l file type or 
hexadecimal number. If the file does not have a date stamp, then it is stamped with 
the current time and date. 

The command *Show ri le$Type* displays a list of valid file types. 

*SetType filename file_type 

*SFiipX 

*SFlipX reflects a sprite in the system sprite area about its x axis. 

*SFlipX sprite_name 

*SFiipY 

*SGet 

*SFlipY reflects a sprite in the system sprite area about its y axis. 

*SFlipY sprite_name 

*SGet gets a sprite from a rectangular area of the screen. defined by the two most 
recent graphics positions (inclusive). and then saves it in the system sprite area. 

*SGet sprite_name 

*Shadow 

•shadow sets which bank of screen memory is used on subsequent mode changes. 

*Shadow [0 llJ 
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*SheiiCLI 

*ShellCLI invokes a command shell from a Wimp program, starting it as a Wimp 
task. 

*ShellCLI 

*SheiiCLI_ Task 

*SheiiCLI_Task runs an application in a window. This command is intended for use 
only within desktop applications. 

*She.UCLI_ TaskQuit 

*Show 

*SheiiCLI_TaskOuit qu its the current task window. This command is intended for 
use only within desktop applications. 

*Show displays the name. type and current va lue of any system variables matching 
the name given. If no name is given, all system variables are displayed. 

*Show [variable_spec] 

*ShowFree 

*ShowFree shows within a desktop window the amount of free space on a device. 

*ShowFree -fs fs name device 

*ShowRegs 

*Shut 

*ShowRegs displays the register contents for the saved state. 

*ShowRegs 

*Shut closes all open files on all fi l ing systems. 

*Shut 

*ShutDown 

*ShutDown closes all open files on all filing systems, logs off all NetFS file servers 
and parks hard disc heads. 

*ShutDown 
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*Sinfo 

*Slist 

•s1nfo displays information on the system sprite workspace 

*Sinfo 

•sust lists the names or all the sprites in the system sprite area 

*SList 

*SLoad 

*SLoad loads a sprite file into the system sprite area. 

*SJ.oad filename 

*SMerge 

*SNew 

•sMerge merges the sprites in a file with those in the system sprite area. 

*SMerge filename 

•sNew deletes all the sprites in the system sprite area 

*SNew 

*Sound 

•sound generates an immediate sound. 

*Sound channel amplitude pitch duration 

*Speaker 

*Spool 

•speaker turns the internal speaker(s) on or o ff. 

*Speaker On JOff 

•spool sends everything appearing on the screen to the specified file. If no 
filename is given. the current spool file is closed. 

*Spool [filename] 
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*SpooiOn 

*SpooiOn adds everything appearing on the screen to the end of an existing file. If 
no filename is given, the current spool file is closed. 

*Spoolon [filename ] 

*SRename 

*$Rename renames a sprite within the system sprite area. 

* SRename old_sprite_name new_sprite_name 

*SSave 

•ssave saves the system sprite area as a sprite fi le. 

*SSave filename 

*Stamp 

*Stamp sets the date stamp on a file to the current time and date. If the file has not 
previously been date stamped. it is also given file type Data (&FFD). 

*Stamp filename 

*Status 

*Status displays the value of a configuration option in the CMOS RAM. If no option 
is specified, the values of all configuration options are shown. 

*SLaLus [option] 

*Stereo 

*Stereo sets the position in the stereo image of a sound channel. 

*Stereo channel position 

*TaskWindow 

*TaskWindow starts a background task, which will open a task window if it needs to 
get input. or to output a character to the screen. 

*Tasklo'li:1dow ( command) ( ( Vlimps:oLl nKl r [ · name' taskname) [-c t rlJ 
: d.isplayl (-quit I ( - task &xxxxxxxx: [ ·txt &xxxxxxxx) 
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*Tempo 

*Tempo sets the Sound system tempo. 

*Tempo tempo 

*Territories 

*Time 

*Territories lists the currently loaded territory modules. 

*Terr itories 

*Time displays the day. date and time of day. 

*Time 

*TooiSprites 

*TooiSprites merges the sprites in a file with those in the Wimp's pool of border 
sprites, which are used to redraw window borders. 

*ToolSprites filename 

*Tuning 

*TV 

*Type 

*Tuning alters the overall tuning of the Sound system. A value of zero resets the 
default tuning 

*Tuning relative_change 

*TV adjusts the vertical screen alignment and screen interlace. 

*TV [vert_align[ [, ]interlace)) 

*Type displays the contents of the named file using the configured DumpFormat. 

*Type (-File) filename [ -TabExpand) 

*Unplug 

*Unplug kills and disables all copies of a ROM resident module. If no parameters 
are given. the unplugged ROM modules are listed. 

*Unplug [modul e_ title [ROM_section) ) 



*Unset 

*Up 

*URD 

*Verify 

•unset deletes a system variable. 

*Unset variable_spec 

Star command summaries 

*Up moves the current directory up the directory structure by the specified number 
of levels. 

*Up [levels ] 

*URD sets the User Root Directory (URD). If no directory is specified. the URD is set 
to the root directory. 

*URD [directory] 

*Verify checks that the whole disc (by default the current disc) is readable. 

*Verify [disc_spec] 

*Voices 

*Voices displays a list of the insta lled voices by name and number, and shows 
which voice is assigned to each of the eight channels. 

*Voices 

*Volume 

*Volume sets the maximum overall volume of the Sound system. 

*Vo lume volume 

*Vrmload 

•vrmload tests the integrity of the module chain before loading a module. 

*Vr mload filename 

*Vrmrun 

*Vrmrun tests the integrity of the modu le chain before running a module. 

*Vrmrun filename 
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*WimpKiiiSprite 

*WimpKiiiSprite removes a sprite from the wimp sprite pool. 

*WimpKillSp rite spritename 

*WimpMode 

*WimpMode changes the current screen mode used by the Desktop. 

*WimpMode screen mode 

*WimpPalette 

*WimpPalette uses a palette file to set the Wimp's colour palette. 

*WimpPalette filename 

*WimpSiot 

*WimpSiot changes the memory allocation for the current and (optiona l ly) the 
next Wimp task. 

*IIV.i.mpS l ot [-min ) minsize(K) ( - max maxsize fK)) [-next nexts i ze [K)) 

*Wimp Task 

*WimpTask starts up a new task from within another task. 

*WimpTask command 

*WimpWriteDir 

*Wipe 

*WimpWriteDir sets the direction of text entry for writeable icons to either the 
default for the current territory, or the reverse of that. 

*WimpWrite Dir Oi l 

*Wipe deletes one or more objects that match the given wildcard specification. 
Options are taken from the system variable Wipe$0ptions, and those given to the 
command. 

Options (use·-· to force off, e.g. -C) 

C(onfirm) Prompt for confirmation of each deletion 
F(orce) Force deletion of locked objects 
R(ecurse) Delete subdirectories and contents 
V(erbose) Print information on each object deleted 

*Wipe object_spec [ (-]options] 

Default 

ON 
OFF 
OFF 
ON 
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Appendix A: Getting the best out of 
2MB, 3MB and 4MB computers 

A corn computers have come a long way since the tirst BBC Model A, with 16KB ot 
.l"l. RAM. A 2MB RISC OS computer has 128 times as much memory However. at 
the same time. applications have become a lot more powerful and some can use 
up a large part of your computer's memory, making it hard to get the best 
advantage of the multi-tasking facilities offered by RISC OS. 

This appendix therefore presents some suggestions for getting the best out of 
2MB. 3MB and 4MB computers. 

Resetting the computer 

Some applications require the loading of software extensions to the operating 
system. When you remove such an application from the icon bar. it may leave some 
or all of these extension behind, since they may be needed by another application. 
However. when you are very short of space. this behaviour- normally helpful- may 
mean that you do not have enough space for the next application 

It is therefore a good idea to reset the computer before attempting to load an 
application that will need almost all the computer's RAM. Before doing this. make 
sure you save any work you have done. as it is lost from the computer's memory 
when you reset. To reset the computer. press Ctri-Break. Then load the application 
you want to use 

If you have a 2MB computer that runs some applications each time you switch on. 
you can save memory not starting up these applications The chapter Modifying the 
system start-up configuration on page 139 shows you how to do this. 
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Choice of screen display 

Choice of screen display 

You can save some memory by using a screen display that does not use much 
memory To do this you should typically on ly use a 16 colour screen display and 
use a relatively low resolution typically not more than 640 x 480. 

Opening directory displays 

Printing 

When you open a display for a directory containing applications, the computer 
loads the applications' sprite files, which then occupy some of the computer's 
memory. For example, if you have a hard disc and you keep a lot of applications in 
a single directory, their sprites might take up as much as 30K. If you are very short 
of memory. you cannot afford to waste this space and you should therefore not 
open directories containing applications you do not want to use. To achieve this. 
keep your applications - especially those with large sprite files - in separate 
directories. 

If you hold down Ctrl when opening a directory by double-clicking, the sprites used 
by any applications are not loaded into the sprite pool; this also saves memory 

If you do not intend to do any printing during your session, do not load the Printer 
manager. 

For non-PostScript printers. the printing process also requires memory to use as a 
buffer space; the more that is available for this, the faster printing will be. 

On non-PostScript printers, printing in landscape format uses more memory than 
printing in portrait format. 

If you are printing directly from an application you can quit the Printer manager; 
this saves some memory Note, you must start-up and then quit the Printer 
manager for this to work correctly. 

Optimising memory usage 
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Use the Task manager to display the computer's current memory usage. You can 
change any of the red bars to release as much memory as possible for applications. 
Candidates for reduction include 

• The Screen memory. 

• The Font cache (provided the application does not make extensive use of 
fonts; if redrawing the screen takes a long time, you have made the font cache 
too small) 



Getting the best out of 2MB, 3MB and 4MB computers 

• The System sprites: this can always be reduced to zero except when playing 
some games. 

• The Modu le area. 

Installing more memory 

Perhaps the easiest way to increase the usability of your computer is to add 
additional memory to your computer 

Installing video memory 
If you are using a computer that does not have any video RAM (VRAM) installed 
then you may benefit from adding some. especially if you use 2'56, 32 thousand or 
16 million colour display modes regularly (you ca n't display 16 million colours 
without VRAM). 

• VRAM speeds up the transfer of display information from the computer to the 
monitor dramatically. 

• VRAM frees the main processor from the overheads of managing the transfer of 
information to the monitor. This means that the processor can now spend 
more of its time processing information 

• VRAM also gives you access to improved screen display options; you can 
access more colours at greater resolutions. 
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Appendix 8: The Font manager 

RISC OS computers contain a range of fonts stored permanently in the 
computer's memory and on the disc. These fonts are used not only for 

displaying characters on the screen but also for printing (PostScript printers use 
their own bui lt-in fonts). The fonts are controlled by a part of the operating system 
called the Font manager. 

Most fonts can be used in any size and have ita lic and bold variants; some of them 
use proportiona l spacing. so that a narrow letter such as 'I' takes up less horizonta l 
space than a wide letter, such as 'M'. 

The Font manager 

The Acorn Font manager uses 'outline· fonts (like Draw fi les). where only the 
outline of each character is stored. When you request a font. the computer loads 
the outline font. scales it to the size you want. and fills in the outline. 

The Font manager is set up to provide a reasonable blend of screen quality and 
performance for the majority of users. However. it is possible to change the Font 
manager's settings to produce a system with different characteristics. These 
settings are described in this chapter. 

Anti-aliasing and hinting 

The Font manager uses two techniques to improve the quality of fonts. The first of 
these is the anti-aliasing. of screen displays. If the outline of a character passes 
partially through a pixel (a pixel is the smallest building block available on the 
monitor screen). a non-anti-a liasing font can only paint the whole pixel or none of 
it. The result is a jagged edge to the character. 

Anti-aliasing relies on an optica l trick: the jagged edges are smoothed out by the 
addition of extra pixels in intermediate colours. You can see how this is done by 
first typing some text in an Edit window (using a fairly small size- 12 or 14 point. 
say). or loading an Edit file. Press Menu. move the pointer to the Display 
submenu. and from there to the Fonts submenu. This will show a list of fonts 
available. Click on Trinity/Medium to display the text in an anti-aliased font. 

To examine the display more closely, use the !CloseUp application. 
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Matching font performance to your needs 

The Font manager also uses a second technique to improve the appearance of 
fonts, one that applies both to the screen and to printers. This is called hinting. The 
outline of the character being displayed (or printed) is subtly altered in ways that 
depend on the resolution of the image being produced. This is particularly effective 
when fonts are sca led, and when half-tones are not available, as on most printers. 

Font cacheing 

With each outline font that is requested, the computer calculates the bitmap font 
it needs to display the font at the desired size. It keeps as many of these bitmap 
fonts as it can in an area of memory ca lled the font cache. If the font cache is not 
large enough to hold the bitmaps of all the fonts that are in use at a given time. any 
extra fonts are loaded from the fili ng system as necessary. 

The outline fonts are converted into bitmap fonts (for the particu lar font size) 
because the computer can send these to the computer screen at a much faster rate 
than it can outl ine fonts. 

The computer attempts to retain in memory the fonts which are in greatest 
demand, but to do this requires some sophisticated guesswork Since this is not 
always totally successful (the computer cannot read your mind!) there is 
sometimes a delay as the font is loaded from the filing system and displayed on 
the screen. 

Matching font performance to your needs 
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There is inevitably a trade-off between speed and font appearance Since users· 
priorities and aesthetic judgements vary, RISC OS provides two ways of tailoring 
font performance to your needs and preferences. You can 

• change the size of the font cache 

• change the way anti-aliasing is done (or switch it off altogether) 

Changing the minimum size of the font cache .. 
Memory 

If you are using a lot of different fonts. you can increase the minimum size of the 
cache. so that the text is drawn more quickly. Th is is done by setting the Font 
cache in the Memory allocation screen of the !Boot application (to set it 
permanently) or by setting the Font cache size option in the Task Manager's Task 
display window (to set it for the current session only) 

Warning: The Font cache size set in the Memory allocation screen is overridden by 
the va lue given in your desktop boot file. If you change the Font cache size you 
must also save your desktop boot file again so that your change can take effect. 



The Font manager 

How to set the Default font cache and the Font cache limit using !Boot is explained 
in the chapter Setting the desktop configuration on page 117. 

The best size for the font cache depends on several factors: how much memory 
your computer has. whether you have a hard disc or not, and the number of 
different fonts you are currently using in an application. A computer with 4MB of 
memory can benefit from a cache of 256KB; with 8MB of memory this can be 
increased to 512KB, or more if needed. 

Allowing the font cache to grow 

If the size of the font cache is too small, the Font manager attempts to increase its 
size up to the maximum specified by the maximum font cache. If this happens it 
shrinks back to the normal current size as soon as any fonts can be discarded. The 
Font manager decides to do this rather than throw away cached blocks of currently 
'open' fonts. 

The value for the maximum font cache size can be set using the Font cache limit 
option on the Memory aUocatlon screen of !Boot 

!itJ ><1 'r Mer'f19{YJtllocation •' .. 
Screen memory 0 !_\ KBytes 

System heaprstack 0 I~ KBytes 

Module area 0 !.:..\ KBytes 

Font cache OD 1.' KBytes 

Font cache limit 0 (.,\ KB~tes 

System sprites 0 /;:. KBytes 

RAM disc 0 /'. KBytes 

Controlling anti-aliasing and hinting 

E 
Fonts 

The effects of anti-aliasing can be fine tuned using the Fonts screen in the !Boot 
application. Each parameter is specified in points and can be set for both screen 
and printer. 

Anti-alias 

You can use the Fonts window to place an upper limit on the size of anti-aliased 
fonts; fonts in larger sizes are printed without anti-aliasing. Larger fonts benefit 
less from anti-aliasing. and since a computed anti-aliased bitmap font occupies a 

493 



Matching font performance to your needs 

494 

lot more memory than a non-anti-a liased bitmap, for most purposes it is not worth 
displaying large fonts with anti-aliasing. This parameter is relevant only to the 
screen display. 

Cache bitmaps 

Anti-alias up to [32' I~ point 

Cache bitmaps up to fJ2. I_;, point 

Sub-pixel anti-aliasing 

horizontal up to I Off I~ point 

vertical up to roo /..1 point 

Desktop font 

Font IHomerton.Medium 

Drop new !Fonts here to ~ 
merge them with 1Fonts 11..].1!] 

Cancel ! 

Set 

This specifies the largest font size which is to be kept in the font cache as a bitmap. 
Fonts larger than this will be drawn from outlines directly to the screen without 
cacheing and without anti-aliasing. If it is set high, and you are using a few large 
fonts- for headlines, perhaps- they may take up all the font cache, flushing out 
smaller fonts. You may find it most efficient to set this value to the size of the body 
text in your document. 

Note: Cache bitmaps cannot be set to a value lower than the outline font point 
size. 

This parameter is relevant for the printer, especially if you are printing documents 
with a lot of text. Its ideal value depends on the screen display mode, printer type 
and the printer resolution. 

Sub~pixel anti-aliasing 

This controls a refinement of anti-aliasing in which four separate versions of each 
character are retained. This can have a beneficial effect on the quality of characters 
at small sizes. This parameter is relevant only to the screen display; it does not 
affect printing. 



The Font manager 

If you use this option you should increase your font cache by four times to store 
the extra font shapes needed. Jf you don't, your system performance may be 
adversely affected. 

Troubleshooting 

E 
Fonts 

Printing 

If every repaint on the screen causes intensive disc and hourglass activity, then the 
font cache may be too small to hold the range of fonts you are trying to use. In 
these circumstances, try the following: 

Increase the size of the font cache using the Task manager!rask display 
window. The addition of even small amounts of cache can often improve 
things dramatically. 

2 Reduce the maximum size for anti-aliasing. This will enable the font cache to 
be used more economically with a large number of fonts. You should not 
normally reduce the maximum anti-aliasing size below 12points. 

3 Reduce the maximum height of cached bitmaps value. This shou ld reduce disc 
activity, but the action of painting on the screen will become much slower. 

When printing, there are connicting requirements for memory. The Font manager 
needs memory to cache fonts. and the printer driver needs memory to build up a 
page image to send to the printer. As both of these affect printing speed. you will 
have to experiment to find the optimum. Typically, more memory given to the font 
cache (or maximum font cache option) results in quicker printing. 

The maximum height of cached bitmaps affects whether fonts are cached when 
printing. If this value is smaller than your typical body text size, there may be a very 
long pause at the start of each printed page, as all the characters on the page are 
rendered from the outline form. 

As a general rule these remarks do not apply to PostScript printing, which operates 
in a different way. 
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Appendix C: Configuration information 

Using a desktop boot file enables you to specify exact ly how your computer 
starts up, so that the applications you most common ly use are available as 

soon as you switch on. You can also control the way these applications behave by 
setting options with in the desktop boot fi le. This appendix describes these 
options. 

This appendix assumes that you know how to generate and edit the contents 
of the Desktop boot file stored within the !Boot application (see page 
page 139). The information in this chapter Is not needed for general operation 
of the computer and should only be used with care. 

Alarm configuration 
If you create a Desktop boot file whi le Alarm is running, it will incorporate any 
changes you have made to certain user preferences in a line beginning 

Set Alarm$0pt ions 

Alarm$0ptions 

AlarmSOptions also uses the values of - timeout. -weekwork and -format to set up 
Alarm. It is, however, much easier to set these using the Alarm setup window and 
then to save a Desktop boot file than to edit these options directly. 

AlarmSOptions controls the format of the time and date display on the icon bar 
when the Display format is set to User defined. By default, it is 

- format %z12:%mi:%se %pm . %zdy/% zmn/%yr 

This will produce displays like this: 

12:12:32 pm. 23/1/90 
I : 15:30 am. 1/12/89 

For full information on time and date formats. see the next section. 

Time and date display formats 

The date and time format can be set by giving the system variable AlarmSOptions 
a string made up of t ime and date variables as listed below. You can also enter 
these options in the !Alarm Setup window in the User defined field. 
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Paint configuration 

Name Value Example 

%se seconds 59 

%mi minutes 05 

%12 hours in 12 hour format 07 

%24 hours in 24 hour format 23 

%am or%pm 'AM' or 'PM' pm 

%we weekday, in full Thursday 

%w3 weekday, in three characters Thu 

%wn weekday, as a number 5 

%dy day of the month 01 

%st 'st', 'nd', 'rd' or 'th' st 

%mo month name. in full September 

%m3 month name. in three characters Sep 

%mn month as a number 09 

%ce century 19 

%yr year within century 87 

%wk week of the year, Mon to Sun 52 

%dn day of the year 364 

%0 insert an ASCII 0 zero byte 

%% insert a% 

Numbers are generated as a fixed width with leading zeros (e.g. %mi can give a 
result of 05). To remove leading zeros. prefix the code with a z (e.g. %zmi gives a 
result of 5). 

Plain text can also be included in the variable string; for example 

%we the %dy%st %m3 %yr 

would display in the form: 

wednesday the 21st J an 84 

Paint configuration 
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You may wish to change some aspects of the way new Paint windows appear when 
you first open them. For example. a new window normally opens with zoom 
magnification set to I: I, but you may prefer to have the Zoom option set to 2.1 
each time you start Paint. 

You can set features of this type by setting up Paint as you wish to use it, then save 
these features in a Desktop boot file. 



Configuration information 

There are several features of Paint that you can set before saving a Desktop boot 
file. so that they are set up the way you want them each time you switch on. The 
Paint features that will be recorded when you go through this process are known as 
Paint$0ptions. 

Saving display features 

Any Paint display features that you set before creating your boot file will be saved. 
so that the computer not only loads Paint. but sets the display features you have 
chosen. 

If you wish to set the Paint display features. without running Paint itself. follow 
these steps: 

I Create a Desktop boot file. 

2 Load the resu lting file into Edit by dragging it onto the Edit icon (not by 
double-clicking: this will run the file). 

3 Search for the line which runs Paint: this will read something like 

Run Resources : $.Apps. !Paint 

4 Delete that line and save the !Boot file again . 

(Leave the l ine starting 

Set Paint$0ptions 

unchanged.) 

Customising the Desktop boot file 

If you change some of Paint's display features and then create a Desktop boot fi le 
using the Task manager. you can load the file into Edit to examine it. You will find 
a line reading 

Set Paint$Options ... 

where the string of letters and numbers corresponds to the display features you 
have selected. 

Here are two examples 

Set Paint$0ptions DFW C+ T + G7 

This means show full info. use desktop colours. colours window and toolbox on. 
grid displayed in black (colour 7). 

Set Paint$0ptions DDS CST- Z4 : 1 

This means show drawing and name. use BBC colours. sma ll colours window on. 
toolbox off. zoom factor 4: I. 
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Paint configuration 

If you create a Desktop boot file automatically, you may still want to edit it later. 
The following list of options therefore shows the parameters for Set PaintSOptions. 

Letter feature controlled Values Possible Meaning 

D Sprite file window D or F Drawing and name or Full info 
display 

WorB Desktop colours on (Wimp) or 
off (use BBC colours) 

c Colours displayed +or- Colours window on or off 
when new sprite L Small colours off 
window opened s Small colours on 

T Toolbox displayed +or- Toolbox on or off 
automatically 

z Defau lt zoom factor a :b Specifies zoom factor 

G Automatic grid d isplay +or- Grid on or off (at zoom factors of 4: I 
n or above): n specifies colour for 

the grid 

If you have not changed any settings for Paint, the line will appear in your Desktop 
boot file as: 

Set Paint$0ptions "" 

Default values 

500 

Default va lues for Paint are: 

DDW C+L T+ Zl : lG+7 

• DDW Show drawing and name, use desktop colours. 

• C+L Display colours window (normal size) when a sprite is loaded. 

• T+ Display toolbox when Paint is loaded. 

• Zl: 1 Zoom 1:1 (normal size). 

• G+7 Grid on with black grid lines. 

When ed iting the Desktop boot file. you should make sure that the PaintSOptions 
line is placed before the line the that runs the Paint application. 
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SciCalc configuration 
Saving a Desktop boot file will save your SciCalc configuration, however you may 
wish to change some aspects of the way Sci Calc operates. For example, the 
position of the SciCalc window when it is opened, the number base it uses and the 
angle mode it uses. 

These features are stored by setting up SciCalc as you wish to use it. and then 
saving the Desktop boot file. 

Customising the Desktop boot file 

The SciCalc window can be opened at a chosen place on the screen by editing your 
Desktop boot file and inserting the system variable SciCalc$Window. For example: 

Set SciCalc$Window 700,900 

The numbers are the x andy graphics coordinates for the bottom-left corner of the 
displayed window. 

You can also choose a particular base and trigonometric mode in which SciCalc is 
to start. by setting SciCalcSOptions. for example 

Set SciCal c$0ptions 2 ,1 

The first number specifies the base, the second the mode. Allowed values are 

Base - I Decimal 

Mode - I Radians 

2 Binary 

2 Degrees 

3 Octal 4 Hexadecimal 

3 Gradians 

The last example sets the base to binary and the trigonometric mode (used when 
you next change to decimal base) to radians. The default values are l ,2- decimal 
and degrees. 

Pinboard configuration 
Saving a Desktop boot file will save the exact configuration (including the icons 
and the backdrop) of your Pin board. It does not save information about iconised 
application windows. 

Add one or more of the following lines to the Desktop boot file: 

Pinboard -Grid 

Pinboard 

Starts the Pinboard with grid lock. 

Starts the Pinboard without grid lock. 
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Backdrop filename Gives the filename of the sprite to be used 
as a Pin board backdrop, for example 

Backdrop adfs: :4.$.alfalfa 

Makes a backdrop by displaying the sprite 
alfalfa. 

Backdrop filename -Scale Scales the sprite so that it covers the 
background completely. 

Backdrop filename -Centre Centres the sprite so that it keeps its 
proportions. 

Backdrop filename -Tile Makes enough copies of the sprite to cover 
the background completely. 

Pin filename position Gives the position of an icon on the 
background, for example 

Pin Resources:$.Apps. !Configure 
350 500 

puts the !Configure icon on the background 
at position 350 500 (given in OS units). 



Configuration information 

Edit configuration 
You may wish to change some aspects of the way new Edit windows appear. For 
example, a new window normally opens using black text on a white background, 
but you may prefer to have blue text on a red background ready to use each time 
you start Edit. 

You can set features of this type by setting up Edit just as you wish to use it, then 
save these features by saving a Desktop boot file 

There are several features of Edit that you can set before saving a Desktop boot file. 
so that they are set up the way you want them each time you switch on. The Edit 
features that will be recorded when you go through this process are known as 
EditSOptions. 

Saving display features 

Any Edit display features that you set before creating your boot file will be saved. 
so that the computer not on ly loads Edit, but sets the display features you have 
chosen. 

If you wish to set the Edit display features each time you start your computer, 
without running Edit itself. follow these steps: 

I Create a Desktop boot file. 

2 Load the resulting! Boot file into Edit by dragging it onto the Edit icon (not by 
double-clicking: this will run the !Boot file). 

3 Search for the line which runs Edit: this will read something like 

Run Resources:$.Apps. !Edit 

4 Delete that line and save the !Boot file aga in. 

(Leave the line starting 

Set Edit$0ptions 

unchanged.) 

Customising the Desktop boot file 

If you change some of Ed it's display features and then create a Desktop boot file 
using the Task manager. you can load the fi le into Edit to examine it. You will find 
a line reading 

Set Edi t $0p t ions ... 

where the string of letters and numbers corresponds to the display features you 
have selected. (If you have not changed any display features. no Edi t$0p t ions 
line will appear in your boot file.) 
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Here are two examples: 

Set Edit$0ptions F13 BO ws H12 NTrinity.Medium 

This sets the text colour to ol ive green (colour 13) on a white background (colour 
0). the font width and height to 8 and 12 points respectively, and the font to Trinity 
Medium 

Set Edit$0ptions FS D NCorpus .Medium 

This sets the text colour to dark blue. leaving the background white, switches word 
wrap on. and sets the font to Corpus Medium. 

If a font name is specified it must appear last in the list of Edit$0ptions. 

The table below identifies the display features that wi ll be recorded when you do 
this, and provides a reference for those who may wish to create their own boot fi le 
without using the Desktop boot facility, or who may wish to edit a boot file after 
creating it. 

Letter Feature specified Default 

F Foreground (text) colour 7 (black) 
B Background 0 (white) 
w Font width 10 
H Font height 10 
M Left margin in pixels 0 
L Extra spacing between lines (a negative number will 0 

produce closer lines) 
R Window wrap off 
D Wordwrap on new windows off 
0 Overwrite in new windows off 
T Column tab off 
u Size of undo buffer in bytes 5000 
A Work area 77 
N Font name System 

font 



Configuration Information 

Draw configuration 

You may wish to change some aspects of the way new Draw windows appear. For 
example. a new window normally opens with the closed line tool selected. but you 
may prefer to have the Select tool ready to use each t ime you start Draw. 

You can set features of this type by setting up Draw as you wish to use it, then save 
these features by creating a Desktop boot file. 

There are several features of Draw that you can set before saving a Desktop boot 
file. so that they are set up the way you want them each time you switch on The 
Draw features that will be recorded when you go through this process are known as 
DrawSOptions. 

Saving display features 

Any Draw features that you set before creating your boot fi le will be saved. so that 
the computer not only loads Draw. but sets the features you have chosen. 

If you wish to set the Draw features. without running Draw itself. follow these 
steps 

1 Create a Desktop boot file. 

2 Load the resulting !Boot file into Edit by dragging it onto the Edit icon (not by 
double-clicktng: this will run the !Boot file) . 

3 Search for the line which runs Draw: this will read something like 

Run Resources : $ . Apps. !Draw 

4 Delete that I i ne and save the 1 Boot fi le again . 

(Leave the line starting 

Set Draw$Options 

unchanged.) 

Customising the Desktop boot file 

If you change some of Draw's default features and then create a Desktop boot file 
using the Task manager. you can load the fi le into Edit to examine it. You will find 
a line reading 

Se t Oraw$0p t ions 11 
... 

11 

where the string of letters and numbers between the double quotes corresponds to 
the features you have selected. If you have not changed any features. the Set 
Draw$Op t i ons line will appear in your boot file as 

Set Dr aw$0ptions 1111 
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Here are two examples of Draw$0ptions 

Set Draw$0ptions P4L T- MS 

This selects a paper size of A4 in landscape format, turns the Toolbox off and 
chooses the select tool as default 

SeL Draw$0ptions G~x l OSL ML 

This causes a I inch grid with 1110 inch subdivisions to be displayed, with grid lock 
on. and the line tool selected as defaul t 

If you do not specify an option in the command. it will be set to the default Case is 
not significant. except for the values that can be given to the M option Lor I. and 
Cor c (see the list below). 

The table overleaf provides a reference for those who may wish to create their own 
boot file without using the Task manager. o r who may wish to edit a boot file after 
creating it. 

Letter Feature controlled 

P Paper size and 
format 

G Grid 

Z Zoom 

T Toolbox display 

M Tool/mode selected 

Possible Meaning 
values 

n Paper size An (eg A4) 
L Landscape format (if not set. 

portrait is used) 
s Show paper lim1ts 

axb a = spacing, b = subd ivisions 
I Isometric (rectangular if not set) 
A Auto-adjust on 
s Show grid 
L Grid lock on 
c em units (inches if not set) 

a:b Set zoom to a : b 
L Zoom lock on 

+or- Toolbox on or off 

One of: 
L Line 
I Closed line 
c Curve 
c Closed curve 
R Rectangle 
E Ellipse 
T Text 
s Select 
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Default settings 

The default settings used by Draw are as follows: 

Setting 

P4 

Glx4A 

Zl:l 

T+ 

Ml 

Meaning 

A4 portrait format, paper limits not shown 

l inch rectangular grid with l/4 inch subdivisions, not shown 
or locked, auto-adjust on. 

Zoom l : l, zoom lock off. 

Toolbox on. 

Closed line tool selected 

Increasing the Undo buffer size 

When you make a change to your diagram, such as deleting an object, Draw stores 
the previous state of the diagram in a buffer (area of memory) so that it can restore 
it if you use the Undo option. This buffer has, by default, a size of 5KB. Experienced 
users of RISC OS may wish to use the Command Line to increase the size of the 
buffer. To do this, enter the Command Line and type 

Set Draw$0ptions Un 

substituting for n the size you want. in bytes. To make the buffer this size each time 
you use Draw. edit the line that the Task manager will have created for you in your 
boot file (described in the section Saving display features on page 505), adding the un 
immediately before the double quotes at the end of the line. 
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Appendix D: BBC BASIC 

BBC BASIC is still one of the most popular and widely-used programming 
languages. It consists of special keywords from which the programmer can 

create sequences of instructions. or programs. to be carried out by the computer 
Such programs might perform calculations. create graphics on the screen. 
manipulate data. or carry out virtually any action involving the computer and the 
devices connected to it. Several examples of programs written in BBC BASIC are 
provided on the Applications suite. 

The BASIC language operates within an environment provided by the computer's 
operating system. The operating system is responsible for controlling the devices 
available to the computer. such as the keyboard. the screen. and the filing system. 
For example. it is the operating system which reads each key you press and 
displays the appropriate character on the screen. Operating system commands can 
be entered directly from within BASIC by prefixing them with an asterisk( " ) 

If you want to find out more about the BBC BASIC programming language. you 
need the BBC BASIC Reference Manual available from your Acorn supplier. 

On-line help is available within BASIC; just type HELP (in uppercase) for more 
information. 

BBC BASIC V and VI 

There are two variants of BBC BASIC supplied with RISC OS 3: BASIC V and 
BASIC VI. 

BASIC V is in the ROM and is almost identical to the BASIC V supplied earlier 
versions of RISC OS A small number of faults have been corrected. 

BASIC VI is essentially the same as BASIC V. but it uses 8 bytes (or 64 bits) to store 
floating point numbers. BASIC V on ly uses 5 bytes. so it is slightly less accurate. 
The 8 byte representation used follows the IEEE standard. Unlike BASIC v. 
BASIC VI makes use of a hardware floating point unit if it is fitted . 
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Entering BASIC 

Entering BASIC 

Basic V 

To start BASIC V, display the Task manager menu (cl ick Menu over the Acorn icon at 
the bottom rightha nd corner of the desktop). Choose the Task window option and 
then type the following: 

BASIC 

Press Return. and the BASIC V version and memory option wi ll be displayed on the 
screen. 

BASIC can also be started from the New Task option on the Task Manager or from 
the command line (press Fl2). 

Basic VI 

Leaving BASIC 

510 

BBC BASIC VI is different to BBC BASIC V in that it is stored on disc, not in the 
computer s ROM BASIC VI is also known as BASIC64 

BASIC VI is used by some applications (for example SciCalc) so it may get loaded 
into memory without you having to take any specia l action. 

To start BASIC VI, display the Task manager menu (click Menu over the Acorn icon 
at the bottom righthand corner of the desktop) Choose the Task window option 
and then type the following: 

BASIC64 

Press Return, and the BASIC VI version and memory option will be displayed on 
the screen. 

BASIC 64 can also be started from the New task option on the Task manager menu 
or from the command line (press Fl2). 

BASIC files saved from both BASIC V and BASIC VI are the same and can be run 
using either BASIC. 

To leave BASIC, type QUIT (which must be in uppercase) or type *Quit. 



BBC BASIC 

Features in BASIC VI 
The CRUNCH command strips various spaces from a program. Its argument is a 
5-bit binary word Each bit in the word has a different meaning (for instance bit 0 
controls the stripping of spaces before statements. bit 2 controls the stripping out 
of REM statements). 

The TEXTLOAD command can load a file that is either a BASIC program. or a BASIC 
program that was saved as a text file. In the latter case, TEXTLOAD automatically 
renumbers the program. TEXTSAVE stores a BASIC program as a text file, and 
strips out the line numbers. 

Writing and editing BASIC files 
Edit wil l automat ically convert BASIC fi les to and from BASIC token ised format. 
Now all ed iting of BASIC files can be done using Ed it. Ed it is fully described in the 
chapter Edit on page 247. 

Command line syntax for BASIC 
The following pages describe in full the command line interface for BASIC V and 
BASIC VI 
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*BASIC 

The command to enter the BASIC V interpreter. 

Syntax 

*BASIC !options! 

Purpose 

To enter BASIC V. 

The options control how the interpreter will behave when it starts, and when any 
program that it executes terminates. If no option is given, BASIC simply starts with 
a message of the form: 

ARM BBC BASIC V version 1.05 (C) Acorn 1989 

Starting with 64332~ bytes free 

The number of bytes free in the above message will depend on the amount of 
memory in your Next slot. The first line is also used for the default REPORT 
message, before any errors occur. 

One of three options may follow the • BASIC command to cause a program to be 
loaded, and, optionally, executed automatically. Alternatively, you can use a 
program that is already loaded into memory by passing its address to the 
interpreter. Each of these possibilities is described in turn below. 

In all cases where a program is specified, this may be a tokenised BASIC program, 
as created by a SAVE command, or a textual program, which will be tokenised (and 
possibly renumbered) automatically. 

*BASlC -help 

This command causes BASIC to print some help information describing the 
options documented here. Then BASIC starts as usual. 

*BASIC [ chain) filename 

If you give a filename after the • BASIC command, optionally preceded by the 
keyword -chain, then the named file is loaded and executed When the program 
stops, BASIC enters Immediate mode. as usual. 

*BASIC quit filename 

This behaves in a similar way to the previous option. However, when the program 
terminates, BASIC quits automatically, returning to the environment from which 
the interpreter was originally called If you have a variable BASIC$Crunch 



BBC BASIC 

defined, it also performs a CRUNCH %1111 on the program. This is the default 
action used by BASIC programs that are executed as • commands. In addition. the 
function QUIT returns TRUE if BASIC is called in this fashion. 

*BASIC load filename 

This option causes the file to be loaded automatically, but not executed. BASIC 
remains in immediate mode. from where the program can be edited or executed as 
required . 

*BASIC ®start,end 

This acts in a similar way to the -load form of the command. However. the 
program that is 'loaded' automatically is not in a file. but already in memory. 
Following the® are two addresses. These give. in hexadecimal. the address of the 
start of the in-core program. and the address of the byte after the last one. The 
program is copied to PAGE and tokenised if necessary. 

Note that the in-core address description is fixed format. It should be in the form: 

@XXXXXXXX,XXXXXXXX 

where x means a hexadecimal digit. Leading zeros must be supplied The 
command line terminator character must come immediately after the last digit No 
spaces are allowed. 

*BAS IC chain ®start,end 

This behaves like the previous option, but the program is executed as well. When 
the program terminates, BASIC enters immediate mode. 

*BASIC quiL ®start,end 

This option behaves as the previous one. but when the BASIC program terminates. 
BASIC automatically quits. The QUIT nag will return TRUE during the execution of 
the program 

Examples 

*BASIC 
*BASIC -quit shellProg 
*BASIC ®OOOADFOC,OOOAE345 
*BASIC chain fred 
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*BASIC64 

The command to enter the BASIC VI interpreter. 

Syntax 

*BASIC64 [options] 

Purpose 

This has exactly the same purpose as the *BASIC command. and takes the same 
options. the only difference being that it enters the BASIC VI interpreter instead of 
the BASIC V interpreter. Additionally CRUNCH is used automatically by BASIC64. 

If no option is given. BASIC VI simply starts with a message of the form: 

ARM BBC BASIC VI version 1.05 (C) Acorn 1989 

Starting with 581628 bytes free . 

The number of bytes free in the above message will depend on the amount of free 
space in your Next slot. 

Examples 

*BASIC64 
*BASIC64 -quit shellProg 
*BASIC64 @000ADFOC,OOOAE345 
*BASIC64 chain fred 



BBC BASIC 

New features in RISC OS 3 Version 3.5 

Colour 

Mode 

Point 

The version of BASIC in your computer has been extended for use with the new 
systems available. 

• COLOUR n !TINT tl set text foreground colour land tint I 
• GCOL n I TINT tl: set graphics foreground colour land tint I 

If n is less than 128, the foreground colour is set to colour n 

if n is greater than 128, the background colour is set to colour n~ 128 

COLOUR n.p: set palette entry for logical colour n to physical colour p 

COLOUR r.g,b: set colour tor. g. b. 

COLOUR n.r,g,b set palette entry for n tor. g. b physical colour. 

GCOL <action>.n !TINT tl: set graphics foreground/background colour and action. 

GCOL l<action>.lr.g.b set colour tor. g. b. 

Set the screen mode: 

• MODE <number>l<string> 

• See page 83 for more information about this string. 

As a function MODE gives the current screen mode. 

POINT (X.Y) supports 16bpp and 32bpp colours. 
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Appendix E: RISC OS file types 

f ile types are three-digit hexadecimal numbers. They are divided into ranges: 

EOO - FFF allocated by Acorn for generic data types 
BOO- OFF allocated by Acorn to software houses for applications 
AOO- AFF reserved for use by Acorn applications 
400- 9FF allocated by Acorn to software houses for applications 
I 00- 3FF allocated by Acorn to public domain applications 
000 - OFF free for users 

For each type, there may be a default action on loading and running the fi le. These 
actions may change, depending on whether the desktop is in use. and which 
applications have been seen. The system variables Alias$@LoadType_XXX and 
AliasS@RunType_XXX give the actions (XXX= fi le type). 

Some types have a textual equivalent set at start-up, which may be used in most 
commands (but not in the above system variables) instead of the hexadecimal 
code. These are indicated in the table below by a dagger 'f. For example. file type 
&FFF is set at start-up to have the textual equivalent Text. Other textual 
equivalents may be set as an application starts- for example, Acorn Desktop 
Publisher sets up fi le type &AF9 to be DtpDoc. and fi le type &AFA to be DtpStyle. 
These textua l equivalents are set using the system variables Fi leSType_XXX, where 
XXX is the file type. 

You should use the hexadecimal file type in command scripts and in programs. 
otherwise you will find that your files will give an error if you try to run them on a 
machine that uses a territory with different textual equivalents. 

The following types are currently used or reserved by Acorn. Not all file types used 
by software houses are shown. This list may be extended from time to time. 

Acorn file types 
Type Description 

FFF 
FFE 
FFD 
FFC 
FFB 
FFA 

Plain ASCII text 
Command (Exec) file 
Data 
Position independent code 
Tokenised BASIC program 
Relocatable module 

Textual equivalent 

Text 
Command 
Data 
Utility 
BASIC 
Module 

t 
t 
t 
t 
t 
t 
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Acorn fife types 

Type Description Textual equivalent 

FF9 Sprite or saved screen Sprite t 
FF8 Absolute application loaded at &8000 Absolute t 
FF7 BBC font fi le (sequence of VDU operations) BBC font t 
FF6 Font Font t 
FF5 PostScript PoScript t 
FF4 Dot Matrix data file Printout t 
FF3 LaserJet data file LaserJet 
FF2 Configuration (CMOS RAM) Con fig t 
FFI Raw unprocessed data (e.g. terminal streams) Raw Data 
FFO Tagged Image File Format TIFF 
FED Palette data Palette t 
FEC Template file Template t 
FEB Obey file Obey t 
FEA Desktop Desktop t 
FE9 ViewWord ViewWord 
FE8 ViewPS ViewPS 
FE7 ViewSheet ViewSht 
FE6 UNIX executable UNIX Ex 
FE4 DOS file DOS t 
FE3 Atari file Atari 
FE2 Commodore Amiga file Amiga 
FEI Make data Make 
FDF TCP/JP suite: VT220 script VTScript 
FOE TCP/IP suite: VT220 setup VTSetup 
FDD Master utilities MasterUtl 
FDC TCPIIP suite unresolvable UNIX soft link Soft Link 
FOB Text using CR and LF for line ends TextCRLF 
FDA PC Emulator: DOS batch file MSDOSbat 
FD9 PC Emulator: DOS executable file MSDOSexe 
FD8 PC Emulator: DOS command file MSDOScom 
FD7 Obey file in a task window Task Obey t 
FD6 Exec file in a task window Task Exec t 
FD5 DOS Pict Pict 
FD4 International MIDI Assoc. MIDifiles standard MIDI 
FD3 Acorn DDE: debuggable image Deb Image 
FDI BASIC stored as text BASICTxt 
FDO PC Emulator configuration PCEmConf 
FCF Font cache Cache t 
FCE FileCore floppy disc image FileCoreFioppyDisc 
FCD FileCore hard disc image FileCoreHardDisc 
FCC Device object within DeviceFS Device t 
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Type 

FCA 
FC9 
FC8 

Description 

Single compressed file 
Sun raster file 
DOS MultiFS disc image 

Industry standard file types 

Type 

DFE 
DEA 
DB4 
DB3 
DB2 
DBI 
DBO 
CE5 
CAF 
CAE 
C85 

BBC ROM file type 

Description 

Comma separated variables 
Data exchange format (AutoCAD etc) 
SuperCalc Ill file 
DBase Ill file 
DBase II 
DBase index file 
Lotus 123 file 
1£X file 
IGES graphics 
Hewlett-Packard graphics language 
JPEG (Joint Photographic Experts Group) file 

Type Description 

BBC BBC ROM file (ROMFS) 

Acornsoft file types 
Type Description 

AFF Draw file 
AFE Mouse event record 
AFA DTP style file 
AF9 DTP documents 
AF8 First Word Plus file 
AF7 Help file 
AFI Maestro file 
AFO ArcWriter file 
AE9 Alarm file 
ADB Outline font (obsolete file type) 

RISC OS file types 

Textual equivalent 

Squash 
SunRastr 
DOSDisc t 

Textual equivalent 

csv 
DXF 
SuperCalc 
DBase Ill 
DBase II 
DBaselndex 
WKI (was Lotusl23) 
TeX 
ICES 
HPGLPlot 
I PEG 

Textual equivalent 

BBC ROM t 

Textual equivalent 

Draw File 
Mouse 
DtpStyle 
DtpDoc 
I stWord+ 
Helplnfo 
Music 
ARCWriter 
Alarms 
New Font 

t 
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Appendix F: The fancy text file format 

Fancy text format understands text printing options such as Print quality and 
Control codes. Pla in text format ignores these settings. 

The fancy text file format is mainly the same as the I st Word Plus file format. and 
so most of the highlighting (in I st Word Plus files) is printed correctly. This means 
you don't have to load 1st Word Plus to print out your 1st Word Plus files (although 
you can't print sprites). 

The Fancy text file format 

This section specifies the fancy text file format; it is of interest to advanced users 
only. The format consists of plain text with the following added special sequences. 

Character sequences 

In a text file, the character sequence is a character that stands for the ASCII value 
given in brackets in the table below: 

Character Meaning Action 
sequence 

<8> Backspace character Backspace if possible 

<9> Tab character Tabulate to next 8th column 

<10> Line Feed character Possible end-of-line (depen 
ds on options) 

<II><X> Conditional page break Page break if less than x-16 
lines left on page, else a new 
line 

<12> Unconditional page break Go to a new page (i.e. a page 
break 

<13> Return character Possible end-of-line 
(depends on options) 

<24><x><y> Footnote reference Reference to footnote <n>. 
<n> so print <n>. (x & yare 

ignored but must be 
present) 

<25> Soft hyphen Always print a hyphen 

<27> Escape character Start escape sequence 
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·~··· .. ··~··1¥11 

Character Meaning Action 
sequence 

<28>.<29>.<3 Soft space 
0> 

Discard if precedes a <10>. 
<II>. <12> or < 13>. else 
print a space 

<31 > Format character Start format sequence 
(reserved for Acorn use) 

Ignored < 127> Delete character 

Escape sequences 

In a text file. the escape sequence is a character that stands for the ASCII value 
given in brackets in the table below followed by a binary number. 

Escape sequence 

<27><%11000000> 

<27><% I Ofedcba> 

<27><other> 

Meaning 

Starts l iteral escape sequence This is equivalent to 
<27><192>. 

A litera l escape sequence is a sequence of 
characters which are sent directly to the printer­
and hence are printer-specific The sequence is 
ended by a <27><0>. 

A "II" pair sends a "I" character. a "I?" pair sends a 
<127>. and any other "kx>" sequence sends <X AND 
31 > Thus to send an escape character use "II". 
If ·a· is I then bold style (on = I . off= 0) 

If 'b' is 1 then light style (on = I . off= 0) 

If ·c· is I then italic style (on= I. off= 0) 

If 'd' is I then underline (on= I. off= 0) 

If 'e' is 1 then superscript (on= I, off= 0) 

If 'f' is I then subscript (on = I. off= 0) 

This is equivalent to the range of escape sequences 
<27>< 128> to <27><191>. 

Ignored 

The file format is almost a subset of the I st Word Plus file format. the basic 
omissions being headers and footers. and an incomplete implementation of 
footnotes. 



Appendix G: Old-type screen modes 

T his appendix gives information about the numbered screen modes that were 
used with earlier versions of the RISC OS operating system. This information is 

only needed for backward compatibility purposes: for example. you may be using 
an old software application or game that demands a particular old type screen 
mode. 

The Display manager 
This section gives a quick recap on how the new screen Display manager operates 
and where to find more information. 

In the Screen configuration option of !Boot, the type of monitor used with your 
computer is defined. This controls the selection of resolutions used by the Screen 
manager. The Screen configuration option of !Boot is described on page 128. 

The Display manager is used to choose the display resolution and number of 
colours used by the desktop. The Display manager is described on page 79. 

The display options that your monitor can use depend upon the characteristics of 
your monitor. These characteristics are described in a special file called a Modeinfo 
file. This file is tuned to each monitor type and should not normally be changed. If 
there is no monitor type for your particular monitor you should contact your Acorn 
dealer for information. 

Backward compatible screen modes 
This computer still supports old type screen modes. Screen modes were the way 
colours and resolutions were selected in the RISC OS 3.1. RISC OS 3.0 and 
RISC OS 2 operating systems. 

There are several reasons why you may want to use an old type screen mode: 

• To play a game that demands an old type screen mode. 

• To use an application that demands an old type screen mode. 

• To generate old type sprite files from !Paint. 
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Choosing a backward compatible mode 

You can choose old-type numbered modes from the Display manager icon bar 
menu. Choose the Mode window. delete any information in the box. and then type 
in the mode number you want to use. Click on OK 

Old type sprite files 

Your computer uses a new. improved sprite file format. the file type used to save 
!Paint pictures. However you cannot use one of these new format sprite files on a 
computer running RISC OS 3.1 or earlier. If you want to use a sprite on a computer 
running an earlier version of the operating system you shou ld create it while using 
one of the backward compatible screen modes. Alternatively the graphic translator 
application !ChangeFSl can convert between spri te types. 

Mode table 

The table of modes on the following pages show· 

• The mode number. 

• The text resolution in columns x rows. 

• The graphics resolution in pixels. which corresponds to the clarity of the 
mode's display. 

• The number of colours available. 

• The monitor types that support that mode: 

0 Standard monochrome or colour monitor 
I Multi frequency monitor 
3 VGA-type monitor 
4 Super VGA~type monitor 



Old-type screen modes 

List of screen modes 

Th1s is the list of screen modes supplied with RISC OS Third party suppliers may 
produce software and hardware that produces different video modes. such modes 
are not listed here. 

Mode Text Pixel Logical Monitor Notes 
resolution resolution colours types 

0 80 X 32 640 X 256 2 0.1.3.4 Q) 

I 40 X 32 320 X 256 4 0,1,3,4 (3) 

2 20 X 32 160 X 256 16 0,1,3,4 (3) 

3 80 X 25 Text only 2 0. 1.3.4 (3)@)@ 

4 40 X 32 320 X 256 2 0. 1.3.4 (3) 

5 20 X 32 160 X 256 4 0. 1,3.4 0) 

6 40 X 25 Text on ly 2 0, 1.3.4 @ @)@ 

7 40 X 25 Teletext 16 0, I .3.4 @@) 

8 80 X 32 640 X 256 4 0. I .3.4 @ 

9 40 X 32 320 X 256 16 0. I .3.4 @ 

10 20 X 32 160 X 256 256 0, I .3.4 @ 

II 80 X 25 640 X 250 4 0. I .3.4 @ 

12 80 X 32 640 X 256 16 0. 1.3.4 Q) 

13 40 X 32 320 X 256 256 0,1,3.4 i)) 

14 80 X 25 640 X 250 16 0.1.3.4 ~~ 

15 80 X 32 640 X 256 256 0.1.3.4 (3) 

16 132 X 32 1056 X 256 16 0.1 @ 

17 132 X 25 1056 X 250 16 0.1 $) 

18 80 X 64 640 X '5 12 2 

19 80 X 64 640 X 512 4 

20 80 X 64 640 X 512 16 

21 80 X 64 640 X 512 256 I 

22 96 X 36 768 X 288 16 0,1 (j) 

23 not supported 

24 132 X 32 J056X256 256 0,1 @ 

25 80 X 60 640 X 480 2 1,3.4 

26 80 X 60 640 X 480 4 1,3.4 

27 80 X 60 640 X 480 16 I ,3.4 

28 80 X 60 640 X 480 256 I .3.4 

29 100 X 75 800 X 600 2 I ,4 (1 )~ 

30 100 X 75 800 X 600 4 1.4 ( 1)~ 

525 



Backward compatible screen modes 

Mode Text Pixel Logical Monitor Notes 
resolution resolution colours types 

31 100 X 75 800 X 600 16 1.4 ( I )~ 

32 100 X 75 800 X 600 256 1.4 ( I )IW) 

33 96 X 36 768 X 288 2 0.1 (!) 

34 96 X 36 768 X 288 4 0.1 (!) 

35 96 X 36 768 X 288 16 0.1 (!) 

36 96 X 36 768 X 288 256 0,1 Q) 

37 112 X 44 896 X 352 2 I (j) 

38 112 X 44 896 X 352 4 (j) 

39 112 X 44 896 X 352 16 CD 

40 112 X 44 896 X 352 256 CD 

41 80 X 44 640 X 352 2 1.3.4 (j)@ 

42 80 X 44 640 X 352 4 1,3,4 (!)@ 

43 80 X 44 640 X 352 16 1.3.4 CD® 

44 80 X 25 640 X 200 2 I .3,4 C!)(;j) 

45 80 X 25 640 X 200 4 I .3.4 CDt:!) 

46 80 X 25 640 X 2QQ 16 1,3.4 (!)I'ID 

47 45 X 60 360 X 480 256 1,3.4 ( 1)(1) 

48 40 X 60 320 X 480 16 1,3.4 ~·)(!; 

49 40 X 6Q 320 X 480 256 1,3.4 (i):!J 

Notes on the display modes 

These notes refer to the note numbers in the far right column of the table. 

I These modes were not available in RISC OS 2.00. nor (except for mode 31) 
were they available in RISC OS 2.0 I. 

2 These modes are not available on early models of RISC OS computers (i e. the 
Archimedes 300 series. 440. and 400/1 series. and the BBC A3000). 

3 If you are using a VGA or Super-VGA-type monitor, these modes are all 
displayed on a screen having 352 raster l ines. Where a mode has fewer than 
352 vertica l pixels, it is centred on the screen with blank lines at the top and 
bottom. Because of their appearance these modes are known as letterbox 
modes. The refresh rate is 70Hz. 

4 These modes provide compatibility with BBC and Master series computers. 

5 In these modes circles. arcs. sectors and segments do not look circular. This is 
because the aspect ratio of the pixels is not in a I 2. I I or 2 I ratio 
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6 These are gap modes, where the colour of the gaps is not necessarily the same 
as the text background. 

7 These modes were not available in earlier versions of the operating system. 

256 colour modes 

In 256 colour modes. there are some restrictions on the control of the colours. Only 
64 base colours may be selected: 4 levels of tinting turn the base colours into 256 
shades. Also. the selection from the colour palette of 4096 shades is only possible 
in groups of 16. 

Monitor types 

If an attempt is made to select a mode which is not appropriate to the current 
monitor type. a suitable mode for that monitor is used. 

Monitor types and screen modes 

Not all monitors can d isplay all of the o ld type screen modes. The following table 
lists the screen modes each monitor can display: 

Monitor type Standard Multi VGA & LCD Super VGA 

Mode frequency 

Mode 0 - 15 ./ ./ ./t ./ t 

16,17 ./ ./ 

18 - 21 ./ 

22 ./ ./ 

23 Not supported 

24 ./ ./ 

25-28 ./ 

29 -3 1 ./ 

33-36 ./ 

37-40 ./ 

41 -46 ./ 

t VGA and Super VGA type monitors can display modes 0 to 15 with reduced 
height (letterbox mode) These modes are reta ined for compatibility. 
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Appendix H: Removing a disc defect 

This appendix shows you how to map out a defect in your hard disc so that any 
defects in your hard disc can be made inaccessible. In this way you can still use 

your hard disc without using the part of the disc that contains the defect. 

What is a defect 

If you are using your hard disc and see an error message such as: 

Disc e r ror 08 a t :4/0001040 

then you have found a disc defect. 

You might also find a disc defect if you are Verifying your disc. 

Removing the defect 
Assuming that you see an error message such as: 

Di sc erro r 08 a t :0/000104 0 

write it down. The last number is the disc address. 

At the command line type • Defect, the disc name and the last part of the disc 
address: 

*Defec t Har dDisc4 1 04 0 

2 If this section of disc is in use you will see a message such as: 

.my f ile1 has defec t at of f set BOO 

.my f i l e 2 must be moved 

3 Copy these files to another part of the disc (into another directory) and delete 
the originals. The affected part of the disc is now unallocated. 

4 At the command line type the *Defect command again: 

*Defect Har d Disc 4 1 04 0 

The affected part of the disc is now made inaccessible. 
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*Defect 

Reports what object contains a defect. or (if none) marks the defective part of the 
disc so it will no longer be used 

Syntax 

*Defect disc_ spec disc addr 

Parameters 

Use 

disc spec 
disc addr 

the name of the disc or number of the disc drive 

the hexadecimal disc address where the defect exists. 
which must be a multiple of 256- that is. it must end in 
'00' 

*Defect reports what object contains a defect. or (if none} marks the defective part 
of the disc so it wil l no longer be used. • Defect is typically used after a disc error 
has been reported, and the •verify command has confirmed that the disc has a 
physical defect, and given its disc address. 

If the defect is in an unallocated part of the disc. *Defect will render that part of the 
disc inaccessible by altering the ·map· of the disc. 

If the defect is in an allocated part of the disc, *Defect tells you what object 
contains the defect, and the offset of the defect within the object. This may enable 
you to retrieve most of the information held within the object. using suitable 
software. You must then delete the object from the defective disc. *Defect may also 
tell you that some other objects must be moved: you should copy these to another 
disc. and then delete them from the defective disc. Once you have removed all the 
objects that the *Defect command listed, there is no longer anything allocated to 
the defective part of the disc; so you can repeat the *Defect command to make it 
inaccessible. 

Sometimes the disc will be too badly damaged for you to successfully delete 
objects listed by the *Defect command. In such cases the damage cannot be 
repaired, and you must restore the objects from a recent backup. 



Example 

*Verify mydisc 
Disc error 08 at : 4/00010400 
*Defect mydisc 10400 
$ . mydir must be moved 
.myfilel has defect at offset 800 
.myfile2 must be moved 

Related commands 

*CheckMap. *Veri fy 

Removing a disc defect 
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Appendix I: Character sets 

This chapter shows the character table for the Latin I alphabet set available on 
your Acorn computer. The Latin I character set is the alphabet normally used 

by the desktop It is based on the International Standards Organisation ISO 8859 
document 

Loading an alphabet 
When you load an alphabet it overlays the previous alphabet. Most alphabets have 
a number of undefined characters. These are shown in the table by a light grey 
square. In such cases, the previous character definition for that code remains in 
effect. 

The character codes 0- 31 and 127 are not printable characters They are 
represented in the table by a dark grey square You can load an alternative 
alphabet using the •Alphabet command 

How alphabets are initially set up 

The default alphabet 

The default alphabet always contains all characters that are defined in the Latin I 
alphabet Note that this definition has been gradually extended by the addition of 
extra characters in the range &80 - &9F ( 128 - 159). 

The computer's representation of characters that are not defined m the Latin I 
alphabet varies They are represented by the hexadecimal value of their character 
code In the future some of these undefined characters may be used to further 
extend the Latin I alphabet, or their representation may change. Consequently, you 
must not rely upon their initial representation 

The configured alphabet 

The default alphabet is overlaid by the alphabet that is correct for the computer's 
configured territory. as set by •configure Territory 
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Keyboard short-cuts 

Keyboard short-cuts 

There are some useful keyboard short-cuts wh ich you can use to access various 
characters and alphabets while you are working. You can use these wherever you 
can use the keyboard for example, in the Command Line. in an application l ike 
!Edit. or when entering a fi lename to save a file. 

Using top bit set characters 

Although the easiest way of inserting top bit set characters into your document is 
using the !Chars application (see page 345). you can also insert them by using 
special key combinations. Characters are entered using the Alt key and the numeric 
keypad. 

AJ L <decimal character code typed on numeric keypad> 

Enters the character corresponding to the character code typed. 

Changing between alphabets 

Al t Ctr l E"1 Selects the keyboard layout appropriate to the country UK. 

Alt Ctr 1 F2 Selects the keyboard layout appropriate to the country for 
which the computer is configured (if available) 

Switching between other alphabets 

The following sequence also switches the keyboard layout: 

I Press and hold Alt and Ctrl together. 

2 Press Fl 2. 

3 Release Ctrl. 

4 Still holding Alt. type on the numeric keypad the international telephone 
dialling code for the country you want (eg 49 for Germany. 39 for Italy. 33 for 
France) 

5 Release Alt. 

Typing special characters 
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Sometimes you need to be able to type special characters that are not apparently 
on the keyboard. such as accented characters, or symbols like©. You can in fact get 
at lots of extra characters using the Alt key. The keyboard map at the bottom of this 
page shows all the characters that are available. Here's how to type them 



Shift 3 

\ 
1.} 

3 

r Tab 

' 

Caps 
Lock 

l Shift 

lctrl 

' 

Character sets 

Typing accented characters 

lU'Il ' 

Some of the keys on the figure below are marked with a black area in one corner. 
These keys allow you to accent characters. The accent in each case is the character 
nearest the black area of the key. 

For example, to type an 'e' with an acute accent (e): 

I Whilst holding down the Alt key. press and release the 1 key. 

2 Release the Alt key. 

3 Press and release the E key. 

Typing other special characters 

Shift Alt 3 

al 
3 ,;, 
Alt 3 

You can type the other special characters shown in the kefjboard map using the 
instructions shown in the inset on the left. 

For example, to type a ll symbol) 

1 Hold down the Shift and Alt keys, press and release the 3 key 

2 Release the Shift and Alt keys. 

The application !Chars also lets you insert many special characters and symbols 
into your document. For more information, refer to page 345. 

r 

_____ Non-breaking space (N BSPJ ~~ J 

Shittj 

'\ 
Ctrl 

( __ ; 

Keyboard layouts 

Only the UK keyboard layout is supplied in ROM Contact your supplier for 
information about keyboard layouts for other countries. The !lntKey application 
supplied with earlier version of RISC OS is no longer fully supported 
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Latin1 alphabet (ISO 8859/1) 

Latin1 alphabet (ISO 8859/1) 

536 

Th is is the default alphabet used by Acorn computers. 

0 16 32 48 64 80 96 112 128 144 160 176 192 208 224 240 

+0 0 @ P ' lP 
!1AQaqW _' _ i 

o AID a e> o 
+1 

+2 " 2 B R b r w < ¢ 

± A N 
2 A 6 

a n 
a o 2 

1--+----. -
+3 # 3 c s c s ) £ 3 

1----+--t- 1- -

+4 $4DTdt "a 
.,__.+--I 

~ % 5 E U e u ~ " ¥ ~ 
~+-~ --

+6 & 6 F v f v 9 " I ~ 
+7 I 7 G 
J---~ 

+8 ( 8 H 

+9 ) 9 I 
1··"·-··+--+ 

+10 * J 
+11 + , K 

t--+--i 

+12 
1---+---1 

< L 

W_ gw -§· - -
X h X 

U
i y 

z j z 
[ k I 

1-- ~ 

- © 1 

ce « » 

\ I I ... t .., 1f4 

+13 
t--+---1 

M ] m } TM * _ 1f2 
--'--I-

+1 4 .,_...,...,._-! 
. > N A n - %o fi ® % 

+15 i I [? 0 o om . fl - ~., 

A. 6 a 6 3 
1-

a 6 4 'A 6 
6 5 A 6 a 

A:6 re 6 6 

y X <( 7 

E 0 e e 8 

E u e u 9 

E 0 e a s 
I 0 i u c 
r v 1 v o 
j P • p E 

"j B I ~· y F 

0 1 2 3 4 5 6 7 8 9 A B C D E F 

In RISC OS 2 characters &80- &9F ( 128- 159) are undefined 

In RISC OS 3 (version 3.00) characters &80 - &88 ( 128 - 139) are undefined . 



Character sets 

Latin2 alphabet (ISO 8859/2) 

0 16 32 48 64 80 96 112 128 144 160 176 192 208 224 240 

D r d 0 

+1 A N a n 1 

B R N a n 2 

3 c s a 6 3 

4 D a 6 4 

E 6 5 

c 0 6 

7 

y y 

+1 J 

K k 

+1 

+1 

+1 E 

+1 F 

0 1 2 3 4 5 6 7 8 9 A B c D E F 

In RISC OS 2 characters &80 - &9F ( 128 - 159) are undefined. 
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Latin3 alphabet (ISO 8859/3) 

Latin3 alphabet (ISO 8859/3) 

+0 

+1 . 
0 

a n 
a o 2 

6 3 

a o 4 

6 g 5 

cj 6 6 

9 + 7 

e 9 8 

e u 9 

~ t ~ A e u 8 

i u c 

i S E 

"j J . F 

0 1 2 3 4 5 6 7 8 9 A 8 C D E F 

In RISC OS 2 characters &80- &9F ( 128- 159) are undefined. 
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Character sets 

Latin4 alphabet (ISO 8859/4) 

0 16 32 48 64 80 96 112 128 144 160 176 192 208 224 240 

+0 Ll-- 0 @ p I , p ' ~ A f) a d 

! 1 A Q a q l ' A.. a. A ~ a Q 
~· 

II 2 B R b r ( K A 6 a. 6 . 

0 

+1 

~ 2 
~ 

·' # 3 c s c s _____ > R r A ~ a ~ - -~ 
+3 3 

$ 4 D T d t " )::( ' A 6 a 6 
- 1-

i 
. 

% E u " i 6 . 6 I 5 e u A a 
+4 4 

+5 5 --1-- - 1- I- t--· 

& 6 F v f v 
" ~ 1 A:b ce 0 +6 6 

-

' 7 G w g § 
v 

l X i w -....... 
I; ( 8 H X h 

.. c 0 c 0 X -
~ 

~ 7 

+8 8 
-

i ) 9 I y i y - s s E v e ~ +9 9 
-

j * J z j z CE E e ~ u ~- u 
-

+10 A 
~ 

+ K [ k { G E 0 e Q ,;,, ' ' ' 
re g +11 B 

~-- -

•i L ' 
< L \ I I ... t :f t E 0 e u +12 c 

.1 J - = M J m } TM 

* - IJ I u f (j +13 D 

jg :i > N 
A n - %o 1 fj z z 1 i 0 i (j 

~ 

:r 'H! I ? 0 0 i! fl - I) I f3 i . 
+1 4 E 

+15 F 

0 1 2 3 4 5 6 7 8 9 A B C D E F 

In RISC OS 2 characters &80- &9F ( 128- 159) are undefined. 
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Cyrillic alphabet (ISO 8859/5) 

Cyrillic alphabet (ISO 8859/5) 

0 16 32 48 64 80 96 112 128 144 160 176 192 208 224 240 

p a p 0 

A c 6 c e 1 

B R b r n T 2 

3 c s c s y 3 

4 D T d t <I> 4 

E u e u 5 

F 'IK 11 6 

G 7 

w 8 

w 9 

+1 J 'b A 

K bl B 

+1 < L M b \1 b c 
M H 3 0 

+1 0 10 E 

n H II fl F 

0 1 2 3 4 5 6 7 8 9 A B c 0 E F 
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Character sets 

Greek alphabet (ISO 8859/7) 

0 16 32 48 64 80 96 112 128 144 160 176 192 208 224 240 

1 A 
B R 2 

3 c s 
d 

u 5 

<I> 6 

7 
.. E 8 

© H I Q 1 

1 A 
.. 
u B 
I 
0 c 

+1 

+1 ? Q F 

0 2 3 4 5 6 7 8 9 A B c 0 E F 
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Hebrew alphabet (ISO 8859/8) 

Hebrew alphabet (ISO 8859/8) 

0 16 32 48 64 80 96 112 128 144 160 176 192 208 224 240 

+0 
,, _ _._.._ 

~ 
N j l 0 

:J 0 
~ I....,. , .. ,. H ++r~+ -· l 'f-~p ... .......... . - r 

+1 

' " "} ~ 2 
-..; ... ~ -

I 
I , '1 -·1"'"'""' -! 

+ ! ;'1 !J r·-m< .......... ~ - ....... , f 

I 
....,... 

' ~ 

~ 3 

+4 4 

+5 5 

~ 6 
--~---··- 1 

.....,.., -
n v 

~ ... ........ .... ~.-. -I-to+ ' .. ...... ~.- .. _.. ·~·· ... 
+7 7 

i f' tJ , ~ 8 ........ 
' .. w i 

~ ·- ~ .... ..... ~ . ...._ 
1.• 

,l• 
I 

I ' 1 l1 ' ~ -· -+--- ....... -

~ 9 

+10 A 

I :l 

lh1 
.; ~..,..+-! .......... 

t;'' ' 
, +11 B 

+12 c 
-

I!, ~:::' : ! 
! c 

li. liHi 
........... -~ ~ .... ~ ......... !--<"""'+" .. ~ .,_, -

! 
I 0 

!H ltW :I 
-- . , 

I 1 

+13 D 

+14 E 

+15 F 

0 2 3 4 5 6 7 8 9 A 8 C D E F 
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Character sets 

Cyrillic2 alphabet (DOS code page 866) 

0 16 32 48 64 80 96 112 128 144 160 176 192 208 224 240 

+0 10 @ 

+1 1:. ! 1 A 

P ' P I A P a 
Q a q B C 6_~ --l-- . c ~ 

B I T 
, ... -1- - -

r--
b r B T 

~~'-!-- t-

';i " 2 B R +2 

~ # 3 c s c s r y r 1------.,........ .... -i -
y 

-+---+---

0 

2 

3 

+4 $ 4 D T d t g ~ ~ m 4 
-l-----1---t---- ) 't' -

5 +5 . ; '· % 5 E U e _ u E X e i x 

+6 ' li !H & 6 F V f 1-v )I( U--1---)K--t--t- _ [ u __ 6 

+ 7 t 1) lr • 7 G w 9 w 3 lJ 3 lf 

-
l-----1----t-.,.-,-t -

+8 . i ~I i H l ( 8 H X h X 11 ill H 
-1---1---+---·+-

+9 t !t I i w ) 9 I y i y Jll Ill H 
.;---f----

-
w 

Ill 

"b +10:q:ji~il * J z j z K 1 K 

+ 11 : F' I d + , K [ k { ~l bl Jl 
--i--

---1-t- ...... :..... 

+12: II B , < L \ I I M b M 

hi 
~ 

b 

7 

8 

9 

A 

B 

c :---t--..--
+13tP~ .•fi - - _ M ] m } H 3 H ~~--··-~-"- :t o 
+14'i :; !! > N A n - 1 0 10 o 10 E 

--+ ............. -1- -1-

+15 ~Hi tt 1 ? o o I n R 11 n F 

0 1 2 3 4 5 6 7 8 9 A B C D E F 
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BFont characters 

BFont characters 

0 

2 

3 

4 

5 

6 

7 

8 

9 

A 

8 

c 

D 

E 

F 

544 

0 

Nothing 

This character set is used in the BBC Master microcomputer. It is retained for the 
sake of compatibility. but shou ld not be used for new applications. 

Next to printer 

Start printer 

Stop printer 

Separate 
cursors 

Join cursors 

EnableVOU 

Bell 

Back 

Forward 

Down 

Up 

Clear screen 

Start of line 

Paged mode 

Scroll mode 



Appendix J: Error messages 

T here are many possible error messages: th is append ix l ists some of the more 
I common ones you might see. It also tells you what the more likely causes of an 

error message are, and what you can do about it. You may occasionally see other 
error messages which wi ll usually be self~exp lanatory. If you have serious 
problems, especial ly recurring ones, consult your supplier. 

User Errors 

These are errors that are main ly caused by you . the user, performing an 
inappropriate action. Most of these errors are listed in this chapter. together with a 
way of curing the error. 

Internal errors 

These errors are not caused by the user, but are problems with the system or the 
Application you are using. The most common internal errors are listed here. 
together with an explanation as to their cause. Most errors of this type start with 
the word Internal 

Error message windows 

Standard error boxes 

This is what a typica l error message window looks like: 

, Message from Display Manager 

& The specified mode is invalid. 

'-~ 
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Filer error messages 

There is another type of error window you may see. This is generated by the 
desktop Filer and looks like this: 

1-J ' I Deletilg f~es ' 

I Et:or't\honde~t~ 
ADFS~pcens.').screon 

0 directories deleted 

0 Illes deleted 

Abort I Sk1p J Retryj -

& The disc is write protected. Move the & write-protect tab and try again 

This type of error box is generated when a file operation is not completed You 
should clea r the fault and then click on the appropriate option For information 
about these options, turn to the section The Filer desktop interface on page 8 

Application error boxes 

This type of error box is displayed when one of the applicat ions tn the computer 
generates an error. 

Press Stop to terminate Paint 

~xt Taskj . Cancel J Stop 

This error box is displayed by the system monitor. It acts like a watchdog and is 
only activated when something is wrong. The system monitor allows you to 
selectively remove tasks from the memory o f your computer It is used when you 
want to remove a task that is misbehaving but you do not want to restart the whole 
computer system. You'll find out how to use the system monitor in Managing the 
desktop on page 103. 



Error messages 

Error messages 

Most error messages are self-explanatory; just follow the instructions given in the 
error message and try again. This section l ists the error messages that may need 
more explanation 

There is not enough memory ... 
xxx free memory is needed before the application will start 

You need to free more memory before the application will run . You can do this by 

• quitting other applications and modules. 

• using the Task manager appl ication to reduce the amount of memory used by 
other things. such as the font cache and system sprite pool 

• changing to a screen display with a lower resolution and/or fewer colours 

• discarding the RAM disc if you have one. See the appendix Getting the best out of 
2MB. 3MB and 4MB computers on page 487. 

There is a limit on the amount of memory an application can use (approximately 
28MB) and you may see this message if your application reaches this limit. 

An application that loads a file of this type has not been found by the filer .... 

Before you can load a file. the application that the file uses must be loaded. The 
computer cannot find the application unless the operating system knows where it 
is stored. The easiest way to tell the computer this is to display the application in a 
directory display. You could also tell the computer about the application in your 
Desktop boot file. 

Chars is unable to display the currently selected outline font 

There is not enough memory reserved for the font cache. Use the Task manager to 
increase the amount of font cache memory. 

Disc error 

This may appear for a variety of reasons. The most common explanation is that the 
floppy disc has a fault on it. You should copy the data onto another disc and then 
reformat the disc. If you want to try to salvage the disc without formatting it use the 
command *Defect. 

Disc not understood - has it been formatted 

This error message occurs if you put in a disc that has not been formatted or has 
been formatted in an unknown format. For example an unused and unformatted 
disc will give this error message and so will a disc formatted to an Apple Macintosh 
standard since RISC OS does not understand this format. 
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Error messages 

548 

Filename not recognised 

The file you have requested has not been found. Make sure that the file exists in 
the directory you have specified and then try again. 

This file has been left open from a previous operation 

An operation was interrupted by an error. a reset. or similar. Go to the command 
line by pressing Fl2 and type in *Close to close the open file. Press Fl2 to return to 
the desktop and then repeat the command that caused the error. If the error 
persists. restart your computer. *Close will close all files on the current fi ling 
system only. *Shut closes all open fi les on al l filing systems. 

File type is unrecognised 

An unrecognised file type is usually displayed as an empty white icon. Nothing will 
happen when it is double clicked. You should find the application needed to run it. 
If you drag the file to !Edit you can view the contents of the file in ASCII format 
(though this may be unhelpful is the file is not a text file) 

The area of memory reserved for fonts is full 

The space reserved for fonts has been used up. Use the Task manager to reserve 
more space for the font cache. Alternatively use the Configure application to set 
the font cache automatically 

Free space map full 

The data on your disc has become fragmented. and you should compact the disc. 
This error is only encountered if you are using the old typeD or L formats. Discs are 
compacted using the *Compact command. See the Command Line section of this 
guide for the *Compact command. 

Internal error: undefined instruction 

This error may be caused by a bug in the application you are using. Quit the 
application and then restart the application. 

Internal error: abort on data transfer 

This error may be caused by a bug in the application you are using. Quit the 
application and then restart the application. 

Internal address error 

This error may be caused by a bug in the application you are using. Quit the 
application and then restart the application. 



Error messages 

No reply from the network station 

There is a delay on the Econet or the Server is off net. try repeating the command 
that caused it. If the error happens repeatedly, ask your system manager for help. 

Not logged on 

You have asked the computer to load a file or application from the network. but 
you are not logged on. You will see this message if you have just copied an 
application from the network, logged off. and then tried to load a file straight into 
the application without loading the application first. The computer tries to load 
the application from where it first saw it- the network. To avoid this problem, you 
shou ld first load the application from your disc copy or it, and then load the file. 

No free printer server of this type 

The printer is not responding. Check that it is plugged in. If you are using the 
network printer server, try again later when it may be free; if this error occurs 
repeatedly. consu lt your system manager. 

Printer in use 

You are trying to print from more than one application at once Wait for the first 
application to finish before printing from the other one 

Printer jammed 

The printer is not responding. Check that it is plugged in If you are using the 
network printer server. try again later when it may be free, if this error occurs 
repeatedly, consult your system manager. 

The disc is write protected ... 

The floppy disc you are trying to access is write protected. Move the write-protect 
tab and try again. 

System resources cannot be found 

The !System application (provided on disc with your computer) cannot be found. 
Display the directory containing !System and repeat your command. Some 
applications need to ·see' !System. even though they do not use it. 

The access details set for this item do not allow this 

Change the access details using the File/Access menu so that access is allowed 
and then try again. 
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The maximum number of items in a directory has been reached 

You cannot have more than 77 objects in an ADFS directory. You should create a 
new directory to save your work in. 

The network is not plugged in 

Check the cable running from the socket allhe back of the computer to the network 
socket. 

The network station you have requested does not appear to be listening 

There is a delay on the network. Try repeating the command that caused it If the 
error happens repeatedly. ask your system manager for help. 

There is a problem with the network ... 

Follow the instructions given in the error message. If the errors persist inform your 
supervisor or network manager of the problem. 

There is no reply from the Network station requested 

You have tried to access a network file server. but you have used the wrong station 
number. 

This item has been locked to stop changes being made to it 

You tried to do something forbidden to a locked fi le. such as delete it. Change the 
lock access details using the File/Access/Access details window so that access is 
allowed and then try again. 

This screen mode is unsuitable for displaying the desktop 

You cannot use this display mode with the desktop. Change to another mode using 
the Display Manager. 



1. Definitions 

2. Licence 

End-user licence conditions for 
the RISC Operating System 

The following expressions have the meanings given here: 

'Acorn' means Acorn Computers Limited. being either owner of all intellectual 
property rights in the Software. or having the right to grant licences of the Software. 

'Developer' means any third party software developer who retains copyright in the 
Software. 

'Software· means the operating system programs. applications. utilities and 
modules supplied in and with this product. 

'Documentation· means the printed user documentation supplied for use with the 
Software. whether supplied separately or with this pack. 

Acorn grants you a personal non-transferable non-exclusive licence (or 
sub-licence). as follows 

I You may copy the Software for back-up purposes. to support its use on one 
stand-alone Acorn computer system. 

2 You must ensure that the copyright notices contained in the Software are 
reproduced and included in any copy of the Software. 

3 You may not: 

(i) copy only part of the Software; or 

(ii) make the Software or the Documentation available to any third party 
by way of gift or loan or hire; 

(iii) incorporate any part of the Software into other programs developed or 
used by you (unless individually and expressly permitted in that part 
of the Software or in its Documentation); or 

(iv) copy the Documentation. 
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3. Term 

This licence remains in effect unless you terminate it 

I by destroying the Software and all copies. and the Documentation, or 

2 by failing to comply with the Conditions. 

4. Limited warranty and disclaimer of liability 

5. General 

552 

Acorn warrants that the disc(s) and/or ROM(s) upon which and/or in which the 
Software is supplied are free from defects in materials and workmanship under 
normal use for a period of ninety (90) days from the date of purchase. as 
evidenced by a copy of your receipt. Your Acorn Authorised Dealer will replace 
a defective disc or ROM if returned within ninety days of purchase. 

2 The Software is supplied ·as is' ; neither Acorn nor any Developers make any 
warranty, whether express or implied, as to the merchantability of the Software 
or its fitness for any particular purpose. 

3 In no circumstances will Acorn be liable for any damage, loss of profits. 
goodwill or for any indirect or consequential loss arising out of your use of the 
Software. or inability to use the Software. even if Acorn has been advised of the 
possibility of such loss. 

These conditions supersede any prior agreement. ora l or written. between you and 
Acorn relating to the Software. 



Index 

S (root directory) 6 
& (file server directory) 6 
* commands I 09 
*BASIC 412, 514 
*BASIC64 514 
•commands 412 

alphabetical list of 443 
types of 435 

*Configure 437 
*Configure Truncate 59 
*Copy 427 
*Defect 530 
*Help 416 
*Pass 69 
2MB and 4MB computers 487 
3.5" disc drive 47 

A 
accent generation 159 
accented characters 345, 535 
access 

owner read 23 
owner write 23 
Private 23 
Protected 23 
public read 24 
public write 24 
setting 24, 443 
Unprotected 23 

access details 23 
access permissions 

finding out 25 
access rights 14, 22 

on network 69 
Acorn Desktop Assembler xvi 

Acorn Desktop C xvi 
Acorn on icon bar I 03 
ADFS 39,48 

disc formats 46 
star commands 436 

Adjust button xix 
to open directory 4 

Adobe Type I font format 405 
Alarm 317 

accepting/cancelling 321 
alarm database 321 
Alarm files 326 
alarm goes off 321 
Alarms are silent unless urgent 322 
analogue 323 
audible alarm 319 
beep alarm sound 323 
browsing through your alarms 324 
BST 324 
BST operation 318 
Change alarm 325 
colourchanges 318 
Copy alarm 325 
Delete alarm 325 
Desktop boot file 497 
digital 323 
display format 323, 327, 497 
GMT 324 
options 327, 497 
quitting 326 
repeating alarms 320 

fit into a working week 323 
Set clock 317 
Set new alarm 325 
settingan 318 
setup options 321 
Silent option 319 
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Index 

taskalarms 319 
text file 326 
time and date setting 317 
timezone switching 321 
update the alarm database 323 
Urgentalarms 319 
User Format box 323 
Working week 319 

AlarmSOptions 497 
Alias$@'Loadl)tpe 517 
AllasS@Runl)tpe 517 
aliases 419, 428. 430 
alphabets 533-544 

BFont 544 
Cyrillic 540 
Cyrillic2 543 
Greek 541 
Hebrew 542 
Latin 1 536 
Latin2 537 
Latin3 538 
Latin4 539 

Alt key 534 
Alt+numeric keypad combinations 347 
anti-a liasing 131,491.493 

of fonts 77 
sub-pixel 131. 494 

App 19 
Apple Macintosh computers 48 
application xv 

directory 7 
help with an 26 
iconising an 38 
inside an 8 
on the File server 68 
opening a directory 8 
options 427 
pre RISC OS 3 144 
program xiv 
quitting 112. 177 
running an 7 
using colour in 87 

application windows 
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iconising them 33 
Apps directory 30 

changing contents of 30 
icon bar menu 30 

ARPiayer 329 
ArthurLib 122 
Assembler xvi 
Atari disc formats 47, 48 
AUN 63 

8 
backdrop 

background picture 35 
marble effect 38 
picture on monitor 31 
removing the 37 
scaling options 36 

background 
of desktop 34 
see also backdrop 
textures 129 

background operations 8 
backup of discs 50 
BASIC 412 

BBC BASIC xvi 
new extensions 515 
program editor 247 
programming language 509 
QUIT 510 
see also BBC BASIC 

BBC BASIC 
BASIC V 509 
BASIC VI 509 
on-line help 509 
see also BASIC 

beep 127 
bitmap fonts 492 
Boot application 117-148 

how it's used 14 5 
see also configuration 

boot file 140, 177 



command script 428 
boot options 

Alarm 497 
Draw 505 
Edit 503 
Paint 498 
Pin board 50 I 
SciCalc 501 

Break key 113 
removes tasks I 07 

Broadcast Loader 122 

c 
C language xvi 
cache bitmaps 131 . 494 
cacheing of fonts 77 
calculator see SciCalc 
carriage return 384 
case 

upper and lower case in names 21 
CDFS 39 
CD-ROM compact disc 39 
ChangeFSI 337 

image menu options 343 
output options 341 
picture formats 338 
processing options 340 
sca ling options 338 

character codes 521 
characters 

default 536 
using special 345 

Chars 345 
Entering control codes 34 7 
'unusual' characters 345 
with outline desktop font 347 

choosing a colour 89 
choosing one or more objects l 0 
Clear selection 15 
clearing a selection 10 
CLISPrompt 427 

clicking xix 
close icon 5. 19 
CloseUp 349 
CMOS RAM 144, 437 
CMYK colour model 87. 91 
colon separator 6 
colour 

and resolution 79 
changing number of 80 
choosing colours 87 
CMYK 87,91 
colour picker window 89 
HSV 92 
RGB 89 
used in the desktop 79 
using in !Draw 88 
using with applications 87 

colour separations 87 
command line xiv, 411-433 

accessing I 09 
getting help xviii 

Command Line Mode 6 
commands 

parameters 417 
scripts 428 
syntax 417, 443 

comments 418 
compatibility 

numbered screen modes 523 
compressing files 40 I 
computer 

resetting I 13 
switching off 112 
switching on Ill 

computer unlocked 134 
configuration 

allocated memory 125 
desktop windows 132 
noppy drives 121 
fonts 130 
hard disc drives 120 
hardware 438 
keeping a copy 118 

Index 
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keyboard 124 
lock 134 
memory allocation 438 
monitor type 129 
mouse 123 
restoring 119 
saving 119 
saving pinboard 37 
screen 128 
sound 127 
star commands 437 
start up procedure 139 
starting !Boot 118 
system 130 
user preferences 437 

configuration of computer 117 
Configure 145 
confirm option 16 
control panel for desktop I 03 
conventions xix 
converting graphics files 337 
Copy (Filer menu) 20 
copy a file with a new name 20 
copying files and directories I 0, 20 
Corpus font 74 
Count (Filer menu) 25 
current directory 435 
current filing system 

concept of a 6 
current format 49 

D 
date and time stamping 29 
defect 

on a disc 54, 57, 529 
deleting 

applications 22 
directories 22 
files 22 

deselecting objects I 0 
desktop 8 
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controlling the environment 103 
font used in 132 
how it works 3 
leaving 109 
overview xv 
pinboard 31 
saving properties 140 

desktop boot file II 0, 126, 139, 140. 177 
editing a 141 
inside a 141 

Desktop boot option I I 0 
Desktop Development Environment xvi 
desktop filer menu 3 
desktop font 34 7 
desktop resolutions 129 
DFS 48 
Dir. 19 
Dir. see application 
directory 5 

closing 4 
creating 18 
display 3. 14 
finding 27-28 
location of 5 
memory used by 488 
number of entries 464 
operations on 9 
parent 4, 19 
path 5 
selecting I 0 

directory display 
moved to front 4 

disc 41 
backup 50 
defects 48, 366. 530 

mapping out 530 
error 48 
error message 529 
errors 366 
finding the format used 49 
formats 46-48, 465 
formatting 44-45 
free space on 55 



hard disc backup 51 
hard disc formatting 49 
name disc 42 
naming 6 
verifying 54 

disc drive 
icon 3 
numbering system 40 

disc errors 57 

disc sharing network 63 
discs 

using DOS formats 58 
dismounting discs 43 
display 

and memory 488 
Display manager 79, 523 

changing resolution 81 
current settings 80 
EIC factor 83 
how it works 82 
number of colours 80 

display menu 13 
displaying files and directories 13 
documentation roadmap xx 
DOS 

copying files to 59 
deleting partitions 60 
disc formatting 47. 48 
file icon 60 
filename conversion 58 
filename limitations 59 
hard disc files 60 
reading DOS discs 58 
transferring files 58 
truncation of filenames 59 

double-click xix. 4, 7, 172 
while holding down Shift 5 

downloading fonts I 02 
DR DOS see DOS 
dragging xix. 12. 20 

a box around icons I 0 
files 173 

dragging modes 133 

Draw 179 
colour 190. 221 
colour picker 88 
copying 227 
curved lines 209.21 7 
customising 244. 505 
deleting objects 227 
deselecting objects 211 
Draw$0ptions 505 
DXF files 234. 243 
ellipses 211 
enter mode 181 
file types 234 
fonts 192, 225 
grading 229-233 
grid 186.214-215, 227 
grouping objects 180. 188. 227 
importing a sprite 205 
importing text from an edit file 203 
interpolation 229-233 
justifying objects 228 
keystroke equivalents 245-246 
Line pattern 222 
l ine widths 198 
load ing files 179, 234 
move (path element) 210 
moving objects 212 
new view 217 
object style 221-226 
objects 180 
paper limits 186. 235 
path edit mode 181.217.218 
path types 180 
Paths 209 
pointer shape 18 1 
printing 236 
rectangles 211 
redoing changes 220 
rotating objects 195. 212. 226 
saving a file 193, 197 
saving display features 505 
saving files 234 
scaling objects 193. 213, 226 

Index 
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E 

select mode 181, 211, 227-228 
selecting objects 183 
slow redrawing of screen 211 
sprites 180, 205 
straight lines 209 
style menu 190 
text area objects 236-242 
text areas 180 
text objects 21 I 
text, converting to path 228 
tutorial 182-208 
undoing changes 220, 507 
winding rule 224 
window 180 
zoom 216 
zoom lock 216 

Econet 63 
file server 121 

Edit 247 
appending text 265 
Backspace 2 51 
BASIC options 265 
BASIC program editor 247 
block operations 251-254, 269 
block selection 251 
caret 248 
carriage return 261, 269 
case sensitivity in Find 256, 270 
colours 262 
ColTab 264 
copy a selection 252 
copying- Ctrl-C shortcut 252 
copying block 252 
counting occurrences 256, 270 
Ctrl-U 251 
Delete 251 
deleting block 253 
deleting text 249 
desktop boot file 267 
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display features. saving 503 
Display menu 262 
dragging objects 184 
drawing area 185 
Edit$0ptions 503 
editing BASIC programs 266 
entering text 248 
F3 function key 251 
file type setting 250 
find a specific line 261 
finding text 254-259. 269, 270 
fonts 262 
Format width 261 
formatting text 261, 269 
Go to 

line 261,269 
option 261 

icon bar menu 265 
importing text 265 
indenting 253 
Information about Edit 249 
information on current file 249 
insert vs overwrite 250 
Inserting and deleting text 249 
keyboard shortcuts 256 
keystroke equivalents 268-270 
Line number increment 266 
line spacing 262 
I i nefeed 261, 269 
loading a file into 5 
Magic characters 256 
magic characters 270 
margin 262 
menus 249 
moving block 253 
moving -Ctri-V shortcut 253 
new view 250 
other file types 248 
Print option 250 
Print selection 252 
printing 263 
printing a BASIC program 267 
reading text from another file 265 



redoing changes 261, 269 
replacing text 255 
saving a file using F3 251 
saving display features 503 
saving from 251. 270 
searching for text 254 
second window 250 
select a block 251 
Select menu 251 
selected block- saving a 252 
Strip line numbers 266 
System Font characters 262 
tabs 250. 261.263 
text file documents 248 
Text found dialogue box 255 
tokenised file 266 
top level menu 249 
typefaces 262 
undoing changes 253.255,26 1.269 
wildcarded expressions 258 
window wrap 250, 262 
wordwrap 250 

encoding of a font 406 
End-user licence conditions for RISC OS 3 551 
error box 9 
error messages 545 
errors on a disc 54 
Ethernet 63 
expansion cards 

RAM area 473 

F 
FJ2 109 
faster option 18 
file 

location of 5 
file error messages 

file not found 548 
file open 548 

file icon 
double clicking on 7 

File menu 19 
file operations 

speeding up 18 
file ownership on network 69 
file server 

free space 6 7 
listing 66 
new 72 
selecting 121 
servers available 65 

file server network 63 
file type 28 

BASIC 250 
PoScript 99 
Text 251 

File$Type_XXX 517 
File/Dir/App/Selection submenu 19 
filenames 

invalid characters in 18 
number of characters in a 21 
restrictions in names 21 
truncation of 59 

Filer 8. 39 
actions controlled by 8 
background operations 8 
facilities 12 
help option xvii. 360 
menu options 12 
new directory 18 
OpenS 19 
open parent 19 
operations summary 12 
options 15 
running operations simultaneously 9 

files 
access rights 14. 22 
boot 422, 428 
copying 20 
copying using a RAM disc 61 
count 25 
date stamping 29 
deleting 22 
deselecting I 0 

Index 

559 



Index 

finding 27. 27-28 
inserting 173 
loading 172 
locked 23 
making smaller 401 
overriding a lock 22 
renaming 21 
saving 174 
selecting 10 
selecting all 15 
type 28 
type of 517 
viewing in Edit 5 

filing system 
current 6 
structure of 7 

filing systems 416 
adfs 6 
moving around in 3 
names of 40 
selecting 474 
star commands 435 
types of 40 
used by the desktop 39 

finding 
files or directories 27 
text in a file 254 

floating point calculations 509 
floppy disc 

mounting and dismounting 44 
write protect tab 56 

floppy drives 121 
folder 4 
font 

desktop font 132 
font cache full 548 
font manager 491 
FontPrint 351 

configuring PostScript printers 351 
downloading fonts to printer 352 
mapping to fonts in the printer 352 
network printing and downloading 356 
symbol fonts 357 
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fonts 73. 145. 491 
adding more 75. 77. 132 
and PostScript printing 77 
anti-aliased 130. 491. 494 
cache 492 
control ling 130 
controlling appearance of 77 
converting to Acorn format 405 
converting to bitmap 492 
converting Type I fonts 78 
downloading to PostScript printers 351 
encodingtype 354 
fixed and proportional 75 
hinting 492 
mapping 77. 101 
outline 491 
performance 492 
printing with 77 
proportional spacing 491 
see also Draw (fonts) 
serif and san serif 75 
size of 76 
style 73 
typeface 73 
types of 74 
using in applications 76 

Force option 17. 22 
form feed 384 
format 

finding a defect 45 
formatting discs 44 
type used 49 
types 46 

free space map full 548 
FS list 66 

G 
games xv 
greek characters 74 
grouping icons 10 
GS Formats 432, 433 
GSRead I GSTrans see GS Formats 



H 
hard disc 6. 41 

backup 51 
changing name of 145 
defects on a 55 
DOS partitions 60 
formatting 49 
formatting a 363 
parking drive heads see shutting down the 

computer 
Help 359 

application 359 
from appl ications 360 
on •commands 361 
window 359 

help 
information about applications 26 
on-screen xvii 

HForm 363 
adding defects 366 
errors 366 
formatting 364 

hidden objects (network) 69 
Homerton font 74 
hourglass 

colour of 122 
when displaying screen 495 

HSV colour model 92 

icon 
cl icking on 3 
putting on Pinboard 32 

icon bar 172 
moving to the front II 

icon bar menu 5 
iconise 

application windows 33 
icons 4, 169 

application 8 

on the pinboard 31 
sizes of 13 

IDE hard discs I 20 
IEEE standard 509 
Info option 25 
information about files 26 
instant dragging I 33 
interactive fi le copying 133 
internal address error 548 
internal data error 548 
internal instruction error 548 
IP address 47 I 

K 
kbd: 420 
keyboard 124 

L 

accented characters 535 
auto-repeat 124 
Break key I 07 
Caps Lock I 24 
Print key 97 
typing special characters 534 

languages xvi 
Latin I alphabet (ISO 8859/1) 536 
Level4 63 
licence conditions 

end-user 55 1 
load 

file or application 7 
files 172 

lock 134 
locked computer 134. 137 
locking the computer 136 
unlocking the computer 137 
window 134 

lock flag 24 
locked file (or directory) 23 

Index 
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M 
macros see system variables (macros) 
Madness 171 
Maestro 367-374 

accidentals 369 
bars 369 
clefs 369 
dots 369 
example tunes 367 
fugues 373 
grace notes 374 
instruments 370 
key signature 369, 372 
notes 368 
playing 373 
Printing 369 
rests 368 
setting up new score 373 
staccato 374 
staves 370 
tempo 37 1 
ties 369 
time signature 369. 371 
trills 374 
volume 37 1 
window 368 

magnifying application see CloseUp 349 
Make backdrop 35. 36 
manuals 

addit ional xviii 
map table 471 
mapping 

encoding type 354 
fonts 101 

mathematical symbols 74 
memory 125 

adding DRAM and VRAM 489 
font cache 126 
font cache limit 126 
module area 125 
optimising usage 488 
page sizes 438 
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ram disc 126 
saving 487 
system heap/stack 125 
system sprites 126 

memory allocation 438 
Free I 05 
Next 105 

Menu button see menus 
menus 169 

displaying menus xix 
greyed out 12 
Menu button xix 
Shutdown option 112 

Microsoft mouse 123 
mode numbers 85 
Modelnfo file 523 
modules 416 

adding 130 
Modu le tasks 106 
star commands 439 

monitor 
defin ing the type 82 

monitor type 128 
mouse xix. 169 

buttons xix 
double click cancel distance 123 
double click delay 123 
drag delay 123 
drag start distance 123 
speed of 123 
techniques xix 
type used 123 

Mouse Systems mouse 123 
movies 

playing 329 
moving 

an application 9 
files 10 

MS-DOS see DOS 



N 
name 

given to a disc 42 
NetFS 39 

star commands 436 
netprint. 420 
network 

Bye 67 
connection of printer 160 
disc sharing 63 
errors 72 
file ownership 69 
file server menu options 66 
fil e server sharing 63 
FS list 66 
FS List window 65 
log on 65 
logging off 67 
logging on 65. 66 
manager 64 
network printer 97 
OpenS 67 
overview 63 

Network not plugged in message 72 
Network station number 121 
networks 41 
newer option 17 
NewHall font 74 
NFS 

printing over 162 
NFS Filer 21 
Not logged on 72. 549 
null: 420 
number given to a disc 40 

0 
Obey files see Command scripts 
off screen dragging 133 
OpenS 5. 19, 68 
open parent directory 5 

operating system xiv 
start-up 139 

operations 
on files and directories 19 

options menu 15 
Outline font format 405 
outline fonts 77 
owner read file access 23 
owner write file access 23 

p 
page size 438 
Paint 27 1 

assigning palette 308 
brush size 275 
changing size of sprite 307 
copying a block of pixels 291 
copying part of a sprite 279 
Create new sprite 284 
creating a new sprite 273, 286 
customising 313. 498 
delete rows/columns 308 
editing existing sprite 286 
extended colour fill 30 I. 309 
filled shapes 296, 298 
nip 306 
nood fi II 296 
grid colours 309 
icon bar menu 312 
insert rows/columns 307 
inserting text 298 
line 295 
local/global replacement 296 
mask 308. 310 
menu 310-31 1 
moving a block of pixels 294 
moving an entire sprite 295 
outline shapes 297 
Palette 284 
parallelogram 295 
pixel painting 287 

Index 
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printing 300, 311 
rectangle 295 
renaming sprite 311 
replace colour 280, 296 
saving a new sprite 276 
saving a sprite 301, 311 
saving an existing sprite file 277 
saving display features 499 
saving sprite file 311 
scaling sprite 307 
shear 307 
spray can 287 
sprite as brush 288-291 
sprite colours window 309-3 10 

displaying 304 
small 305 

sprite file 284 
sprite file window 284 

menu 310-3 11 
sprite window 285, 310 

menu 299-300 
starting 273 
tools 285, 286-287 
tutorial 272-282 
using colours 299 
zoom 274, 309 

paper sizes 154. 156 
for printing 164 

paper type 154. 156 
Parallel 420 
parallel port 160. 420 
parameters 

defaults 418 
numeric 418 
passing to Obey files 429 

parentdirectory 19 
open a 5 

password 134 
changing the 136 
locking of disc 134 
removing the 136 
setting 134 
setting the 135 
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password on network 69 
path elements 6 
pathname 5 
Patience 171. 375 

Pack pictures 378 
playing 377 

peripherals 
switching off 112 

permission see Access 
Pinboard 31-38 

copying pinned icons 32 
double clicking 32 
menu options 34 
putting an icon on the 32 
starting pinned applications 32 
tutorial example 282 

pixel 271 
PostScript 

fonts 405 
keeping font version 406 

PostScript printers 77. 100 
power 

shutdown 112 
power-on 

self test routine 114 
Print key 97 
Print option in applications 96 
PrintEdit 379 

creating printer definition files 379 
dump information 382 
dump strings 384 
Edit character mappings 387 
Graphics mode 382 
modifying printer definition files 379 
preparation 379 
saving your changes 389 
Text modes 385 
window 380 

printer 
active and inactive 163 
choosing a configuration 153 
configuring 154 
connecting 150 
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direct drive 160 
downloading fonts 35 I 
graphics margins 165 
name I 54, I 56 
output to file I 60 
paper sizes I 64 
PostScript configuration I 58 
printable area 38 I 
resolution I 54. 157 
saving choices 163 
setting up I 49 
text margins 165 
text printing I 55. I 57 
types of 149 
using more than one 163 

printer driver 
loading 152 

printer errors 
printer busy 549 
printer in use 549 
printer jammed 549 

printer manager 95. 149 
printer: 420 
!Printers 149 
printing 95. 149 

accent generation 1 59 
cache bitmaps value 494 
draw files 236 
fancy text format 52 I 
graphics 99. I 00 
hints and tips I 01 
how to print a file 95 
network printer 97 
plain text 99 
printer connection 160 
queue control 98 
saving your choices I 00 
starting the printer manager 95 
stopping a print job 97 
using PostScript printers 100 
via a network I 5 I 
with fonts 77 

Private or Public access 23 

problems 
error messages 9 

Programmer's Reference Manual xiv. xvi 
programming languages xvi 
programs 

running xv 
prompt 412 
protected disc 56 
protected file 23, 24 
Public directory 134, 137 
public files 24 
public read file access 24 
public write file access 24 
Puzzle 171. 391 

a 
Quit option I 77 

R 
RAM disc 

creating 61 
free space on 62 
quitting 62 

RAM filing system 60 
see also RAMFS 

RAMFS 39 
star commands 436 

rawkbd 420 
rawvdu : 420 
read flag 24 
Reader's Comment Form xu1 
rectangular pixel modes 86 
recurse down directory tree 24 
redirection 419.420 
Relocatable Module Area see RMA 
renaming files and directories 21 
Replay video 

controlling 330 
using 329 

Index 
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reset 
advanced options 114 
options Ill 
procedure for I I 3 
the CMOS RAM 114 
the computer I 13 
to save memory 487 

Reset button I 13 
resolution 

and area of desktop displayed 79 
changing 81 
Display manager 79 
displayed on the screen 79 

resource applications 147 
ResourceFS 30 
restarting the computer I 12 
RGB colour model 89 
RISC OS disc formats 46 
RMA 439 
roadmap xx 
root directory 6 
RunSPath 430 

s 
save a file by name 175 
Save as dialogue box 174 
Saving by dragging 174 
saving files 

QUitting and closing 176 
SciCalc 393 

advanced functions 395-396 
arithmetic functions 394-395 
base 396 
boot options 501 
customising 400. 501 
Degrees. radians and gradians 397 
desktop boot file 400 
logic functions 397 
memory 395 
number base 396 
trigonometric functions 396 
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Scrap 145 
scrap application 14 7 
screen 128 

background textures 129 
blank delay 129 
blanking xvi 
colours 129 
fonts 77 
monitor type 128 
special modes 527 

screen memory 125 
screen modes 523 

colours 524 
graphics resolution 524 
table of 525 
text resolution 524 

SCSI 39 
SCSI hard discs 120 
search for object 

with wildcards 28 
Select 

clicking on close icon 4 
Select all 10 
Select button xix 
selecting 

a group of objects I 0 
files and directories 5, 10 

selection 
choosing several objects 20 

Selwyn font 74 
serial port 160 
serial: 420 
set password on network 70 
settype 28 
share discs on a network 64 
shutdown 43. I 03, 11 2 
shutdown messages I 04 
shutting down the computer I 03 
Sidney font 74 
size of files 25 
Snapshot 312 
sort 

types of sorting 14 



sound 127 
sound system 

star commands 440 
specia I characters 18. 21. 4 3 

typing 534 
sprite files 

compatibility 524 
sprite pool 488 
sprites 180. 27 1 

and memory usage 488 
as backdrop 35 
see also Draw (sprites) 
see also Paint 

square pixel modes 85, 129 
Squash 401 

compress a file or directory 401 
icon bar menu 403 

Stamp (Filer menu) 29 
standard monitor 524 
star commands 

types of 435 
star prompt see prompt 
start-up options 140 
•status 437 
storage devices 6. 39. 40 
subdirectory 4 

open a 4 

sub-pixel anti-al iasing 494 
Super VGA monitor 524 
symbol fonts 74 
syntax 

network pathname 6 
!System 

adding 130 
System 145 
system 

adding add itional !Systems 130 
system application 147 
system devices 420 
system resources cannot be found 549 
system settings 

changing 103 
memory allocation I 06 

system start-up 139 
system variables 

macros 427 
star commands 439 

T 
Tl ToFont 405 

task 

AFM and PFB files 405 
Macintosh fonts 407 
MS-DOS Fonts 408 

and memory 105 
creating l 08 
display 104, 105. 109 
quitting a I 07 

Task manager 141, 411 
menu options I 08 
overview o f I 03 

Taskwindow 109, 41 3.4 15 
TCP/IP 21. 39. 162 
terri tories 

default 533 
text files 

viewing 7 
TextFile 25 1 
textured backgrounds to windows 134 
three-dimensional look of windows 134 
time and date 

format 327, 497 
setting the 317 

title bar 
containing path name 5 

top-bit set characters 58 
transferring data between programs 177 
Trinity font 74 
typeface 73 
typing special characters 534 

Index 
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u 
UNIX computers 48 
User Guide 

What's in this guide xiii 
user name 64 

and password 66 
user privilege on network 67 

v 
vdu: 420 
verbose option 17 
verifying the disc 54 
VGA monitor 524 
video memory 82 
voice 127 
volume 127 

w 
Welcome Guide xiii , 3 
Welsh characters 159 
wildcards 418 

in Find option 28 
windows 4, 169 

behaviour of 132 
textured backgrounds 134 

write flag 24 
write protection 56 
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Reader's Comment Form 
RISC OS 3 User Guide 

0497,550 

We would greatly appreciate your comments about this manual, which will be taken into account for the 
next issue: 

Did you flnd the Information you wanted? 

I Do you like the way the Information Is presented? 

General comments: 

l 
If there is not enough room for your comments, please continue overleaf 

How would you classify your experience with computers? 

L I D D 
FlrsHime user Used computers before Experienced User 

Your name and address: 
Cut out (or photocopy) and post to: 

Dept RC. Technical Publications 
Acorn Computers Limited 
Acorn House. Vision Park 
Histon, Cambridge CB4 4AE 
England 

D 
Programmer 
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Acorn Computers Limited 

End-l:ti!er Licence Conditions for the RISC Opea·ating System 

Rt·furt• " 'in!! ) tmt· \ corn <·umpulf·t·. plt·a~t> rt•ad tht• RISC OS Enll·l 't'r Lit't>IH't> 
Cunllitiun' dt•tailt·d lwln\0, 

If )till tlo not agrt•t• to thl' trt·m~ and condition-. of tlw Emi-l "'r Lio•••ru·•·- plt•u.,t• clo not 
o rw u thi' pat•k. Ht'pad, tht• unu-rrl sy'tf'm and rl'tur-n it to >our "'I'Piit'l. 

I . 0 1'0nltion• 

nw (nllo~lflJl 1':\.Jir-f~ .. .,IOII'"' ha\f• thf' ffi~UninF: .. ~H'Il hf•rt•: 
11 '\f·Hrn"' m .. un"' \t•c,rn Comput .. r" Limitr-t.L lwlng f•itlwr tnHwr of w.ll intt•llt•t lual prupt•rh ri,:~H .. in tlw 
~nftwnrt•. or lunintt tlw ri,:ht tu ~runtlin•n<'t-b of tlw !'ofl~art•. 

"Dc•\t·ltttu•r" tnt'll ll'4 an~ Llur·tl pat·t~ ~oftwure tlt"\t-lopt>r "hn r.~tainJO c•up,ri~ht in tlw ~ofh"ur•t•. 
"St~ftwurt•" tnt·un" tht" u1wruting "'Y~l<'m programt~, upp lit·atimto., ut1hlit•.- and mwlule•~o !o!Upplu·~l 111 thitt 
prtt~lllt'l. 

• t)twlttnt•utuliun" nwun~o~ tiH• pr·intt•,) Ul'lt'r tlot·umt•ntulion :o.llfJftlit•t l for· 11"''' ~~~ith tlu· :-;uft,"un·~ ~fwtlwr 
•upplit•ol "''l!lll'utrl) m· -.il h thi• pu•·k. 

2. Lif•e•u(·t~ 

\t•Hrn ,r;rnttl"- )OU u 1wr~ouul rwn tr·aw·lt"'rahl(' non-•·,l·lu~ht•li .-•c·ru·•· (ut' ~uh lit·t•nf•••t. Ul'l fnllu~M: 

(I) ''m run~ t'HI'" lht• SHftwun• for had .. ~. -up purpn~f'"'· tn -.:upJHH'I iloo; lll"t' ou mw .,lurul Hlmw \t·cn·n 
c•umpult•r "''~tt·nt. 

(:!) '"" rnu~t t'n"iun~ thut th~ cup~r1ght notire"'" ('ontMint•tl in 1lw ~uft\\un• urt• rt•tu·u.hwe·d und uu·lu~lt·d 
m un~ f'OP' of tlw Soft"art·. 

'uu '""' nut 
(i) t'Hf'" unl" 1uu·t of the- Soft"'arr": ur (ijJ makt" tht" Suft"'an· ur tlw l>tH'' IIme•ntolwn uHuluhl•· Itt urn tlurcl 
pari\ h~ ~8) uf ~ft ur Juan ur hirf"! (iii) in('flr]JOrat,-. itO~ Jlarl Hf tht• :"wrt ..... ilrt• 11110 niiU'r JfrOJ:trtttu"' 
tlt·\-t•loJH'cl or u•t•ift h~ ~WI (unit-"'"! intlh ifluaiJ~ and f"'JU"t·~-.1~ prrmittt-tl in th.et JtUrt uf tlw ~c.ft"'ou·r ur tn 
it, Utu·unwnt a hun ); ur (t\) c••r~~ thr- l>tJ("Uillt"ntution . 

Th" lu t·twt• tTmutn"' m .-ff .. c·t unlt>fo~ )OU t..-rminatt> it: 

f I) h' clt·,tru~ in,: tlw ...;uft"'are> ancl all f'OJ•if"~. ancl tht"" r>nnwwttlotllnn. ur 

121 1., fdohn~ Ito o·t~nopl~ -..oth tlw Cmulotoon,. 
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t II \mrn -..un·ulll• thJt tlw tlo••·t•l und/ur H0\11•1 "I"'" -.horh '""11.., 111 »ludo tlu· '-t~ft,.Mro· o­
'UJI)JIH-"11 ur..- fn~.-· fr·nm ,ft-.ffft"' in matt"rial~ .uul ~urkrn~tn.;lup undt•r nunnnl ww fot w fH•nml nf 
llUWI) ('.H)) tht\~ from tht> elatf" or purrhasf>. 8~ ..,., idf"tW•·d IH u I'UP) uf ~our n•t·t•q•t \our \t·orn 
\ootluorl'l'tl l><•alo•r woll ro•pla•·•· a <lrf~o·tiH· do,o· uo· H0\1 tf ro•ttorowol withon """'" olu'' uf 
pun·huto:t•. 

(2) Th ......... rtwUI"t" j.,. "111pplwtl 11aloi i'ii": nt>itlwr ·\c·orn nur 31t) u •. \t~lnpt•r>.~ muL.~· UJI~ \HH'I'Uttl~~ "h··tlwr 
t .. <prt'"~"' Hr imr•lit·tL a,.. to tlw ntt•rC'IJantalulit) of tlu• Snft"nrt• Itt' it!io tiltll'"'" fur urn pur·tit•ulur 
J.Ui'l"'""'' · 

(:J) In no f'lrc·mn,tuiU't'"' will -\~·urn Ju-- liahlf' for an) tluma"''' • l o~"' uf Jti'Hfit~. ~oud\\>ill or· for Utt) 
indin•t·t ur t'tul'>t'IJllf'Utial ln"'toi urisin~ out uf ~our u~t· uf tht• Softwun·. ur· inuhilll) lh ll"'t' tilt• 
Sf,ffWUrt·~ 1'\>t'lt jf \ t•ortl hu;. ~-~'('11 ach j~··d nf thf' JtH"'l'ljhjJjt) of )ollJI'h lu", 

!i. (; .-•u.-•rul 

'llw"''' rot11l1twn"' "'~ll)•t•r .. t•,)t• arn pri•n· u~n·t·nwnt. tu-al or" t·itku . IH•h"•'t'll ~uu uud \n•t' n rt·luiiiiJ.t tu Lire 
Surtwurt• 

\C.Jill 


